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I had a dream | walked the desert, I saw a virgin and a lion.

They took me to the Holy Mountain, and showed to me all of these signs:
I saw a fire upon the water, I saw a blight upon the land.

1 walked a thousand miles to tell you, these things I saw are now at hand.

—Shriekback, “Inviso-Rays”

. The Solar Exaltéd are reborn into a world on the
verge of an age of:sorrows All around them, old
institutions and emptres crumble In this time of dan-

the most importanrt are those they face now, in the
dawn of those existences. Their struggles to learn
the true htstory of the f1llen Old Realm to defeat

=Tl GT‘ and ro

“the newborn Solars profoundly”shapmg the way

they see life and their role in the world. If it is a
“time of strife and pain, then the pain is that of
blrth as mpch as of death A new world is bemg




How 1o Use Tris Book

Time of Tumult contains three adventures —
one large one and two smaller ones — involving
topics as diverse as the exploration of First Age ruins
to work as emissaries of a powerful spirit to a cam-
paign to save Creation from an invasion by strange
and alien beings.

The adventures are not made for use as one long
series of staries. There are no particular connections
between them, other than that they’re all dangerous
and exciting. On the other hand, there's nothing to
prevent them from being used in the same series. A
Circle that traveled widely could theoretically be-
come involved in all of them, particularly if the
Storyteller is willing to do some work and move rhe
location of some of the adventures {moving the
Invisible Fortress to the far South or having the
Autochthonians attack in the North). How many
adventures you use and in what order depends en-
tirely on the needs of your series and the interests of
vour players.

Expedition to the Invisible Fortress details a__ =™ : )
their sleeping god and to appease him through re-

“pairs and devorions to stave off his slumbering anger

gold rush of sorts on First Age artifacts that leads thie
characters into a remote area of the North. The firs
part of a two-part adventure, this chapter specifi'
cally details rhe characters’ arduous trek to the site
of the First Age cache —and their rivals in th

search. Can the chamcters defcat ambitious Dynasts '

and the harsh Northern winter - dlSCOVE!’ the hld
den source of these relics?.

Guardians of the Inv151b]e Fortress is the secw—

ond part of the Invisible Fortress adventure, detallmg
the acrual location of the cache —an mcnent Manse

used as a refuge by fugitive Solars in the years after
the Usurpation. Having discovered this ancient
wonder, can the characters survive the Fortress' mad
guardian and claim its power as their own?

Spirit Exiles of the Western Ocean puts the
characters in the role of emissaries, and assassins, for
Fakharu, a lesser elemental dragon.of water who
serves as a censor for the Western reaches of the
Celestial Bureaucracy. Retained by this powerful
personage as his agents to recover his kidnaped
lover, the characters may gain the eternal favor of
this powerful celestial entity — or earn his eternal
hatred through their failure. Can the characters
travel to a place where even Heaven will not turn its
eyes to save an innocent woman from peril?

Crusaders of the Machine God is perhaps the
most momentous adventure in this collection. It
tells the story of the servants of the Machine God,
Autachthon, who were kidnaped away from Cre-
ation nearly 6,000 years ago when the Primordial
fled to escape the Great Curse. For over five millen-
nia, they have struggled to maintain the structure of

nd the waves of mechanical defenders that are his
wrath. Yet, now, their reserves of Magical Materials
r¢ drying up, and there-are too few souls within
ﬁtochthonia to quick/en a new generation of hu-
' ans The only altefnative avadable to the servants
the Great Maker is to- “Attack Creation for its
TE50UTCes, Can' the characters stop this desperate
crusade to fuel the Michine God's endless hunger?







The extermination of the Solars was not a quick
and blocdless affair. Like all revolts of its type, it built
slowly, and some Solars saw the signs well before blades BAX’s LEGACY '
were drawn. ' Only three of Kal Ba\ s Manses are

Of those few that survived the Dragon-Blooded’s currently known; Two, the Seat of the
1n1tlal ambush, most were hunted down -and sl'lugh—"‘- World 'md Murd()th 3 Spll’e, have been

“to the wilderness, there elther to be consumed by the B third, Raven's P‘-‘-‘TChp belongs to Houae
Wyld or to fade out of existence; forgotren by the world - [T NS (TSI WS T TS lic in-ruins or
_they had once ruled. D lc lost to the wilderness.

As the First Age came to its true close, half-dozen - “While his Manses are not nOth@"lbh’
Solars stood head and shoulders above their peers, ad- .more effective than any others, they are
mired for-their power, intelligence and wisdom.-Among - [EEISUEETEHLETE RTINS HI RIS DL FoRd B

_them was the architect Kal Bax, an ‘incredibly gifted remain from the First Age. Because of -
~ sorcerer and engineer. No less than 20 Manses bear his this f'lct the Sidcreal prize them hig ly_ :

"distinttive*:“"bowl"“'hap‘ed"niark""‘and e a : '
% designing hundreds of others. All:m dern:Manses are
built on his principles, and it is b ved that he created Manse Of Bax.
th  firs Smgmg Staff. T e
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TNVISIBLE
FORTRESS

Bax wasan intellectual and gathered around him like-
minded Solars (namely, those willing to put thoughts
before actions). When he sensed a storm brewing among
the “commoners,” he took 11 of these Solars (including his
doomed apprentice Ozandus Pal) north,

There, away from the prying eyes of the world, he builr
his final Manse, the Invisible Fortress. Unlike his other
creations, the Fortress was not built with raw Essence
{doing so would have lit the night sky and its location
would not have been much of a secret then), but instead,
by a gang of demons. Bax summoned 500 first and second
circle demons and offered them their freedom in exchange
for labor. They complied and carved out the Fortress in

demone

‘location of his retreat. So, once inside; he béund them i ™
-the place with a powerful rune.. The demons.could live....

within a 50 mile radius of the Fortress, but if they went
“beyond that, they would quickly wither an"__ die.
Bax designed the Fortress for one spectﬁc purpose —
_tohide hlmself and his friends and allow ther
to llve in lmury whlle the world warred Il: docs not radlate

ek loce am armu of domane thoe boaw the

10 CO tmuerw

Bax died shortly after the Manse was completed. His
companions, ignorant of what was going on outside the
fortress, grew more and more paranoid. Soon, communica-
tion with the outside world stopped completely, and any
attempts to leave were blocked by the demons who had
grown from a force of 300 o 5,000 strong, breeding with
the local fauna and stripping the land bare. The Solars
found themselves trapped not by some enemy, but by their
own fears. Weakened by the cold and the lack of real foad,
they fought with each other, sometimes to the death. Over
the course of about 300 years, they killed themselves off.

Theletters of Ozandus Pal to his Lunar consort Mithra

g "document this decline. Published, possibly by Mithra her-

record time. But Bax was not about to let lodse an army of .

self, sometlme after the begmmng of the Second Age, they ;

n"of this’ story, yet norie

a8 heard somc Vétsio :
igin (and eventheydoubt.

_ ﬂa'fg;réét-zé_p:rlze:-. d'ri‘::a_ri&-z'
t. Of coutse, likeiall great .




prizes, it comes at a high price. Not only in the effortir will
take to capture the Manse, but to keep it as well.

The Fortress may act as a side-adventure for your
group, or it could become the axis upon which your series
turns. This adventure is meant to give the characters a
glimpse of what really happened at the end of the First Age
{minus any romanticism) and, of course, to challenge and
entertain them.

SETTING THE STAGE

It began, as so many things do, with a story. A family of
traders had come south from the lands of the ice and snow to
sell their village’s catch of furs at market in the cities of the
coastal strip. It had been a poor season, and their load was
light, more rabbit than golden wolf, but they had promised
their people they would bring home coin, and they planned
to. The traders set up shop in the fur market and hocked their
wares for days to everyone, noble and peasant. But all passed
them over for the larger carches from Cherak and Icehome.

On the market's final day, buyers from local concerns
and the Grear Families of the Dynasty scoured the stalls one
last time. Amang these wasa young noblewoman from House
V'neef. She stopped at the family's small stall and examined
their wares. The man was stunned at his good fortune — this
woman could change his poor luck with but a wave of her
hand. But the woman rejected even his best pelts and tumed
to go. Just then, the man’s daughter darted from the back of
the stall laughing and smiling, distracted by some game —so
; rmuch so that she ran right into the noblewoman. The man
3 was horrified. A child could be killed for such an affront. But
the madame was not vindictive like others of her station. She
simply gave the girl a pat on the head and smiled... until she
noticed the faded cloak the child wore.

The Lady's breath caught in her throat, and she asked
if she might buy the garment. The man apologized for his
child’s behavior and offered it to the woman for free, to
repay her tolerance. As he was handing it to her, another
noble appeared, a man from House Ragara. Like so many
of his family, he had a nose for goods and wondered why a
member of the Dynasty would spend so much time at such
a small stall. He too:saw the cloak and, pulling out a

was confused for days no one had bought anythmg from
him, and now, two- noples. wished to possess a worn piece
of cloth he had found whlle trapping. THe, madam offered

until the sums they q
the mati had e.\pected to make on this trip.
The trader and his wife, who had emcrged tq see what
all the commotion was about, were slack-jawed

1price thatwould allow the trader and

_thenobleman quoted
his famlly 0 Tiv

tobeat the nobleman’ sp iceand the nobleman the madam’ s
ted would more.than nple what .

noblesflung numbers bécL andforthatoneanother. Flnally,

bidding. The trader was in shock and offered to give the
noble his furs as well, but the man was not interested. He
simply took the cloak and left, after amranging to ship the
coins (which would fill several large chests) to the man,
though the nobleman did cast a self-satisfied smirk at the
madame before he went on his way. She turned to go as well
— but not before asking the trader where he came from. The
mananswered thathe livedinasmall village called Wangler's
Knob in the far northeast of the Realm. Little did he know
that his response would not only be spread throughout the
world, bur would change thousands of people's lives as well.

THe RusH BeGINS

Information is valuable stuff in the Realm, and none,
perhaps not even the Immaculate Order, prize it more than
traders whose livelihoods depend on knowing what people
want and how much they are willing to pay for it before
anyone else. Likewise, none spread it farther or faster. Inns
and caravansaries from Chaya to Nexus were abuzz with the
story of the impromptu bidding war between V'neef and
Ragara mere days after it occurred. Such a thing was virtually
unheard of, and the price the Northerners were paid put
dreams of instant wealth into men’s minds, of a life off the
caravan routes and onto a small estate, secure and wealthy. It
was a Guildsman’s dream come true. But most considered it
just that — a dream, a fluke. The Dynasty however, did not.

Suddenly, new buyers for the Dynastic families began
showingup at marketsacross the Realm. Not the chamber-
lains, cooks or attendants who usually came, but trusted
advisorsand, at times, gentlemen and madams. While they
would hedge abour and inspect a variety of stalls, the
merchants began noticing a pattern. They were most
interested in caravans that had come from the North,
specifically the Northeast, and would consider anything
with a hint of gold or silver in it carefully, sometimes
spiriting an item away for a few hours of “examination.”
Whatever the cloak House Ragara had bought was, the
othet families wanted more of the same.

Two weeks after the incident at the fur market, a
representative of House Sesus bought a toy dog made of
canvas with gleaming golden eyes for five times its weight

™

L O mown huver, » member of

[P =l
l b FT \.l‘ Il l.-tl HAS o e

the Immaculate Order some said outbid three houses for

-.aset of 20 bronze-gold figures carved to look like soldiers.

Afcer that, all artifice fell to the way31de caravansfrom the
North were mobbed with buyers befote they even reached
market, and!it was rumored the Guild itself was picking
through them even earlier;"hoping to sturble upon an
item it could use to increase its influence with the Great

“Families, Even noii-traders were appraached “—agroupof”
performers. from Whitewall had the packs bought off their-
) backs by a servant desperate to pleas f‘:lns Exalted master.

in comfort for several lletlmES The ™

slowed. Th interést f the Dynasts; he

evelf, had not. And- -




50, the traders, no fools theey, began to go north. Not just
those that dealt regularly with the snow-covered lands, but
all sorts, from silk-covered spice merchants to sailors fresh
off the boat who smelled money in the air and who were not
about to lose their chance atit. They were not the only ones;
independent men and women began the trek north hoping
tofind their own fortune amid the white waste. The families
even sent representatives, either to search for themselves or
to barter with people on site. Whatever was in the North, it
contained things the Dynasts wanted, and what the Great
Families wanted, thousands were happy to provide.

By fall, the northern trade routes, even the smaller
ones, were choked with travelers going to Gethamane, the
cities of the Haslanti League and, increasingly, the small
outlying town whose furshipment had begun it all, Wangler's
Knob {or simply “the Knob” as it’s called by its inhabitants).

INVOLVING THE CHARACTERS

Veryquickly, thecharacters will find themselves caught
up in this rush north, wondering just what is out there. Even
the dullest observer will realize that the items the families
are looking for are “special” and “old.” A character with a
grasp of history, however tenuous, will deduce these are First
Age relics. The wiser characters will wonder, “why all the
fuss”! While First Age relics are not commonplace by any
means, they do turn up from time to time and with much less
fanfare. What makes these objects different? The answer
maynotbesoreadily apparent {or, at least, notall of it). Any
character possessing an orichalcum item will recognize the
description of the gold that featured in each of the relics, as
will a character with some knowledge of Solar craftsman-
ship (a simple success on an Intelligence + Lore 1oll,
difficulty 2). It was not pold, but orichalcum, and the
artifacts were made for or by Solars. While the Dragon-
Blooded cannot necessarily use these items, and even the
Sidereal have problems wielding some of them, both prize
them for the secrets they might hold and the status associ-
ated with owning an item from the First Age.

More important than that is the fact that three First

Age relics have been-uncovered; all in retatively good-~
condition and all originating in one corner of the world. . S
This fact suggests that there mav he samething larger un ©

‘there, perhaps a tféasure trove or a city lost inder the'ice

-where the Wyld could not touch it. The pasmblhl:y of this....€

would drive any Exalted to investigate — a‘cache of First
Age items untouched by the elements could thrust a minor
house to the Scarlet Throne. "Alternately, i ouId allowa

_ Stdereai ohrecapture some of ‘the power Zﬁ‘iost to them

introduce the possibility of this adventure to the charac-
_tersshould fit their motivationsasagroup. {f the characrers
are motivated primarily by power, getting them to gonorth
should be no difficulty rask — if a trove exists, it certainly
offers power. Likewise for characters interested in wealth
— evenmundane items from the First Age fetch large sums
on the open market. Should the characters crave knowl-
edge over power, a lost First Age city or library would offer
plenty of that. Perhaps they long to worship the Uncon-
quered Sun in peace and to establish a safe haven for
Solars. If this is the case, then the North offers the
possibility of both, and more than a few Solars already
roam the icy wastes far cutside the Realm's grasp.

Your task is to get the characters on the road to the
North. If they don’t climb on their horses and travel north
along with the thousands of others making the trek, then
there's no adventure. Any one of the scenarios below
could be used to start them on their way, or you may even
choose to incorporate elements of several. You know your
players and how to motivate them. Feel free to use what
you think will work and forget what won'’t.

Word of Mouth — The simplest and by far the most
flexible scenario, characters may hear rumors and stories
about the treasure of the North anywhere from a run-down
seaport tavern to the finest salons in Nexus. The fact that so
much is being paid for these items excites the common
people, who dream of cashing in, just as much as it does the
nobility, who chart the rise and fall of the Dynastic families.
Virtually everyone in the Realm is talking about the fur
market bidding war and subsequent events, trying to guess at
what exactly was bought and why. While the characters may
not get the most accurate information (see sidebar onp. 17
for some sample rumors), they should hear encugh to whet
their appetites and spur them toward Wangler's Knob.

Witnessing Events — The characters might simply
be in the right place at the right time and see a bidding
wat between two or more Dynasts for one of the three
items mentioned above. You may even want them to
participate. Certainly, having an item that is obviously
made for Solars bought out from under them by aconde-

characters to track down where it came from and Tead ©

“them- NOI’[D Lnaracters \Vlfn enougn HCSOUI’CES may




The Mission — Virtually every major organization in the
Realm, legitimate or otherwise, will have one (or more)
representatives on the road north. Should the characters have
some association with a branch of the Guild, a city council,
some religious organization, a loose alliance of Solars or even
one of the Dynastic families (hardly an impossible um of
evenis), the Circle may be sent on its way with instructions to
bring back whatever it can. The depth of the characters’
relationship with this group can vary, they might be proven
warriors well-suited for the trip or relatively green and sent on
this assignment as proof of their loyalty. Either way they will be
expected to carry out the mission to the best of their ability.

TRAVEL NORTH

While the bulk of this adventure takes place in the Far
North, getting the characters there can be an adventure in
itself. Travel, even on the larger trade routes, is always risky.
Toll bridges run by brigands or corrupt officials are common,
and as one moves away from civilization, barbarians are a
constant threar. Merchants travel these roads under heavy
guard, and while a lone trader or small party can conceal
themselves better and move faster, they also lack any real
protection. Once seen, they are an easy target.

The amount of time the characters spend on the road will
vary. Obviously, a group of vagabonds who must make the trip
on foot with the barest necessities will not be able to move as
fast as a Circle that has accrued considerable wealth and can
afford to purchase the best supplies and fastest mounts. But at

the same time, travelers weighed down with goods or supplies
will move considerably slower than those “traveling light.” As
apgeneral rule, the larger the group, the slower it moves, and this
is especially true if it contains animals, particularly yeddim or
pack mammoth. The farther north the characters go, the
harder the terrain becomes. The horses that gave a mounted
group an advantage early in the trip may cost it days or weeks
farther on, especially as grazing land becomes scarce.

[t is very likely that the characters will be forced to
join a caravan either out of necessity or for the simple fact
that there are so many people on the roads that the Circle
will rarely be alone. The characters might choose to stay
with the same caravan for the entire trip, or they may fall
in with various groups along the way. Caravans move
extremely slowly, but they also offer characters the safest
trip. Going off on their own mayspeed the trip, but it could
also put the characters in considerable danger. There are
bandits gangs in the North than can threaten evena Circle
of Solars, and even if they can defeat an attempt to rob
them, it is unlikely they will be able to do so without
spending Peripheral Essence.

The journey north is an important part of this adven-
ture, but it is not the most important part. While you
should not allow your players' characters to skip it all
together, there is no need to spend an inordinate amount
of time on the trip either. You want to give the characters
afeel forjust how difficultit is for people to travel hundreds
of miles but not to distract them from their overall goal.




THE THREE ITEMS

The three items at the center of the current furor are detailed below should the mf01 mation
© PTOVE NECESsary;

“THE Fur MERCHANT’S CLOAK (ARTIFACT *)

Fitred for a child between four and five years of age, the cloak is made of sturdy, light-blue wool -
(faded in places) interwoven with strands of orichalcum. While it provides no significant ar mor
bonuses, the cloak will protect an ‘appropriate wearer from natural heat and cold. : :

- System: When activated, the temperature under the cloak will be comfortable regardless of the
- weather one is traveling in. The cloak does not however provide any protection against heat- or cold-
~ based attacks. One mote of Essence will fuel the cloak for four hours.

THE Hounp’s EYES (ARTIFACT *#) T

. These golden orbs, roughly the size of two marbles, have been carved outof pure orichalcum in the
- shape of apait 6f eyes: When removed from the canvas toy dog, they offer the character possessing them '
asignificant tool for espionage.
| System: When separated, the eyes act as an imaging device that allow their user to view a
“scene without being physically present. She simply places one eye (they are interchangeable) in
- a room facing what she would like to observe. Then, at any time, she may hold the other to her
forehead and watch what is going on in the first eye's range of sight. The eyes must be within 10
- miles of one another to functlon, and while the viewer will see the scene, he will not hear sound
nor can he alter the eye's position. The viewer must feed the eye he is looking through 1 mote of
- Essence for every minute of use. Also note that since the viewing eye is not charged with Essence,
any use of Charms such as All-Encompassing Sorcerer s Sight, which generally detect spy Charms,
will not draw attention to the evye.

- THE GOLDEN SOLDIERS (ARTIFACT °)

Mounted on a square foot of brown granite, these soldiers are dmded into two groups, 10 gold
~and 10 bronze, which face one another across six inches of bare rock. The golden soldiers are ™~
. outfitted in thick plate armor and are all male. Four infantry make up the first row. They are
* followed by three archers and two cavalry. The figure at the back-center (about a centimeter taller
than the rest) wears a crown and carries no discernable weapons. The bronze soldiers are outfitred
in skins and leather and are all female; three spear-women, five archers and two riders mounted
- on what look to be large cats. The central figure is a nude woman with hair that flows to the ground.
* The figures are fastened to the stone and cannot be removed from it by any conventional means.
‘While the craftsmanship is exquisite, even the most learned historian (Intelligence + Lore roll)

will only be able to date the scene to the First Age and, roughly, the southern part of the Realm
(based on the light armor of the female faction, primarily)}. One may also assume that the golden
soldiers represent Solars, while the bronze may be Dragon-Blooded or a mundane barbarian army -
of some sort. In times past, this representation might have had meanmg, but its significance is lost
__to. modern observers.

- Systeirs Whern fod-3 motes of Essenice; the figures will come to lifeandengage in combat: The~
* entire battle will play out in about four minutes. The bronze figures will charge the gold but be.
driven back by their superior arms. Spears and swords clash, but the bronze suffer heavy casualties,
by the time five of the ten have been “killed” (that is, fallen to the stone, motionless), the nude
-woman will raise her hand signaling surrender. The golden figures will not stop, however, and what
follows is 4 fairly graphic depiction of the rape and torture of the bronze women. When all the .
‘bronze women lie “dead,” the scene will freeze for 20 seconds before the figures resume their -
original positions waiting to be activated again. This relic is a purely ornamental one meant to
convey information. Any attempts to rearrange the soldiers using Essence or to stop or hinder their
movements will result in the item ceasing to function either permanently or untll its ftgures can
resume their programmed action unimpeded.

L3




- WANGLER'S,
KNOB

DRAGONSBREAT
LAKE

T iy
. i . .
A B v STONE ,,’ﬁf ""ﬁ MAM% qf‘z,:: v ‘.‘"‘;{i":
B - I LN
B (G MAW | oo g minte, ‘ﬁ{‘ PPl St
p ;

wh n“-ﬁ " \ di"/g W‘& kt& ANMJ’\ 3 ‘
KPP, NS &
RUBYLAK o i L CHANTA 4
. . R R A
"*f‘.ﬁ?%m‘ e Z @1 } "M'::‘:’\"
A ’ rsa e e
/ bed 50 Miles b i’x ‘*M*%
e Road to the End of the World " A “‘:f %2
) s ZTN ’A"
e 4w ® s Wangler's Loop PO *
N2 STJAN | ot
® Forest @ River Mountains fg"ﬂﬂ
AL Al
THE RoADS NORTH

The North is crisscrossed by dozens of trade routes,
from wide, paved roads near the larger cites to simple
paths that have been worn in the tundra by traders and
trappers. Any one of these will get the characters to
Wangler's Knob eventually. However, the most direct
route is along the Road to the End of the World.

Little more than a rough path in places and, even at
its best, rocky and uneven, the Road to the End of the
World curves from Nexus up through Sijan and stretches -
far, far into the Northeast until it eventually vanishes
into the Wyld many hundreds of miles to the north of
Halta While its origins are unknown, the Road has
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THe CALL OF THE FORTRESS

As soon as the characters set out, the charac-
ter with the highest Perception + Essence rating
will begintofeel a“tugging” onhis consciousness. "
This tugging will be barely perceptible at first and

- feel a bit like the character has forgotten some-

thing important. The further northeast the
characters go, be it along the Road to the End of
the World or another route, the stronger the
tugging becomes. By the time they reach the
Knob, it will be an almost constant, albeit low-
pitched, buzz in the character’s head. The other

ob. Theloweracharacter’s -

Perception + Essence, the lesshe noticcs Exalted -
who are not Solars feel this “tugging” as well but
far more faintly than Solars do.

This tugging should guide the characters to
Wangler’s Knob (and then through the wilder-
ness to the Fortress), thus keeping them from
getting too off track. Note that this is not simply
a plot device to manipulate the characters. As
you'll read later, there is a creature with a vested
interest in seeing them come north..




CARAVANS

If the characters do not set out immediately, they
will be far from alone on the road. Indeed, the Northern
routes are packed with people; merchants, families and
fortune seekers, not to mention various Dragon-Blooded
and their entourages. Food, supplies and stories are
bought and sold as these men and women, desperate for
profit, plan their next move.

Because of overcrowding on the roads, the charac-
ters will be traveling with someone else almost all the
time. Characters may want to formalize a relationship
with a group, or they might choose to keep to themselves.
Either way, they will rarely be out of sight of another
traveler. For that reason, the characters should be very
careful about using Charms or coming off as “different.”
If someone notices a character channeling Essence, ei-
ther casually or during bartle, she will either assume he is
a Dragon-Blocded traveling incognito or something else
- a FAVAPET, an incarnate spirit, a sorcerer or some other
magical being. In cither case, the character will be seen
as dangerous and to be feared. Thereafter, word and
speculation on who and what the character is will spread,
drawing attention to the Circle.

Staries, rumors and gossip are a constant on the road;
characters will hear a lot of it and will be expected ro
conttibute as well. Indeed, virtually everyone they meet
will try to draw out exactly whar the characters know,
where they are from, where they are going and why. If
they do not have a solid, consistent cover story in place,
questioners will think they are hiding something. This
will only goad most interlocutors into attempting to find
out more about the characters — after all, someone
unwilling to share information probably has a line on
something. Likewise, any attempt to stonewall or ignore
questions will make questioners think the characters
have something to hide, and if it's worth hiding, it’s
worth finding out.

While this constant scrutiny is certainly a danger to
the characters, actual physical confrontation will be

surprisingly infrequent. Given that the stream of traders
moving north isso dense, a small band of raiders would do-
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barbarians will attempt to attack the caravans, and when

" they do, they target the largest; most ornate wagons for * -

snatch-and-grab attacks. Unless the characters are trav-
cling in royal style; they will most likely be’able to blend
in, and that affords them some safety.

- More common, though far-less violent;-are-attacks
and thefts originating inside the wago
drunken fights and pilferage area fact of lifeon the road,

especially as the travelers move north ‘and__f_god st
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RuUMORS ON THE ROAD

¢ At the end of the First Age, the Great
Dragon Melaflew north. But when she got to the
end of the world, she found she was too heavy to
fly over the great mountains there. Therefore, she
was forced to vomit up the age old contents of her
massive belly to lose weight. Among the bones
and rocks that came up were all the splendid
items she had consumed for safe keeping or took
from some foolish adventurer who tried to fight
her. That’s where these artifacts came from.

* Noonecan find the Empress because she's
not in the real world anymore. She's out there
fighting the Wyld, and she’s winning. So, as she
pushes it back, all these old cities start popping
up, perfectly preserved and full of wonders. These
treasures we've found so far just scratches the
surface — the second wave of items, they'll
change the world. Literally.

» [t’s no use going to Whitewall or the cities
of the League. Everyone that does is getting taxed
to death and finding nothing but a few trinkets
that the Great Families don't seem to be inter-
ested in. Whatever's out there is farther to.the
east, maybe all the way to the edge of the Wyld.. ~

SIDE ADVENTURES

The characters do not travel in a vacuum. The choices
they make can lead to complications that might slow their
journey or divert their attention for a time. These little forays
should not take precedence over the main adventure, but they
can add color and keep the characters busy while they travel.

None of these are required, but should they fit your
characters or their actions you might think of including
them or one of your own creation:

Followers: One of the characters is forced to use her
powers either in battle or to perform some task and is spotted
doing so by a family traveling near her. The father confronts
the chamcter, and far fmm thmkmg she i is a creature to be

also, even asked tokeep the character’s giftasecret, leta few
dted orGulid off:c:a! hear




Sabotage: The characters wake up one morning 1o
find their supplies gone. Only the clothes on their backs
and what they had secured the previous night remain.
They must beg, borrow or steal food, clothing and other
equipment, making the journey all the more trying. Not
everyone is friendly to everyone else on the routes, and
such back-stabbing does happen. The characters must find
the thieves (who, depending on the company they're
traveling with, could be a band of toughs or a family who
needs the stuff far more than the characters) and regain
their items or spend the rest of the adventure in near-
poverty. Even for a group of Solars, the latter can be trying.

Shadows: The characters find a peasant they had been
traveling with dead by strangulation, his face contorted and
purple, with asmall piece of parchment stuffed in his mouth.
Written on it, in Rivertongue, are the words “servant of the
dark.” Solars, Sidereal and Dragon-Blooded are not the only
Exalted to take an interest in whatever lies to the north;
some Deathlords are sending their minions as well. Suchan
agent isa cancer in any caravan, eating away at the moral of
the travelers and more than happy to eliminate anyone he
feels is getting in his way — or too close to his secret. There
may be more such agents traveling with the players’ charac-
ters. And who killed the one they found dead? And was he
actually an agentof the Deathlordsatall, or was the note just
an attempt to make a sordid murder seem justified?

WANGLER's KNOB

Founded three centuries age, Wangler's Knob is one
of the many independent settlements that dot the far
north. The town draws its name from its founder, Myan
Wangler, and the wide hill it sits upon, which arcs, wave
like, over the steam covered Dragon’s Breath Lake below,
ending not in a peak but a rounded, rocky knob.

Myan Wangler was a trapper and trader dealing with
the barbarian tribes of the Far North, and the Knob began
as little more than a stockaded trading post. Over the
centuries, the Wangler clan multiplied, and others began
tofilter in, fleeing the disease, strife and oppression of more

+ “settled lands. Due to the town’s two most important
. features, Dragon’s Breath Lake and the settlement’salmost
supernaniral peace. theKnobhascontinued to grawsteadily
and, by the current day, sports a population inexcess ot

10,000, mostly farmers; :
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Regardless of how ong you have the characters spend“;
on the. road or how.many times.they are. s1dettacLed by'
other quests ormysteries, they should arrive in Wangler 5

Knob just as the first azable storm of winte




DRAGON’S BREATH LAKE
The Knob's most striking landmark, Dragon’s
Breath Lake, sits below the village and is perpetu-
ally covered in mist. Roughly comma shaped, the
 lake is one mile across at its widest point and up o
400 feet in depth. [t is home to muskrat, salmon
and, initsdepths, aspecies of blind, albinofish that
can reach up to 10 feet in length called whiggfish.
The lake is fed by a half dozen mountain streams
and three natural hot springs at the its center.
These hot springs keep the core of the lake liquid
even at the height of winter, spreading warmth
throughout the surrounding farmland, adding a
few weeks to the beginning and end of the growing
season and making the fields of the Knob surpris-
ingly productive for land this far north. '
Thehot watersat the lake g's centerreact wnth
the cold mountain air to produce a dense white
mist, which, during the winter, can cover the lake "
-and seep into Wangler's Knob. While the charac-
ters are at the Knob, the mist will be ever-present,
‘slightly obscuring sightlines, but no more than a
‘thin whispy fog. However, in the early momings,
.the mist can be thick and almost impossible to see
‘through. This” dense mist usually bums off by
midday or is blown south by mountain winds.

THE Basics

Wangler's Knob has been able to maintain a surprising
amount of self-sufficiency throughout it's existence, both
politically and economically. The Knob has never paid
taxes to the Realm nor has it, like so many other similar
settlements, ever been incorporated into a federation of
city-states or some petty empire. While it does maintain
good trade relations with all the major cities of the North
and the Realm, for the most part, they consider the Knob far

toosmall and out of the way to worry about. Thus, the people

of the Knob rule and take care of themselves.

Thanks to the fact that the land around Dragon g7

o citize;
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Knob are able o sustain themselves on wheat mlliet com
Likewise, 5. .
the surrounding wilderness provides ample game, includ-... .,

‘and squash through the long Northerr winte

ing caribou, mammoth, rabbit and yeddim, while the six
streams running off Dragon’s Breath Lake (the-Dragon’s

W}uskcrs) are choh:d with salmon in- the 1ate fall- By the T

Small-scale mining operations in the nearby mountains
provide iron to forge tools and weapons, while the dense
forests supply ample wood for construction and fuel.

The Knob's primary export is fur, including bear,
beaver, mink, muskrat, rabbit and wolf, and sales of these
peits in the south bring a tidy profit to the area every year.
Attempts toship the village’s most ample resource, timber,
have failed due to the poor roads leading to the Knob.
Because the Knob is so self-sufficient, it imports little but
salt and sugar. While finished goods from the south are
prized, they are not actively sought, as very few people in
the Knob have that level of disposable income.

Perhaps more unusual than the Knoly's independence
and self-sufficiency is it’s almost unnatural peace. Barbar-
ian artacks, a seasonal occurrence insome Northemn towns,
happen, at most, once a generation, and the last assault by
another city-state is lost in the town's history. Even Wyld-
touched monsters and spirits rarely bother the settlement.
While internal strife is present, strong factions have never
formed because one family, the Wanglers, have controlled
the Knob for its entire existence. The people of the Knob
consider this normal and see nothing particularly odd
about their situation (it's not like they live easy lives this
far North), but anyone familiar with small towns on the
frontier will realize quickly that this village enjoys an
enviable level of stability. At least it used 1o

WANGLER’S KNOB TODAY

The town the characters enter during that first snow-
storm of winter will not be the peaceful, prosperous
settlement described above. Over the last two months,
more than 40,000 merchants, travelers and treasure hunt-
ers have invaded Wangler's Knob. They have stormed the
city and, after filling every spare room in the town proper,
overflowed onto the fallow fields at its base, setting up a
sprawling, makeshift tene city. Crime is up, drunkenness is
common, food isat a premium, and the people of the Knob
are back on their heels wondering why these people have
come and, more importantly, when they will leave.

The .characters will be confronted by a cacophony of
people and animals from all parts of the world, milling about,
1 h';mk. l,lsna!ly hlaadied -
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THE SECRET OF WANGLERS KNOB

The Knob hasbeen able to enjoy this level of peace due toa contract made long ago with apowerful-
" winter spirit. At the end of his life, Myan Wangler trekked into the wilderness and, for seven days and
- seven nights, prayed and made sacrifices to the local gods. His devotion attracted the attention of a . .
wendigo, an ancient spirit who had ruled the icy waste around Wangler's Knob for centuries. Myan .~
suddenly found himself confronted by a massive, gaunt beast of ice and snow whose breath could freeze

- the bload in his veins and whose deep, blue eyes had seen uncountable numbers of men, women and

~children perish over a thousand years of long winter nights. The trader-cum-pioneer was able to keep
his wits, however, and a bargain was struck; the wendigo would protect Wangler's Knob, and in return,
it would be given every townsperson past the age of 50 to do with what it would.

And for the next 300 years, it worked. Invading barbarian armies found blizzards or avalanches

barring their path to the Knob at every turn, while their generals fought vainly to protect them from
frostbite and hypothermia, with little success. Eventually, they just stopped trying, considering the
Knob and the land around it possessed. The wendigo had done its job. So, too, did the people of the
Knob; atage 50, they dutifully tramped into the forest to be claimed by the great spirit, content to have
had 50 good years of peace and prosperity in the harsh North. No one spoke openly of it, but all -
accepted that this sacrifice was the price of llvmg in the Knob Then came the Dragon-Blooded.

THe HunT

It took Sesus Lahor and lus fellows about a day to reallze what was going on. Myan Wangler's
descendent, Miles Wangler, was approached and offered a choice; tell them the location of the
. wendigo, and trade its protection for the Realm’s, or have the Knob burned to the ground for
- heresy against the Immaculare Philosophy. Not surprisingly, Miles chose the former. Since that
‘time, the Dragon-Blooded have been planning with great glee to hunt this spirit of winter

darkness. Not only is it their duty to destroy this spirit, but it's also a lot more entertaining than
digging around for old trinkets.
The Terrestrial Exalted will begin the hunt for the wendigo five days after the characters arrive
in Wangler's Knob. It will be a grand, gaudy affair with Lahor and the other high-ranking nobles
leading hundreds of beaters. Given the caliber of Dragon-Blooded involved, they will be successful.
Four days after the hunt begins, the nobles will return to the Knob having destroyed the wendigo and
hold a great feast. Lahor will proclaim his great triumph and brag at how the town is far better off then
it was. The people of the Knob do not necessarily agree, as the Realm is far less likely to support them
than the their dark patron, but none are foolish enough to complain publicly. :
Like the Terrestrial Exalted, the characters will probably realize something is amiss as soon as they
enter the Knob, the lack of any old people being a major clue. Questions about the wendigo are side-
stepped by the townspeople, as they aren’t about to let outsiders in on their secret, even if most know
Lahor is planning a hunt. Most of the inhabitants of the Knob want the wendigo to prevail and don't:
~want to give Lahor any more help than he already has. If asked, the inhabitants of the Knob will claim
that no one lives over 50 because of the harshness of the environment and that there is no formal
gra\reyard because the ground is hard aud thus, everyone is cremated 'md interred i in the temple They
X e FRsy IR s = - = = 3
looer lipped; indeed, the hunt is pretty much all they talk about. : :
As the day of the hunt draws closer, the nobles increase their activity. This may be a boon for
the characters, the Dragon-Blooded are busy and far less likely to notice a Solar Circle snooping
about. But it may also cost the characters. If they remain in the Knob for four days, the characters
will each have two pieces of survival equipment commandeered by soldiers arming for the hunt. Any
- attempt to avoid or resist this will bring the characters to the attention of the Terrestrial Exalted,
‘a generally unwelcome event. Commandeered items will not be returned, and the characters must

either be replace them or live without them. Also, the Dragon-Blooded have hired all the
- experienced guides in the Knob; the characters will have to venture into the wilderness alone unless
they can outbid the nobles for a woodsman's services. Not only is this event unlikely, it is also habie
to attract attention to the characters




it seems as though people simply decided 1o camp where
they found the first available space (which is, of course,
exactly the case). Since this is where the characters will be
spending however many nights they stay in the Knob, they
should be locking for a place to camp themselves.

Even though the atmosphere of the tent city is cha-
otic, it is a relarively peaceful place — meaning murders
and major theft are kept to a minimum — due primarily to
the presence of Tal Tak. Talisa veteran solider who served
the in the legions of the Realm before moving north to the
Knob a decade age. When the Wanglers heard of his
experience, they offered him the job of head lawman, and
failing asa farmer, he took it. Talis in his late 40s, a massive
man, with thick arms, a deep rumbling voice and long
white hair tied back in two braids. It is rumored Tal has
Icewalker blood in him. When the scions of the Dynasty
invaded the Knob, they took every gocd room in the town
and broughrt their bodyguards as well. Tal is far from stupid
and knew that he could never investigate these nobles for
any crime they might commit and that, with their own
magical powers and their soldiers all around them, they
certainly didn't need his protection. But the mortal for-
tune seekers were a different matter. Over the last two
months, Tal has recruited a makeshift police force of about
100local farmers and has had them patrolling the tent city,
trying ro keep order as best they can. Tal is a busy man and
has lictle time for small talk. He will most likely ignore the
characters and will volunteer nothing. If pressed with
questions, his responses will be brief and to the point.

Food is at a premium among the tenr city’s residents.
The game brought in by daily hunting parties and what
grains they can buy off the Knob's tesidents only go so far.
Some of the other Northern towns do send food caravans
to the Knob, and while these always make a tidy profit,
they have shrunk in number now that winter is beginning
tosetin. It's probablyagood thing the Dragon-Blooded are
hunting the local spirit of ice and hunger because, in the
next few months, the sort of mass starvation that s goingto
occur would swell his power vastly.

Jade has very little value here; a loaf of bread will buy

the characters far more than a heavy purse, and there are.
things to buv in the tent citv. Exolorarorv sear is beinmsald

at a discount {one half the price given on the table onpp. -
324-325 of the Exalted main book), though this gear is

usually ofpoorquahry, asare various med:cmes and services.

SCAMSLTesses and c aftspeople from wrtually very

, . The tent c“[-t\,' Iso sports a number _
“gamblmg dens, whu:h offer blttel‘

calling ( includingtwo whitesmithsand a halfi dozen scribes)- -

into the wee hours of morning, and Tal Tak always has two
or more men in each monitoring the patrons. The most
commonly played game is Mela’s Bones; armed with three
six-sided dice each, two opponents ante and then “do
battle” for three turns, rolling their dice and collecting
points equal to whatever theyroll. At the end of each turn,
the characters have the option to up the bet based on the
point totals at that time, if one does so, his opponent can
either match the bet or concede. After the third tum, the
character with the most total points wins the por. Should
the characters take part, the Storyteller should roll for
their opponents. A player may make a Dexterity + Larceny
roll at difficulty 1 to reroll his lowest result each round.
Note thatany character who goes on a long winning streak
will be remembered, and the next night, she will find her
opponents unwilling to bet much. Also keep in mind thar
the charactets are not the only ones in the tent city with
Larceny scores and that the traditional result of a botch
when cheating at gambling is a lynching.

These gaming tents are also an excellent source of
gossip and stories from the wilderness; a treasure hunter
with a few glasses in him will talk a character's ear off.
While most of the stories are far fetched {to say the least),
some do hold at least a kernel of truth. At the very least,
the characters’ fellow travelers can offer some basic
survival tips.

THE MADAM

Most of the tents and shelters in the rent city are
interchangeable canvas or hide affairs, but one stands out—
the residence of V'neef Mahina, the only Dagon-Blooded
to make her home outside the walls of the Knob. Madame
Mahina resides in a large, eight-roomed tent of blue cloth
trimmed in gold, which lies in roughly the center of the
encampment. Mahina was the first of any Great Family
mermber to amive in the Knob, and she is, by far, the best

prepared for the challenges of the wilderness. She is, in fact,

the noble from House V'neef who first discovered the fur
merchant’s cloak those many months ago. The other dwell-
ers in the tent city speak of her in reverent tones. Even the
most bitter anti-Dynasts concede that she has done a lot of

good. Mahina féeds 500 women and children a noon meéal .’
each day-and has provided help tojnany tamiiies who were -
ata loss. for shelter and supplles She does s0, it seems, for -




TALTAK

Description: Tal Tak stands well over six
feet and is built like a mountain, with thick
arms and craggy features. His long white hair
is tied back in two braids, and his eyes are a
cold, almost ice blue. Tal is a hard man and
rarely smiles, but he is not quick to anger.
However, should someone arouse his ire, she
will pay the price.

Roleplaying Tips: You have been the
law in Wangler's Knob for a decade and,
over that time, have gained respect as a fair
and honest man. You want all the facts
before making a decision, and while you
don’t mind answering questions, you will
not engage in idle gossip. You have more
important things to do.

Nature: Judge

- Attributes: Strength 3, Dexterity 3, Stamina 3,
Charisma 2, Manipulation 2, Appearance 2, Per-
ception 2, Intelligence 2, Wits 3
Virtues: Compassion 2, Conviction 3, Temper-
ance 2, Valor 3
Abilities: Archery 2, Athletics 2, Awareness 2,
Brawl 3, Dodge 2, Endurance 3, Medicine I, Melee
3 {Chopping Sword +2), Presence 1, Resistance 1,
Socialize 1, Stealth I, Survival 3
Backgrounds: Allies 2, Backing 3, Followers 5,
Influence 2, Resources 2
Base Initiative: 6

Ifthe chasacters have acoverstory in placeand simply
_telay.some old news and banal answers, the soldier will
“smile, nod, ask a few followlup questions and then leave,

neverto harher them again However, if the characrersare

espeaally silk, gold, silver or any of

+ wearing fine clothing,
. the Five Magical Materials or | if the hint ac their own..
station {for example, trontng the tgging' they feel)

or say that :hey com

mr, hght
Mahma

Attack:

Fist: Speed 6 Accuracy 6 Damage 3B Defense 6
Kick: Speed 3 Accuracy 5 Damage 5B Defense 5
Knife: Speed 9 Accuracy 6 Damage 4L Defense 4
Chopping Sword: Speed 6 Accuracy 9 Damage 7L
Defense 8

Dodge Pool: 3/0 Soak: 5L/9B (Reinforced buff
jacket and target shield, 5Lf6B, -3 mobility pen-
alty, +! difficulty to attack)

Willpower: 6 Health Levels: -0/-1/-1/-2/-2/- 4/
Incap

Essence: 1

Other Notes: None

follows up on the questions her man asked the night
before, trying to ascertain just how much of what the
characrers told him is fact. She may ask about any gold or
iade items the characrers possess. but she will not demand
they turn them over to her, nor will she make any wild
accusations (accusmg the’ characters of stealing them,

'bemg renegade Dragon-Blooded or: whatever). If any-
. _thmg, the characters will find Mahina'to be balanced, wise

£

; Jose to genuinely good asione can find among
the Dynasts ,fMadame Mahina will offer little information

““about herself, other than that she was sent North by her
~mother- andjthat she plans to make a far-ranging expedi-
_tionin the n

xt few days, which is why sheisinterested in
‘characters mightknow, Before she leaves,
ivethe c‘naractersapartmgglft hr shl
“if they.look to_be of average means, two -

_siaughtergd tags if they appear of higher station}), wish




TeNT CiTy RUMORS AND GOSSIP

o Tell you the truth, I haven't seen any new treasures yet. Sure, every few days, someone’ll come out of the
wilderness with some knickknack, but more often than not, it's just a bit of tack or armor someone else dvapped. But
A'm not discowraged. 1 hear that we haven't heard of any new items because the real ones that've been found get

‘auctioned off in town in secret. The Dynasts are hoping we'll all decide there’s nothing up heve and go away, leaving

them to take whatever theywant for free. Well, they aven’tgoingto trick me like that. 1 ain’t leaving without my forume.

. My wife made me come up here. “Get out of the city,” she said, “Get out of your father’s tanning shop,.

~be areal man for once, take a chance.” Dumb cow. I've been up here for three weeks and have gone out there

everyday, and you know what I've found? Nothing. I haven’t even seen a rabbit or bird, it’s like this place is
cursed or I'm cursed or something. I'm going back south soon, with or without the wife.

* I... aww, youlook like a good guy... I found something. I went out 10 days ago and got lost. I just walked
and walked toward the mountains and came to this craggy pass that looked like a big mouth. It moaned at me.
1 wasn't about to go in there, not with winter coming. A man could get trapped real easy. Anyway, I tirned
around 10 come back and tripped over this. See, it's a regular looking knife, but watch. It balances, I can sitit
on any edge at any angle, and it'll stay up. That's got to be worth something, right? Anyhow, I'm going to sell
it and get out of here. Don't tell anyone, okay?

THE PERFECT TALON DAGGER (ARTIFACT *°)

Should a character come into possession of this knife, by whatever means, she might find it quite
useful. Appearing to be nothing imore than an average throwing knife, it is only on closer inspection
that a character will notice fleciﬁ of orichalcum in its blade.

‘System: The perfect ralon dagger is a supremely crafted blade made specifically for throwing. The

“knife can be balanced on any edge indefinitely and, in combar, has +1 accuracy, a +2L damage, a 3 ratc
and a 20 foot range: A chamctcr may increase these bonuses by feeding the knife Essence; for every 2 motes
spent, it gains another +1 accuracy and increases its range by five feet. However, these improvements are
temporary, and the knife must be recharged for each throw. A character cannot spend more than 10 motes

of Essence improving the blade. These bonuses stack with those provided by Charms




them luck and invite them to send for her anytime if they
wish to talk.

If Mahina does not visit the characters, they will hear
roughly the same facts (that she was sent north and plans
to leave for the wildemess within the next few days) in
Toutine gossip.

The characters should not mistake Mahina foran ally.
Although she is a generous woman, she is still a Dragon-
Blooded and a Dynast. She will use any information they
give her ruthlessly and, if she is certain they are Solars, will
attempt to kill them. Still, she is not overtly hostile, and
that may count for something. If nothing else, she is a
moral, honest Terrestrial Exalted — something many of
the characters may never have encountered before. Mahina
is well aware of her family’s shortcomings and hopes that
if she can find the source of these First Age artifacts that
they might help the V’neef, if not to gain the Scarlet
Throne, then, at least, to obtain some measure of respect
from the ather families.

THE KNOB PROPER

At the center of the tent ciry lies Wangler's Knob.
The village proper begins with narrow wood and stone
houses at the base of the knob-shaped hill and runs all the
way to the three-spired temple at it’s top. The Knob is
actually divided into three separate districts: the Farmer's
District, the Craftsmen's District and the Mayor’s District.
VWhile the boundaries between these are somewhat blurred,
each offers it’s own attractions for the characters.

The entire town is surrounded by a low semicircular
wall that runs around the base of the hill. This wall is made
of rough volcanic stone and is thick (10 to 12 feet in
places) but stands only five feet high. Itis clearly not buile
to withstand aserious attack but, rather, to keep out hostile
wildlife, buffer the townspeople from cutting northern
winds and act as a barrier against snow drifts. The wall has
two entrances, Winter Gate and Summer Gate, which
lead to the Knob's two main roads (Winter Road and
Summer Road). Both gates are manned by two of Tal’s
~-guards around the clock but, other than that, have no
, .acldmonal armament:*' Guards do not patrol the outer

:s_'noﬁr:.EaI"
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MAHINA’S REACTION TO SOLARS

Should Mahina conclude the characters are °
Solars, by noticingan orichalcum item, witmessing
the use of a Charm or getting word of such through
one of her many informants, she will move against
them. Mahina will not herself attack, but a half-
dozen of her men dressed in civilian clothes will fall
upon the characters’ tent late one night seeking to
kill them. Should the characters ward off this
attack, Mahina will not follow up directly. Instead,
she will let it be known that no one in the tent city
is to sell supplies or food to the characters. She will
then tell Lahor Sesus, the other Dragon-Blooded
of note in the town, of the characters’ location. His
attack on the characters will not consist of six men,
but 600 {use the statistics for Elite Troops from p.
278 of the Exalted main rulebook), withhe and his =
Dragon-Blooded companions leading the charge. -

to the Knob’s agricultural workforce, as well as her profes-
sional trappers and hunters. The houses in the Farmer's
District are squat, one-story affairs of wood and stone, with
peaked roofs. These dwellings usually have three or four
levels, but only one of them is above ground. Typically, the
top level will hold the dining room, parlor and kitchen o
entertain, the middie level(s) the sleeping quarters, and the
lower level the family’s cellar and food stores. The housesdo
not have indoor plumbing, but they do have a series of
interconnected hearths, which allows a fire to burn on each
level while only using one chimney. Wealthier farmers have
dugouthay-lined subterranean barns behind their houses to
winter their horses, mules and sheep in.

The first thing the characters will notice upon enter-
ing the Farmer’s District is the smell, that of slaughter. In
late fall, the people of the Knob coat their roofs in a thick
layer of a animal fat and pine tar. While rank, this coating
acts as rudimentary waterproofing and prevents both leaks
and excess snow accumulation.

The Farmer's District is primarily residential, so
there nre ng formal markers or commercial huildings,
However, with the influx of newcomers, the residents
+. have become both innkeepers and greengrocers, as the
farmers sell T0OmS and excess food supply \‘Vhde none
and perhaps, evenabitof meat they are more than happy
to trade for goin or goods from points s south. Each dwell-
mg in this district houses at least one visitor to the Knob,
ouse “entire” families. ‘While there are no
ded in.this. area,wa fewiof their. attendants.,, .




V’NEEF MAHINA

Description: Mahina is a woman of av-
erage height and average looks, with pale
skin and long black hair (tied back into a
pony tail or up into a bun}. She usually wears
a tired expression, but a soft smile will cross
her lips every once in awhile. Mahina dresses
simply in functional leather and cloth cloth-
ing. Anyone who just glanced at her would
assume that she was just some merchants
wife, not a noble of House V'neef. She will
-avoid direct conflict whenever possible and
go out of her way to help others if they are in
desperate straights or have shown some kind-
ness to her or her family. .

Roleplaying Tips: You are driven and

extremely focused on your goals — specifi-

cally, bringing fame and respect to House
V'neef. You are a bit of a soft touch when it

comes to the downtrodden, and others, even members of your own family, consider you weak. You,
in turn, consider them callous and lacking even basic human compassion. High and mighty Dragon-
Blooded like Lahor especially grate on you. You have assembled a small well trained force and plan
be the first to whatever lies beyond the mountains, you have no intention of participating in the
wendigo hunt, preferring to use that time to put miles between you and the other Dragon-Blooded.
You have no illusions of holding an entire city or treasure trove, but you hope to get out with some
relics that will help Vma'neef gain some stature in the Realm.

Aspect: Wood
Nature: Caregiver

Attributes: Strength 2, Dexterity 4, Stamina 4,
Charisma 3, Manipulation 3, Appearance 3, Per-

ception 3, Intelligence 3, Wits 4

Virtues: Compassion 4, Conviction 2, Temper-
P

ance 4, Valor 2

Abilities: Archery 2, Athletics 3, Bureaucracy 2,
Dodge 4, Endurance 3, Linguistics 3 {Native:

dice. Mahina also possesses an array of Charms
that allow herself and her entourage to travel
quickly through even the worst conditions. Using
them, she can cover an additional 5 to 20 miles per
day, depending on the terrain and on how many
people are traveling with her.

Base Initiative: 8

Attack:

Fist: Speed 8 Accuracy 6 Damage 2B Defense 6 -

ge 4B Defense 5

. HighRealm;LowRealm, Riverspeak, Skytongue),

Qceult 3, resnce 3, ﬁesistance 3’, Iiide 3, So:

. cialize 4, Survival 3

Backgrounds: Allies 2, Backing 2, Contacts 2,

Followers 3, Influence 2, Resources 5

Charms: Mahina possess primarily defensive and
Survival Charms. She can increase her Dodge
. Abilityatacostof 1 mote per two dice, orshe can

- spend 5 motes to double it for the whole scene.
She can reroll failed Dodge rolls for 3 motes. She
can also increase her Endurance, Medicine, Re-
* sistance and Survival at a cost of 1 mote per two

Defense 8

~.Long Bow: Speed 8 Accuracy 7 Damage 41.*
“*Mahina usually uses broadhead arrows.

Dodge Pool: 8/7 Soak: 5L/8B {Buff jacket and rarget
shield, 3L/4B, -1 mobility penalty, +1 difficulty to
hit) ‘ ‘

Willpower: 7 Health Levels: -0/-1/-1/-1/-1/-2/-2f -
-2/-2{-4{Incap :
Essence: 3 (Wood Aspected) _
Personal Essence: 10 Peripheral Essence: 27
Other Notes: None
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The residents of Farmer's District {and those in the
Knob overall) will be warm and welcoming to the charac-
ters. After all, the visitors have brought the Knob more
money than it'sseen in all its dull existence. However, the
residents will not allow themselves to be swindled, nor will
they provide lodging, as every available space has been
bought and paid for long before the characters arrived.

Tre CRAFTSMEN’S DISTRICT

The barrier between the Farmer's and Craftsmen’s
District is nothing more than a sign. The Craftsmen’s
District sitshigher on the hilland is about half the size of the
Farmer's District. The Craftsmen s Districthousesthe Knob's
craftspeople and professmnal traders, as well as some of the
more prorltame trappers rrouses fwere die, dgditl, aumu HOIE

¢ and wood affairs with peaked, waterproofed roofs: The only
- realdifferenices are thequalityof the furnishings and thefact ™
that some houses in Craftsmen’s District have two
stories above ground instead of just one. A few Qf the most,
affluent even have indoor plumbmg that works in: Lhe;
summer Each dwelllng, -agair; houses at least. one boarder ;

1t woirk:”

is area, and HOSE dQ ex

ur r double or mpi the price ..
's District. Craftsmen of VIrtually“ :

Their prices are higher than their counterparts in the rent
city by about half, but they generally work quicker as well.
However, none of the craftsmen sell finished goods. If the
characters inquire about such things, they will be directed
to Wangler's Store in the Mayor's Districr.

The streets of the Craftsmen’s District are patrolled
more often than those of the Farmer's District, generally by
the Dynastic bodyguards who have become the defacto
police force. Entry into homes in thisarea s slightly harder
due to more complex locks (Intelligence + Larceny roll,
difficulry 2), but once inside, the dangers are the same.

THE MAYOR's DISTRICT

The uppermost portion of the Knob, the Mayor's
Listrict consists of four farge butldings and the town's snow-
covered square. This is the center of the city politically and
“the mostopulent district, thoughit'sstill pitiful compared to
evena smoderately well-developed Threshold ciry. It also
- ¢ontains the lodgings of those Dragon-Blooded who have
made the trip to the North and of the Guild factors. All of
“these worthres reside in the Wayfarer's Retreat, the Knob's

ouse ﬁli the Test of tlus_small drstnct _

TH_EW YFARER'S RETREAT

~ A large sprawling building, the Wayfarer’s Retreat
SpoTts elght vels (three above ground fwe below) and 20

_only formal inn. The town's temple, Wangler's Store and .

%




THEFT INTHE KNOB

Should the characters become desperate for
food, they might try their hands at thievery.
Brmkmg into the houses of the Farmer’s District
isalmost too easy, as the locks are rudimentary (a
difficulty 1 Intelligence + Larceny roll) and the
guard patrol predictable, but the challenge be-
gins once inside. Each house is full of people,
eas:iy awakened. Worse, at least half of these
boarders are well-trained bodyguards or soldiers.
The characters must make their way to the food
stores in the basement without disturbing any-
one, collect what food they want and get back

~ out. This task is a challenging one even for the
“meost experienced thief, and all Stealth rolls are
- at least +1 to their normal difficulty.
" A crafty character who knows the layout of a
~house might ty to wriggle her way down its
. chimney directly to the bottom level. Assuming
the character is slight of build, does not mind a
little smoke and can handle landing on hot coals,
this is certainly an option. The player of a charac-
ter without protection must make a Stamina +
Endurance roll for every minute his characterisin
 the chimney or have him take a health level of
unsoakable bashing damage from asphyxia and
smoke inhalation. Climbing down a chimney
requires Dexterity + Athletics rolls (difficulty 2)
and Dexterity + Stealth rolls as well (also diffi-
culty 2). A character whose player botches may
fall and injure himself seriously, become stuck or
accidentally kick a hole in the chimney.

rooms or suites, all of which are rented. The inn looks like
an oversized version of one of the Farmer’s District houses
bur brightly painted. In any other city, it would be a third-
or fourth-class lodging house, and even the indoor plumb-
ing is unreliable during winter months. . |

The retreat is heavily guarded, not by Tal's men, but

asked to leave. Those of respectable appearance are al-

lowed to enter, but the guards will keep thetreyes onthem: -y

The ground floor of the Rerréat is mostly one =large saloon,
filled with tables and decorated with a long bar,-a small

stage atid two staircases (one going up, on own)Both g
staircases are. heavlly guarded. It.is also’is.the domam of _fomtheB

Sesus Lahor, easily the most powerful Drag

most powerful houses in the Realm and, some say, a
frontrunner for the Scarlet Throne. He treats anyone he
considers inferior (that is, everyone) with utter contempt,
considers the Retreat his kingdom and its residents, includ-
ing the other Dragon-Blooded, his subjects. None dare
speak against him, for he has brought 300 servants to the
Knob, twa thirds of whom are hand-picked soldiers from the
legions sponsored by House Sesus. These troops obey his
every command, no matter how challenging orhumiliating.

Lahor hoelds court in the saloon from dawn to dusk,
planning his wendigo hunt and entertaining himself with
the local girls or by forcing some Guild official or lower-
ranking Terrestrial to perform degrading tasks. Lahor also
inspects any item brought to him by a treasure hunter and
invariably buys everything he sees, magical or not (money
is far from an object). However, no seller can ger away
without indulging the rude littde boy in Lahor, be it by
farting loudly or twirling until he vomits. The lower-
ranking Dragon-Blooded endure his tantrums with silent
glee, knowing that he would never have been sent so far
away from the Blessed Isle had he not been in some sort of
disgrace and knowing that each day spent in isolated
indulgence moves Lahor one step farther from the throne.

When the characters enter the Retreat, Lahor immedi-
ately takes notice of them and begins to openly mock any
weakness they might have, be it ugliness, a country accentor
poor fashion sense. He will attempt todraw them intoa verbal
sparring match, and if one or more tespond, he will fling
insults at them with a smile on his face and a dagger in his
voice (the Storyteller should play the part of Lahor, attacking
the characterswhere theyare weakest, be it in origin, strength,
resources or whatever). Any character who scores with an
especially sharp, creative barb will draw Lahor's wrath and
may find her tent bumed to ash when she retumns or may
simply be seized and beaten to death on the spot by Lahor’s
thugs. Lahor's constant mocking can drive even the most
controlled character to physical viclence, but any atrack on
the son of House Sesus will be met by a dozen well-trained
soldiers. A character that actually touches Lahor will be

~marked for-death. -Should the characters ignore Lahor or

: respond to hls insults wu:h submisswc laughter, he will
by soldiers working for the various Terrestrial Exalted in ™ H E

residence. ANyone Irying to enter who iooks the worse.for. . ...
wear or overtly hostile (i.e., is armed) will be stoppedand

themselv.s constant '"a ut the upcommg hune. If it becomes :
nece;;sa}i use the Merchant Prnce statistics

] nardsand Guildsmen; and -
ats for Avaku of Ways for the lesser Dragon-Blooded.

s the. Knob and one of the most gifted in all the world. -
: ix feet tall and Well bui
_croppecl blond hair and a too- handsom face,

£, With close- -
Lahor is the . |
antithesis of Maht_f a. He is the favored son of one of Lhe :

If [he charactershave notyetuncovered the secret of thy
em here The inn is a7
haracters to inhabit for an




fength of time, as the slightest mistake could expose them.
The characters will find one friend in the Retreathowever—
itsowner, alovely woman in her late 40snamed UsuaRowan.
Usua is a simple woman who made her living in the bars
and taverns of Nexus before traveling north. Popular rumor
saysshe was carrying the bastard child of aprominent Seventh
Legion officer, but she denies this. She amrived in Wangler’s
Knob almost 20 years ago and bought the Wayfarer's Retreat
for more jade than anyone had seen for decades. She is
generally of a kind and motherly demeanor, especially toward
fernales, She smiles and generally tries to make visitors to her
inn feel welcome. Should the characters get an especially
severe tongue lashing from Lahor, Usua will give them a free
meal and make it clear that she can provide “entertainment”
should they desire it. Usua is smart and will not put herself in
harms way to help the characters; she is happy to exchange
the latest gossip, but any questions about serious business or
her current guests will be brushed aside. Usua is not about to
reveal any of the Dragon-Blooded's plans, as she has seen just
how ruthless they, and especially Lahor, can be.
Shouldacharacterattempt to break into the Wayfarer's
Retreart, he faces the same challenges one might find in the

Usua Rowan - |

Description: Usua is an attractive woman in
her 40s, a bit thick in the middle but still very
pleasing to the eye. She has a quick smile and a
deep, throaty laugh. She dresses in quality cloth-
ing, if somewhat antiquated, and talks in soft,
almost motherly tones. She may make vague
allusions to having a grown son living down
south but, other than that, will not discuss her
personal life, preferring to pass on juicy tidbits
about other townspeople.

Roleplaying Tips: With your only child out of
the nest, youact as motherto virtually everyoneyou
meets. You are always willing to listen and offer bits
of homespun advice, and you are especially giving
to those who suﬂer some slxght in your presence.

' f.zurly mannerecl, in the right crowd, or after a few
drinks, you can revert to that long-lost Nexus barmaid full of rough language : and off-color jokes.

Nature: Caregiver

Attributes: Strength 2, Dexterity 2, Stamm‘a 2
Charisma 3, Mampulauon 2, Appearance 3, Per-
ception 2, Intelligence 2, Wits 3

Virtues: Compassion 3, Conviction 1, Temper-
ance 2, Valor 1

Abilities: Awareness 2, Brawl 1, Craft 2, Dodgel _

Melee 1, Presence 1, Socialize 2

Dynastic homes of the Imperial City — advanced locks,
well-trained guards and Charms and sorcery for protection
and alarm. Even the slightest commotion will rouse the
entire establishment to alarm in mere minutes.

THE MAYOR’s House

The Mayor's House, home of Miles Wangler, his wife
and two sons, is rather plain. It has only two stories abave
ground, and other than being the only residence in the
Mayor's District, and the only one in the Knob that does
not house a boarder, it is of lttle importance. Normally, it
would be a hub of civic activity, but with men such as
Lahor taking over the town, the Mayor has little to do.

The interior of the Mayor’s House is well furnished and
a bit clurtered with knickknacks the Wangler clan has
accumulared over the years, such as the mounted skeleton
of the largest whigsfish ever caught in Dragon's Breath Lake
and the hat Miles' great-preat-grandfather used to wear.
Should the characters sneak inside (a task no more difficult
than breaking into one of the Craftsmen District’s houses),
they will find litele to inrerest them cutside of the normal
food stores and several centuries worth of rustic curios.

Backgrounds. Allies 2 Followers 3, Resources 3
Base Initiative: 5

Attack: : B

Fist: Speed 5 Accuracy 3 Damage 2B Defense 3
Kick: Speed 2 Accuracy 2 Damage 4B Defense 2
Dodge Pool: 3 Soak: OL/2B (Skin) R
Willpower: 5 Health Levels: -0f-1/-1/-2/- 2/ 4/Incap

Essence: 1

Other N_otes:'None




SEsus LAHOR

Description: Lahor is tall and handsome,
the perfect picture of a young Dragon-Blooded
noble. He sports a constant smirk and has an
unforgiving gaze. Casually, he wears the latest
fashions (always displaying his house mon). In
battle, he wears ornate, plate armor and usually
wields his jade daiklave, Hesiesh’s Tongue,
though Lahor will not enter the fray physically
unless his men are faltering, preferring to stay
back and hurl firebolts at his enemies.

Roleplaying Tips: Since birth, you have
been told you are the best, the chosen one, and

“you know it to.be true. Your confidence is un-
shakable, your bravado does not mask a hidden
insecurity, and you have total faith in yourself
and your abilities. You can spot weakness like a
hawk, and you take pleasure in pointing out this
inferiority to others, especially those who think

they might challenge you. You are more at home in state politics than on the battlefield, but you are trained
well enough to handle yourself there. You have come to the North at the encouragement of your family for
a respite from the constant scrutiny of the Imperial City. For you, this is a vacation.

Planning the wendigo hunt has kept you amused for the past few weeks, but endless ralk has grown old.
Once you destroy the renegade beast, you will find out where these strange items are coming from. You do
not anticipate failure in either endeavor, as you have never really failed at anything in your entire life.

Aspect: Fire

Nature: Bravo

Attributes: Strength 5, Dexterity 5, Stamina 4,
Charisma 5, Manipulation 5, Appearance 5, Per-
ception 4, Intelligence 3, Wits 5

Virtues: Compassion 2, Conviction 4, Temper-
ance 2, Valor 5

Abilities: Archery 4, Athletics 5, Bureaucracy 3,
Dodge 5, Endurance 4, Linguistics 2 (Native:
High Realm; Guild Cant, Low Realm), Lore 3,
Martial Arts 5, Medicine 3, Melee 5 (Sword +2),
Occult 3, Performance 4 (Commanding Troops

with a range in yards equal to 10 times his Es-
sence. For every 2 motes he spends, the bolt does
lethal damage equal to his Essence. Extra suc-
cesses add to the damage of this attack as normal.
Lahor cannot spend more motes powering this
attack than his Stamina.

Base Initiative: 10

Attack: :
Fist: Speed 10 Accuracy 10 Damage 5B Defense 10
Kick: Speed 7 Accuracy 9 Damage 7B Defense 9
Jade Daiklave (Hesiesh's Toncue) Speed 13 Ac—
curacy 14 Damage 10L Defense 14

+2) Presence 5, Res:smnce 4, Rlde 4, Socialize 5,

Long Bow: Speed 10 Accuracy 9 Damage SL* -

Backgrounds: Allies 3, Backing 5, Contacts 35,
~ Followers 5, Influence 5, Resources 5
Charms: Lahor possesses a variety of both offen-
sive and defensive Charms. He can increase his
Melee, Martial Arts and Dodge abilities at a cost
of 1 mote per two dice or spend 5 motes to double
it for the whole scene. He can reroll failed Melee,
Martial Arts and Dodge rolls for 2 motes. He can
also increase his Presence, Endurance and So-
cialize at a cost of 1 mote per two dice. Lahor may
* roll his Dexterity + Archery to throw bolts of fire,

l

*Eakor-typteatt etmrro
the target's lethal soak. :
Dodge Pool: 10/8 Soak: 14L/19B (Articulated -
jade plate and target shield, 12L/14B, -2 mobility
penalty, +1 difficulty to hit) -

Willpower: 9 Health Levels. Q111111212
-2/-2[-4fIncap

Essence: 5 {Fire Aspected)

Personal Essence: 14 Peripheral Essence: 38
Other Notes: Typically commits 6 Peripheral

amotes to his armor and 5 motes to his daiklave,

leaving him with 27 motes of Peripheral Essence. -




Usua’s Gossir

o | hear only bad things about Mahina V'neef
from these people, which makes me think she’s
probably better than all of them put together. They
talk about her having thin blood and no real business
being up heve, since her family is so weak. I do know
she’s hired a dozen of the most experienced trackers
we have in the Knob and has been making routine
expeditions every fewdays. If theve is something out
there, I'll bet my gavters she finds it first. The
quiestion is, will she be able to keep it?

o Wangler's Knob is the most boring place in
the aworld. Usually, the only gossip 1 hear is who
stole whose sheep. These peaple don't even cheaton
each other! It's just weird. So, for me, these new -
people have made itinteresting, if nothingelse. also
don't mind that they're willing to pay 10 times my
novrmal fees without blinking.

e Miles Wangler runs this town, or he did.
With all these Dragon-Blooded avound, he just sits

" in his store charging absurd prices and counting his
money. People tell me Miles is a good person, but |
don't know. I have odd feelings when I'm around
him. Still, 1 have odd feelings around all married
men — [ like to think of it as preemptive guilt.

If the characters search for secret doors in the cellar,
they will find one clumsily concealed, behind a rack of
salted caribou. The door leads to a small room which
houses the Wangler family fortune; 30 bags of jade coins
and two dozen gems of moderate quality — a fortune in
the Knob, but barely enough 1o pay for a small house in
one of the more cosmopolitan southern cities. If this
treasure goes missing, Miles will raise an alarm and order
Tal Tak to scour the town for it. Should Tak fail, Miles
will keep mentioning his ill fortune to anyone and
everyone he meers until the thieves are caught or one of
the Dragon-Blooded realizes what a pittance the Mayor

. . s . I | e
hgo st reniaten 1y REIEIFIVENE SR

ngle-story structu

~everything; o
_If the charac

1,.he'll be.
vithsc titude if itlooks lik:
-dealing with the Dragon-Blo
.However, heis notabove:

prices if the characters stomp about making demands or
look exceptionally well off.

Miles will not haggle — he has more buyers than he
knows what to do with already and, thus, no need 1o
discount. Still, he is something of a coward and any
character that gets aggressive with him (breaking a few
things for example) may find the Mayor filling her packs
just to get her to leave.

The store stocks all general supplies (see pp. 324-325
of the Exalted main rulebook} and most mundane weap-
ons, as well as many Northern-specific items.

It is likely thar the characters will buy at least one
item from Wangler's Srore. These items are of good to
excellent craftsmanship, and each bears Miles Wangler's
brand {a small house on a knob-like hill}. Other than
that, they are unremarkable.

Wangler’s Store is no more difficult to break into
than a house in the Craftsmen’s District. Should they
choose to do this, the characters will find nothing of
real note, simply rows and rows of various supplies
lining the backroom. If the characters take fewer than
three items, no theft will be reported (Miles did not
notice). If they take more, Tal Tak will be informed,
and his men alerted. Given the sheer number of people
they have to watch, it's unlikely the matter will be given
any real attention.

THE TEMPLE

Sitting on the farthest edge of the hill, the temple of
Wangler's Knob is a vaguely triangular stone structure,
more boxy than elegant. Irs exterior is bare, but the sole
interior chamber is covered with bas relief carvings of
various gods. The Elemental Dragons take precedence, buc
other local deities are pictured as well. The temple con-
tains no furnishings save a brazier to burn offeringsand one
stall staircase leading down.

Characters who take the staircase down will come to
a locked, iron door that can be opened with relative ease
(Dexterity + Larceny, difficulty 1}. This door leads to a
smallroom withadozen shelves runningits length. Stacked
on the shelves are hundreds of vases. Apparently, this is
whare the remains of the cremated are srored. However,
should a character open one of the vases, he will find that

.._it{and, indeed, all of them) contains noash at all. Further

“investigation of the room will reveal nothing of note.

- TiMEINTHE KNOB

There is no maximum.or minimum amount of time

 the characters must remain in Wangler's Knob. They can
~“buy supphiesin‘aday and set out north, heeding thatodd -
them. _ “tugging” th
theyare

oded, he's the long trip north. -

tis.Jeading them forward, or.they.can.

remain f eek or more, taking itall in and resting from




‘MiLes WANGLER -

.Description: A portly, balding fellow of
-average height, Miles is your typical small-
town merchant. He constantly wears hisleather

..apron and is very amiable and easygoing.
Roieplaymg'f:pS' You'reagenerally happy
mar, but you're not brave and while you might
say things behind people s back, you'll rarely
confront them. You're the mayor, you have
people to do that for you. You love Wangler's
'Knob, and to see it become just another of the
* dark, sullen towns in the Far North-would be
worse than death for you. You keepyourfamily's
_pact with ‘the wendigo because you want the
'_peOpEe of the Knob to live happy lives. Sure,
you have to kill them should they pass age 50.
But that's still 50 good years, better than most
_in their situation could hope for. You will try
“and laugh anyquestions about the wendigo off,

" too many outsiders know the secret as it is, but, if pressed, you might drop some hints (if physically
threatened, you'll tell the whole story). Personally youdon’t know why those blasted Dragon-Blooded
‘won't leave the wendigo alone — you prefer if to the Realm, but you would never say that out loud.

R —

Nature: Bureaucrat

- Attributes: Strength 2, Dexterity 2, Stamina 2,
Charisma 3, Manipulation 3, Appearance 2, Per-
ception 2, Inteiligence 2, Wits 3
Virtues: Compassion 1, Conviction 4, Temper-
ance 2, Valor 1

- Abilities: Awareness 2, Brawl 1, Craft 3, Dodge I,

“ Linguistics 1 (Native: Skytongue; Low Realm),
Lore 1, Melee 1, Occult 1, Presence 1, Socialize 2
Backgrounds: Allies 2, Followers 4, Resources 3
Base Initiative: 5
Attack:

. .Fist: Speed 5 Accuracy 3 Darmge 2B Defcn:,e 3
~ Kick: Speed 0 Accuracy 2 Damage 4B Defense 2

Poisoned Knife: Speed 8 Accuracy 4 Damage 3L*
Defense 2

*The knife is covered in aconite venom. If Miles
strikes someone and actually inflicts a health level

~of damage, she suffers the effects of the venom.

After one successful attack that does health levels
of damage or three successful attack that do not,
the poison is worn off.

Dodge Pool: 3 Soak: OL/2B (Skin)

Willpower: 3 Health Levels: -0, -1, -1, -2, -2, -4,
Incap

Essence: 1

Other Notes: None

“after the chwrécters arrive in the Knob Ontheirfifthday, g

Lahor and his fellows will stare the wendigo hunt, which -

will take four days to complete and lead to two days of

feasting. Thus, on the 12th day, Lahor's party will setout.

The characters can leave at any time, but ify eywalt too

long, one or both of the Dragon- Biooded wdl be well .

ahead of them. :
“Wangler's Knob' is the last bit of civilization h'_

~characterswill have tohangon to for: thisadventu;

' i here on out, it’s n :'fthmg bue the w11d X

weakened by 1ilness frostb

-.txon —alt of whlch are




NORTHERN-SPECIFIC SUPPLIES
. Ttem

Climbing kit
Crampons
- Fur-lined boots
Fur-lined cap
Fur-lined cloak
Fur-lined gloves
 Fur-lined, waterproofed sleeping bag
Kaff
Skis
Sled
Snowblind Goggles
Snowshoes
Waterproofed rope (200 ft.)
Waterproofed tarp
Waterproofed tent
Warterproofing agent (1 qt.)

Resources Cost
* e

LN
[ ]
L]
L
.8
L

Climbingkit: This kit consists of an ice axe, harness, six bolts and 200 feet of thick waterproof rope.
With practice, it allows the user to scale mountains and cliffs that would otherwise be impossible to
climb. Characters must have at least two dots of Survival or Athletics touse a climbing kit effectively.

Crampons: An oval shaped ring of iron with six short spikes sticking out from its bottom, crampons
may be attached by locking their metal frame around a boot. Moving with crampons is slower than
normal, but they offer the wearer much better traction and prevent slipping on icy or slick terrain.
Mechanically, crampons negate most penalties for acting on ice and make climbing ice walls possible.

Kaff: Miles Wangler’s own mixture, this thick liquid (one part alcohol, one part sugar, one part
karra root, a local plant) can be quickly heated to warm and reinvigorate the body. Kaff is a mild
stimulant and somewhat addictive, though not debilitatingly so. [t is also flammable.

Snowblind goggles: Heavy and awkward, these goggles, with their thick, slic leather, serve to
protect the eyes from harsh winds, snow and snow glare but also limit sight rage to 10 feet.

Waterproofing agent: This mixture of animal fat and sap may be applied to virtually anything the
characters wish to waterproof. An average coat will last one month. Applied directly to the skin, this
agent will burn and cause bleeding sores within 24 hours if not washed off. '

Note: tems treated with the waterproofing agent will smell of fat and blood. Characters may become
used to this, but the scent can entice predators such as wolves and yeti under certain circumstances.

The Invisible Fortress lies 300 miles from Wangler’s
Knob. In the unlikelyevent that the characters move ata
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Tue FOREST

Waneler's Knob is surrounded by a vast, dark forest full
of towering pine, spruce and evergreen trees. 1 his is the rirst

s
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ony zerhnacys, they will el

abour six weeks in the forests, hills and mountdins of the

Northeast: The tugging
¢ TFortress, but it will po _
- keep them from'getring too far off track
get, the stronger the tugging).
. Youneed notdetaileach
spend "in:the, wilds. This portion of the.ad
unlikely to brim with big battles or overt threat:
-small-hardships-shou}

them in the right direction and

journey to the Fortre

willnovdraw them directly to the -

the closer they 8% :
E i } “densely packed trees deflect mountain winds from the

and every day the characters

region the characters will have to cross and, in many ways,

‘the easiest. The forest canopy has, so far, protected the

ground from the bulk of the early winter snowfall, and the

north. While the environmental threats in the forest are
‘minor (relatively), it is also teeming with competing trea-

—gurehunters from the Knob. Any of these worthies would be-

1&:one=after -another-on- the-
characters, chipping awayat their bodies and spititsas they

more than happy 1o raid the characters’ camp while they
sleep.and make off with their food or supplies. =

The forest stretches from the edges of theXnob to the
foothills of ¢ he northern mountains adistanice of justover




Rocky Terrain
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_ THREATS
Hiring A GUIDE Mammoth: During the summer, caribou and mam-
. The characters might want to hire a local moth herds graze in the forest’s clearings and glades, but by
guidc from the KnOb to he]p then—l Eﬂoﬂg their the time the characters arrive, the majOl'itY of these will
way. A good guide (a veteran trapper or hunter) have moved far to the south to winter, taking the barbarian
will cost Resources ® ¢, The guide will help tribes that follow them along. .
the charactersgetaccustomed toNorthem travel Some small groups of mammothdoremain year round,
and provide four pounds of food a day. How- however, and herds of three 1o five of the massive beasts
cver, he \\'lll ()nhr [ravei “rith thc“-l through thC can be found moting through the snow for grass or strip—
forest. Once the characters reach the hills, they ping the needles and last leaves from trees. These animals
will be on their own. steep 18 10 20 hours a day, waking only to feed. They are

Characters should only be able to hire a S generally aggressive; but if attacked or startled, they
guide at these prices on the first day they arrive _:_,_wdl charge, lunging with their long sharp tusks. lee their

e R P H TR LI I E e LR Ve Eioh]
|  Between then, Lahor and his men will be buy—
.ing up all available guides. The characters can
. still ger one, but the price is Resources s o oo,

100 mlles The weather in the forest is surp smgly mild: -

ods only toretumagain




Gradually, they will try and cut one of the characters (the
oldest or smallest) off from the others, then fall on him to
feast. Should the characters meaningfully injure two or
more dogs, the rest will retreat, but until then, they will
attack mercilessly.

Spirits: Thanks to the wendigo's presence, spirit activ-
ity in the forest is virtually nonexistent. The characters may
think they hear laughter or singing in the distance from time
to time, but any attempts o find its source will fail.

Mortals: Of more concern than natural predators are
the other treasure hunters from the Knob. These men and
women generally travel in groups of three to five and may
be extremely well supplied or, quite literally, starving. The
former will talk o the characters, exchanging strategies,
and, possibly, offer to trade. The latter will beg for any-
thing the characters might spare before moving on, hoping
to make it back to the Knob before they are overcome by
exhaustion and hunger. Attacks on one group of treasure
hunters by another are not unusual, and the characters,
being well equipped, are a prime target. A lone figure may
sneak through the characters’ camp at night, taking what-
ever she can find, or a group of treasure hunters might
attack at dawn, hoping to take or wreck everything the
characters have. The attackers need not be mad with
starvation. They might simply be a Guild force determined
to find the source of the items firsc that perceives the
characters as a threat.

HuNTING AND FORAGING

Gathering food in the forest is fairly easy, and smart
characters will not touch their rations until they reach the
more barren hills to the north. Foraging in the forest takes,
on average, an hour and can provide the characters with
roots, nuts, berries and small game such as rabbit or squirrel
{Perception + Survival roll, each success equals one pound
of food found, characters with a specialization in foraging
receive one automatic success). Hunting takes longer, two
houts on average, but provides larger game such as deeror
beaver (Perception + Survival roll at +1 difficulty, each
success equals one and one half pounds of meat).

Should the characters wish to hunt very large animals,
such as mammoth, you should put them through an entire
battle sequence.

CALCULATING TRAVEL TIME

Characters on foor will be able to move three miles per
hour comfortably in the forest. Each day, you should
calculate how many hours the characters spent moving
(subtracting time used for foraging, setting up camp, deal-
ing with threats and so on), then multiply that by three for
the day’s total. The average number of miles per day should
be somewhere around 15, assuming five hours a day on the
move. At that pace, it will take the characters just seven
days to traverse the 100 miles of the forest,




Basic SurvivaL Ties

Below are some general guidelines the players should use when planning their expedition. Any
character with a Survival rating of 3 of higher will know these. If no character possesses that Trait, you
may choose communicate these in various conversations, via trial and error or, if the characters choose
to hire a local guide, through her.

Pack in as much food as possible: The characters are traveling just as the heavy snows of winter
begin. Asaresult, local flora is mostly buried, and most of the large game (caribou, yeddim) have moved
south. Foraging and hunting are possible but far more difficult than normal.

' Melt snow for water on site: One of the biggest risks the characters run will be dehydmtlon as thu,r
sweat under heavy fur lined clothing and trudge up steep hills. Unfortunately, water packed in, even
in the best skins, has a tendency to freeze during the sub-zero nights. The best strategy for the characters
will be to re-fill their skins every morning by bollmﬂ snow. This takes about an hour.

Leave horses behind: Any advantages pack ammah: give the characters in terms of carrying more food
or supplies will be offset by having to feed them and the qurEL to which they will slow travel. There isno
grazing land available once the characters move 10 miles beyond the Knob. Horse feed will have to be
packed in, and a horse eats much more in a day than a man. Even the sturdiest horse will move slowly
through the heavy snow, sinking into it and struggling where a character wearing snowshoes might pass
easily. A mount will save its rider exertion but will also cost him five miles a day in travel time. Sheltering
these large animals at night and keeping them warm is another problem. Note that smaller animals or those
that can hunt for themselves (wolves, cats) can be brought along with no penalty.

Camp on a hill: Tents should be pitched at or near the top of a hill whenever possible, ideally on
the southeast side. This prevents snow drifts from burying the characters on a windy night and ensures
that the sun will strike the tent early, melting the snow on and around it as the characrers wake.

Build a fire in your tent: Because of high winds and heavy snowfall, fires, even large ones, will not
last long outside. Instead, small blazes must be set and fed inside the tent, warming it without setting
the thing on fire (an Intelligence + Survival roll, players of characters with a Survival rating of ® » ® need
not make the roll).

Caver up: This is common sense really. The characters will want as much of their body covered as
possible, especially when exposed to strong mountain winds. Not dressing properly can lead to fro.stbttc
or hypothermia.

Be patient: All tasks done in the cold take longer than normal. This includes everything from
complex repair work to dressing and cooking. As a rule of thumb, double the time it takes to do average
tasks (prepare a meal, set up the tent) and triple those that require a great deal of manual dexterity (i.e.,
re-weaving a pair of snowshoes) or exertion {digging a shelter in the snow).

Characters who possess Survival Charms such as  in the winter. The weather on the hills is unpredictable
Food-Gathering Exercise, Hardship-SurvivingMendicant. . and violent—clearskiescan be replaced by thunderheads

Spirit or Trackless Region Nawganon Charm can use- mama[terofmmutes Heavysnows‘are common bhzzards :
them to make this passage easier. . - : i

~ov - Mahinaand her men willmake exceuent time through =
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massive force will piod along at an average of 10 milesper struck
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DRESSING MAMMOTH

Should they manage to bring down a mam-
moth, the characters will have roughly a ton of
meat suddenly made available to them. Butch-
ering and carrying it is the problem.

Butchering must be done as fast and as
efficiently as possible, since various predators
(animal and men) would love nothing more
than to take that meat for themselves. Even the
sloppiest character shouldbe able to cut away 50
pounds of meat in an hour, characters with the
Survival Ability may add another 50 pounds per
hour for a number of hours equal to the number

~ of dots in Survival they possess. Thus, a charac-
ter with a Survival rating of three could cut away
100 pounds of meat per hour for the first three
hours, then 50 pounds for every hour after that.

Packing the meat is the second problem.
Obviously, its weight is a concern, especially if
the characters are already loaded down with
supplies. Also, while meat will not spoil in this
cold climate, it can become frostburnt and
inedible. Al meat must be wrapped in canvas to.
protect it from the elements. Food that is not
wrapped should be good for about five days.
Food that is wrapped can last up to a month.

Whatever meat the characters take ini- -
tially should be all they get. Should they return
to the mammoth a day or two later to restock
(for whatever reason), they will find the car-
cass virtually strpped by other treasure hunters
and omen dogs.

with much force. The characters might not even hear it
and awaken to find their tents partially buried by a storm
that passed in the night.

. Blizzards are heavy snows with gusting winds. Bliz-
zards can come up suddenly, and anyone caught in one for
‘an extended period of time without magical protection
st fear trostbite and hypothermia (see below ). A cave or

protection from all
-characrers spend buri
advancing on their goal.
Like.blizzards, anyone ca

buttime the

e they're not ____Anathema were lurking about.

to 5B, depending on the severity of the storm) and they
cannot bedodged withoura comprehensive evasion Charm
such as Flow Like Blaod {there are simply tco many). An
ice storm will also damage clothing, increasing the peril of
frosthite. Even characters using Survival Charms will
probably want to take cover during an ice storm,

Itisunlikely that asingle environmental hazard in the
hills will kill the characters outright, but they will pile one
on top of the another to make the journey to the moun-
tains both slow and agonizing.

THREATS

Forest animals: All of the natural threats from the
forest carry overto the hills—mammorh will occasionally
venture out of the trees looking for food, and omen dogs
lope across the rises at night, baying at the moon. The
caribouand yeddim herds that make these grassy rises their
home in the summer have gone, though a straggler or two
might still linger.

Bears: Great brown and black bears roam the higher
hills. Since it is winter, they are hibernating but can be
aroused for a short period by loud noises. Alternately,
characters seeking shelter against a stcorm may find a most
unwelcome surprise waiting for them. Bears will atrack
characters if disturbed — she-bears are especially vicious,
fighting to the death to protect their dens.

Spirits: Most of the natural spirits of the hills are
asleep in this, the coldest season of the year. Those spirits
that would normally be active — those of snow and frost
— are shocked into silence by the murder of their lord, the
wendigo. The characters may encounter a fair folk seducer
or lesser air elementals, but any such encounters are leftup
to the discretion of the individual Storyteiler.

Mortals: Fewer treasure hunter groups risk the hills,
but those who do are the most ambitious or the most
desperate. Either sort would be more than happy to kill the
characters for their supplies. Attacks are less frequent than
in the forest but more violent. There are no lone thieves
but, instead, groups of assassins with knives drawn.

Also, depending on when the charactersleft the Knob
and how fast they have traveled, Lahor and his party might
be nearby. Should one of his scouts or footmen notice one
of the characters using a Charm, they must kiii the witness
r risk him reporting to Lahor, who. would be more than
happy to initiate his own Wyld Hunt if he thought some

ENV]RONMENTALDANGERS :
“The weather is more dangerous than any animal. By

_.the time the characters. reach the. hill 5, winter has setin, ...
‘ and heavy §

[orms are an almost dail

y occurrence. Snow




even colder. Characters who did not invest in heavy
clothes will regret it now, as cold-related maladies such as
frostbite and hypothermia quickly become a fact of life.
Charms and unnatural heat can combar these ailments,
but even the hardiest characters will be uncomfortable on
the hills. The constant wind and lack of dry wood make
starting and sustaining a fire a real prablem (Intelligence
+ Survival at difficulty 2 or more, depending on the
circumstances). The characters' time in the hills is likely
to be a cold, miserable tnidge that seems to last forever.

Frostbite: Caused by the freezing of the skin and
tissues, frostbite is, by far, the most common affliction
associated with Northern travel. Afflicted areasare marked
by a discoloration of the skin, usually geay or blue-black.
Frosthite generaily strikes small extremities such as the
fingers, toes, ears and nose. It causes numbness, deadens
nerve endings and, in advanced stages, can lead ro necrosis
of the effected area. Any character who is not wearing
lined gloves, lined beots and a face guard will develop
frostbite within two days on the hills. Even those with
adequate protection must be careful — if their clothing is
wet, the strong winds can literally freeze it to the person’s
body, causing frosthite to develop very quickly. Charms
such as Hardship-Surviving Mendicant Spirit and Ele-
ment-Resisting Prana can prevenr frostbite altogether.
However, they must be constantly maintained to do so.

While frostbite is common, it is relatively easy o heal,
at least in the earliest stages, simply requiring a gradual and
painful reheating of the area either over a fire (foran hour)
or by magical means {instantaneous). However, if proper
precautions are not taken, it will return. A character who
leaves a frostbitten area untreated for more than one day
will find the tissue much harder to repair requiring ex-
tended rest and rehearing {over a period of 3 to 10 days,
depending on severity). Even then, the nerves may be
permanently damaged and the skin callused, leading to
permanent Dexterity penalties (see below).

Frosthitten tissue that is left untreated for more than
three days will die. The character will lose the use of the

afflicted area, and amputation may be necessary-in the -

most extreme cases. Healing Charms such
RectifvinaMarhad and Wannd MandinnCava Ta

s Ailment-

can usually halt or mend frostbite: However, in seyere~

cases, more advanced Charms such as Anointment of

Miraculous Health w1ll be necessary to mend tissue or

revive nerve endlr_ags For the puirpsesof heaimg, frostbite~

damage should be considered lethal.
Frostblte on he _fmgers and hands results i m Ehe char-

'for moret
“bashing ]

the afflicted area. Severe frostbite in these areas makes
movement extremely difficult (half movement speed) and
imposes penalties up to -3 dice, until healed.

Frostbite on the nose and ears is painful and can, in
severe instances, damage the senses. Characters with sever
frostbite on their ears or nose will suffer a permanent -1
penalty to Awareness rolls involving the affected sense.

Hypothermia: The slowing of merabolic processes
due to a sharp decline in body temperature, hypothermia
is a killer in the North and one the characters must do all
they can to guard against. Those wearing appropriate lined
clothing should have little to worry about except in the
most extreme weather. Hypothermia is a gradual process
that results from continued exposure to cold weather, By
the time the characrers are halfway across the hills, they
will all be suffering from a very mild case simply because of
the harsh winds and the pervasive cold. Full-blown hypo-
thermia occurs when characters become trapped ina snow
or ice storm and temperatures plummet. Then, even the
most well-protected individuals have a chance of suc-
cumbing to the cold. In such an event, players must make
a Stamina + Endurance roll each hour to aveid having
their characters contract hypothermia. Should the storm
rage for an extended period of time, penalties will begin to
accrue; forevery two hours the characters are exposed their
players will receive a -1 penalty to their rolls.

Various Survival Charms (Hardship-Surviving
Mendicant Spirit, Element-Resisting Prana) can al-
low a character to come through even the worst storm
unscathed, assuming he maintains them. Like frost-
bite, hypothermia can be cured by rest and heat or
through magical means {Ailment-Rectifying Method,
Wound-Mending Care Technique, Anointment of
Miraculous Health). Aftereffects will linger, though
these are usually little more than mild headaches ora
slight shortness of brearh.

Those effected by hypothermia will gradually lose
energy and drive. In the early stages, an affected character
might simply flag slightly behind the Circle and suffer a
-1 penalty o Dexterity from slow reactions. If the condi- - -
tion is left untreated for one full day, the character will find

HUNT]J

E

-the fore
animals

i Gét

. penalties to -3 di
become permane

dle inall Dodge F




pound of meat). Even the results of magically assisted food
gathering (Food-Gathering Exercise) are halved. The char-
acters cannot live off the land as they did in the forest, and
it is likely theye'll start breaking into theit supplies now.

CALCULATING TRAVEL TIME

With the thicker snow and steeper inclines, charac-
ters will be able to average about two miles per hour
comfortably on foot through the hills. Also, with the
whipping wind and unpredictable weather, they will only
be able to travel four hours a day on average before setting
up camp. Moving at eight miles per day, it will take the
characters roughly seven days to cross the hills, even
though they are only half as wide as the forest. Survival
Charms can increase travel speeds significantly, but the
weather conditions of the hills make it very harsh terrain
for the purposes of magic. Thus, the effectiveness of
Charms such as Trackless Region Navigation Charm
should be halved.

Mahina's party will cover 13 miles per day on average
through the hills, while Lahor's will cover only five.

THE MOUNTAINS

Rising out of the foothills are the great alpine peaks of
the northern mountains. Reaching elevations of up to
20,000 feet, even the most experienced trappers and
explorers blanche at the thought of crossing them.

The entrance to the mountains is 2 narrow pass lined
with jagged, wind-worn rock called the Stone Maw. Arctic
winds whip out of it, blasting the characters and making an
eerie, shrieking scream-like sound. This path is the only
known one through the mountains and is 50 miles long.
While the mountains offer slightly more protection than
the hills when it comes to weather, they contain their own
dangers and are far more unforgiving of mistakes. One
wrongstep could send a character plummeting to her doom.

‘THREATS
Natural: Neither mammoth nor omen dogs venture

into the high mountains, but many of the risks from the

hills — particularly frostbite and hypothermia —are even

THe FIRe iINTHE NORTH

The first night the characters spend in the
mountains, they should see an odd glow in the
far distance. It is impossible to tell exactly
where it is coming from, but the pattern of the
glow will seem to correspond with the rthythm
of the tugging in each character’s head. This
glow is not the aurora borealis, but a strange
golden light springing from an unknown source.

more of a danger as the characters climb higher and the
temperatures dip lower. Bears are also a threat, though
most of these are already hibernating.

Qccasionally, the characters see great shadows race
across the snow and hear a mad cackle floating on the
wind. These are hybrocs, great birds capable of carrying off
a man, who own the skies above the mountains and
routinely patrol Stone Maw Pass (see p. 316 of the Exalted
main book for hybroc statistics}. Hybrocs are voracious
and will artack a human if one is our alone on an open
surface for too fong. Even being grazed by hybroc's claw
can take a man's arm off, and should a character be caught
in a hybroc’s grasp, he will sustain severe bashing damage
{up to 7B per tumn for a large specimen}. Smart characters
will quickly learn to walk near walls, under overhangs and
in shadows whenever a hybroc is overhead.

Less obvious than the hybrocs but just as dangerous
are the great cats that wander the mountain passes. Hunt-
ing has been hard for these white-and-gray furred beasts,
and it will become harder as the winter progresses, A party

YeT)

Description: These fierce arctic simians
are highly territorial and possessed of a malign
cunning that makes them extremely danger-
ous. Yeti are given to cannibalism, and form
troupes of one male and four to six females, plus
young. Malesare absolute leaders of their troupe,
and young male yeti are driven off or devoured
before they become a threat. Many savants
believe that yeti may not be apes at all, but a
degenerate breed of the race of man, related to
the Arzeckh barbarians of the East and the "
similar hairy savages that harried the current
inhabitants of Gerhamane before they reqched N
their new home. : .
Attributes: Strength 6, Dexterity 3.Stam11135 '
Charisma N/A, Manipulation N/A, Appear-
ance NfA, Perception 4, Intelligence 2, Wits 4
Virtues: Compassion 1, Conviction 3, Tem-

Abilities

timidation 4, Stealth 4, Survi \ral 5

Base Initiative: 7

Attack:

Claw: Speed 7 Accuracy 6 Damage 7L Defense 6
Bite: Speed 4 Accuracy 5 Damage 9L Defense 5
Dodge Pool: 6 Soak: 2L/5B (Tough Skin) -
Willpower: 3 Health Levels: -0/-0/-1/-1/-2/-2{
-4fIncap

Essence: 1

Other Notes: Not an extra in this case, but can
be in other circumstances.




of humans will be seen as less a threat .than a feast.
Mountain cats attack alone and always go for the kill. One
will stalk a character until he leaves the group to piss or
scout, then pounce, going for the throat or hamstrings.
Cats move sifently through the snow and blend with the
background extremely well, making them difficult to de-
tect. Add I to the difficulty of the observing character's
player's Awareness + Perception roll when trying to spot
a hunting cat against snow or stone.

Perhaps the most effective predators in the mountains
are the yeti that claim Stone Maw Pass as their territory.
An extended family of five females, one mature male and
three children, this tribe will attack and devour any other
apes that set foot in its domain, including humans. From
the moment the characters enter the mountains, the yeti
will be watching them. Like the great cats, the yeti are well
camouflaged in the snow (Awareness + Perception rolls to
detect themare at +1 difficulty). While they are physically
powerful, the yeti will not directly atrack the characters
unless one of the characters wanders away from the group
for an extended period. Instead, they will wait at the Stone
Elbow, a point in the pass where it curves west. It is there
they have a trap wairing.

WEATHER HAZARDS

While heavy snows, blizards and ice storms strike the
mountains just as often as they do the hills, the pass offers
niches, overhangs and small caves the characters can take
shelter in if need be. However, a sudden blizzard coming up
when the characters are negotiating a nammow ledge or ice-
covered stretch or rock could plunge a character to her death
fairlyeasilyorstrand herout in the elementsuntilshe succumbs.

Iey winds whip through the pass as upward of 40 miles
perhour and the temperature will never climb higher than
10 below zero. The risks of hypothermia and frostbite
double while the characters are in the pass (all rolls to
withstand these maladies increase in difficulty by I).

Fuel for fires is especially hard to find at this elevation
because only small shrubs can live in the pass. Tempera-

tures drop to 20 or. 30 below zero during the night, lower... .
with wind effects, and characters without stout shelter will
need somethine o L’PPT‘I them warm. or ofcp rhpu will™
_surely slip into hypothermiaand quickly dies A wmdbreak - i

" madeof tarpand racks in front of a tent with the characters

huddled together inside will work, as wdl Mﬁes Wangler o

-~ kaff and, of course, Charms, -
The most constant danger in the pass, héwever, is the

pass | 1tseif Stone Maw wmds its way through the 50 miles
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MOUNTAINEERING OBSTACLES

Below is a list of impediments the characters might
encounter while traversing the pass and the information
needed to navigate them safely. Each character must roll
separately for each obstacle. If a character is utilizing both
crampons and a climbing kit, his player hasa +1 die bonus
on each of the following rolls. Should the characters come
up with a creative way to avoid or traverse these, adjust the
rolls to reflect their ingenuity.

Shouldacharacter failat one of these obstacles or make
awrong move while climbing, do notdrop her to herinstant
death. A character who shreds her cloak or breaks her leg in
afall contributes to the adventure much more interestingly
than one whao just gets impaled on some rocks. Her wounded
condition adds to the characters’ stress level and makes the
rest of the trip that much harder. How the characters help
her survive will add depth to the story.

Characters who fail to cross on their first try and are
not oo badly injured t continue may reattempr the
obstacle. Characrers trying to cross an obstacle again are
aided, notimpeded, by their previous attempts. Each failed
attempt subtracts 1 from the difficulty of the next attempr.

Narrow ledge: A small crack in the stone of the pass, a
narrow ledge less than 12 inchesacross thatshould be fairly easy
to navigate {a standard Dexterity + Athletics roll, no roll for
characters with Athletics *# or higher). Failure here should
result in little more than a bruised knee or twisted ankle.

Frozen waterfall: A frozen, bulbous vertical sheet of ice
that can be climbed either freehand {Wits + Athlerics, diffi-
culty 4) or with the use of a climbing kit ( Dexterity + Athletics
atdifficulty 2). Failure can send the characrer crashing back to
the ground, doing bashing damage based on the height from
which he fell {see p. 253 of the Exalted main rule book).

Craggy face: A sharp 80 to 90 degree incline of pitted
and cracked rock, the cragey face is steep but offers a
number of handholds (roll Strength + Athlerics to scale
it). Failure can resule in a fall and bashing damage (see p.
253 of the Exalted main rulebook).

Sheer face: A sharp 80 to 90 degree incline of stone with
some razor thin cracks but no real handhold the sheer face is -
often covered wath a sheet of ice; or frosr I is: extremel',r 3

B
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Failure can send a character into the gap, but its narrow width
should allow her to catch herself and not fall oo far.

Large gap: A splitin the rock up tosix feet wide that the
characters can jump {Dexterity + Athletics at difficulty 2) or
construct a rope bridge over (assuming they have rope).
Constructing a bridge will take up an hour and requires an
Intelligence + Survival roll to complete successfully. Large
gaps, too, can be hidden by recent snowfall but are easier to
spot (Perception + Awareness, no roll if the character's
Perceptionor Witsisgreater than # #). Fallinginto alarge gap
can send a character to his death if the Circle is not tied
together or he is unable to cacch himself on the rim of the gap.

Chasm: A splitin the rock upto 20feet wide, chasms are
massive yawns in the mountain that the characters must
construct a brldge across or find away around (some chasms

Al
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can take up to three hours and requires an Intelllgence +
Survival rollat +2 diffic f
Chasms are not camoflaged by snow. A’character who

swell as'40 feet of sturdy ope. '»IHE YET) ?S TRAP

~stumbles mtoachasm atitsedgéhasachance, howeversilght, _landmark caIled Stone Elbow. This pdmt marks the end of

be fairly easy (Dexzerity + Athletics). However, some such
slides are unstable, and should the pile shift significantly,
the player of a character on it must make a Wits +
Athletics roll for the character to catch herself. Falling off
a boulder pile inflicts standard bashing damage for a fail
(see p. 253 of Exalted), and characters who botch their
Wits roll may set the whole thing sliding again.
Avalanche site: The result of a recent avalanche, this
encounter consists of a stretch of snow, rock and timber
loosely piled together. Avalanche sites are extremely un-
settled, and crossing them is difficult (Dexterity + Survival
roll at difficulty 2) and slow (assume a foot per minute). A
characterwho botchesmay be swallowed whole by the morass
unless she can find a handhold (Wits + Athletics at difficulty
2).Characters whose players fail theirrolls will not fail far, but
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ahead of both, they will find whar locks to be a clear
section of the pass.

In either case, hanging perilously above this curve in
the pass are several massive piles of ice and snow {three if
the characters are behind Mahina, two if they trail both
she and Lahor}, well over 10 tons each; the yeti tribes’ trap.
Mahina's expedition anticipates the avalanche and faces
down the yeti without loss of life on either side. Lahor’s
group is struck squarely, takes almost 50 casualties and
destroys the yeti totally. If the characters trail Lahor, they
will find the snow-ape's heads around a hasty memorial o
those lost in the avalanche.

If the veti still live, then, as soon as the characters
arrive, the yeti will trigger an avalanche using a series of
high-pitched screeches and well-placed boulders. The
ground will begin to shake, and in less than a minute, one
of the piles witl come loose, and a wall of pute, white snow
will be plummeting toward the characters at around 80
miles per hour. Detecting this trap is possible (Perception

SURVIVING THE AVALANCHE

+ Awareness at difficulty 3). However, as soon as the yeti
see the characters looking up at them or running for cover,
they will trigger the trap anyway.

About five minutes after the avalanche ends, the six
adult yeti will attack survivors with clubs and spears.
Those characters who are able to fight (that is, are not
buried) do so on unsettled snow and, thus, suffer a -1
penalty to all Melee, Martial Arts, Brawl and Dodge
actions. The yeti are at no such penalty. Should the
characters manage to kill the male yeti or two of the
females, the rest will attempt to flee, leaving the Circle
free to regroup and continue on.

The characters must manage themselves and their
resources extremely well in this situation, fighting off
the yeti while still rescuing any companions who might
have been buried under the snow before it is too late.
The yeti will not attack again after thisambush, but the
characters should still face some geological obstacles
before emerging from the pass.

Avalanches are massive, destructive and all consuming. They cannot be dodged, but they
can be survived. players of characters caught in an avalanche must make two separate rolls:

Wits + Survival at difficuley 3

3 and Dexterity + Athletics, also at difficulty 3. All characters

whose players succeed on both find themselves swept off their feet but, other than that, no-
worse for wear. Characters who succeed only on the first are buried under five feet of snow and
take five levels of bashing damage (soak normally). Characters whose players succeed only on
the second are buried under 10 feet of snow and take seven levels of bashing damage (soak
normally). Characters whose players fail both rolls are buried under 20 feet of snow and take

10 levels of bashing damage (soak as normal).

Those trapped under the avalanche have 15 minutes to be found or to dig themselves out
before they use up all their oxygen and suffocate. They should be able to tell up from down,
but other than that, they are effectively blind. Characters buried under only five feet of snow
should be able to extract themselves with little effort (Scrength + Survival). Characters
under 10 feet have more trouble but can save themselves as well {Strength + Survival at 2
difficulty). Characters under 20 feet of snow cannot extract themselves short of a legendary
feet (Strengch + Survival at difficulty 4) or magical means (Charms such as Blazing Solar

. Bolt could bore a hole to the surface, for example). They can be dug out though, assuming

their fellows find them in time.

wareness roll at difficuft 1'if the target is buried under 10 feet of stiow or @ y
character they're hunting for is buried under 20 feet of snow. Even if they do manage to locate
 their submerged comrade, excavating her will be an immense challenge. Debris must be
shifted without hurting the trapped character and, thus, needs to be handled with extreme
care. Concentrating fully, each digging character bhouid be able to move one foot of snow per
Strergth dot per three minates. Charms such as Shattering Grasp can double this rate. Those
characters rescued from the ice will have to be warmed 1mmed1atLly or they will slip into full-

fledged hypothermia in two hours.

No character escapes from an avalanche totally unscathed Even those who were not
buried may come away with frostbite, and supplies can be lost, but Storytellers should fudge
things a little to prevent the Circle from suffocating miserably beneath the snow.




HUNTING AND FORAGING

Gathering food in the Northern mountains is ex-
tremely difficult, as both flora and fauna are scarce.
Characrers can forage {Perception + Survival at +1 diffi-
culty) or hope to stumble across a mountain goar while
hunting (Perception + Survival ar +2 difficulty). Charms
such as Food-Gathering Exercise will be asignificant boon
at this point.

For the most part, the characters will be living off
whatever supplies remain or slowly starving {one health
level lost for every two days without food). Eventually,
the characters might acrually welcome an attack by a
mountain lion, bear, hybroc or yeti, as each is a potential
source of food.

CALCULATING TRAVEL TiME

Travel through the mountains is agonizingly slow.
Daily progress will largely depend on the weatherand whar
obstacles the characters encounter, but you can assume an
average of about one mile per hour, a good number of them
straight up. Generally, characters should be able to travel
about four hours per day. At that pace, it will take them
akmost two weeks to traverse the 50 mile Stone Maw Pass.

Mahina will be able to cover eight miles per day on
average through the mountains, Lahor two.

THE NORTHERN FOREST

The characters will come down from the mountains
intoa wide, snow-covered valley (roughly 100 milesacross),
with another, even larger mountain range on the horizon.
While they are not out of the woads (so to speak}, this
should be an opportunity for them to rest a bit, heal and
finally eat a decent meal.

This bit of forest is 50 miles across, and the charac-
ters should be able to traverse it in four days. However, a
wise Circle will spend a bit more time in the forest to
gather food for the remainder of the trip. Natural threats
- in this forest will be the same as they were in the southern
- _forest, the same flora and the same fauna. There are no
unnatural threats. L1kew1‘;e, food gathering and travel
times are identical.

T bnn e mmn s
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THE DEMONLANDS

The characters have entered that 50 mile circlearound
the Invisible Fortress in which the minor demons who
built the Manse were bound to live and die. The transition
from the forest to the Demonlands is drastic — one
moment, the characters walk among tall pines, the next,
they step out onto a barren, snow-covered plain almost
rotally devoid of life.

When the original 500 were imprisoned, this area was
thriving, bur over the centuries, the demons have stripped
their domain bare in a search for food, Essence and fuel.
What remains isdesolate and depressing. Still, the tugging
beckons the characters onward.

Since the construction of the Invisible Fortress, the
original demon population has swollen to 5,000. Of these,
500are the original builders of the Fortress, the Founders. The
other 4,500 are their crossbreed offspring, the ice-eaters.

The sheer number of the demons in this area has put
an incredible strain on the land. Indeed, by the time the
characters arrive, the demons have resorted to a form of
controlled cannibalism. The Founders have begun to hunt
and kill the most bestial of the ice-eaters, feasting on their
flesh and whatever little Essence they might possess. Even
with that, most of the demons of either class are starving,
Some have been hungry for centuries, making them that
much more desperate to escape the plain.

THE ENCOUNTER

As the characters enter the Demonlands, they may
notice the savaged remains of some ice-eaters. If they are
behind Mahina, five of the beasts will lie dead, their bones
picked clean. If they are behind Lahor, then there will be 30
or 50 in one area, where they initially attacked Lahor, and
clusters of additional ice-eater bodies here and there along
Lahor's line of march. Should rthe characters be ahead of
both of these groups, they will see no sign of a stcruggle.

Either way, within an hour, the characters will be
attacked by a group of four ice-eaters. Crazed with the
smell of flesh and Essence, these beasts will charge the
characters and fight to the death. It’s probably best if you
as the Storytelier make the ice-eaters up just before the
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the characters may be very weak or.almost untouched by
“their travels; As the characters do batt!e aheavy mist will

roll'in. Once the ice-eaters lie dead, the mist will recede

- -quickly, exposing 10 Founders who hiad been hunting for

that night's meal. If the characters used any combat or
~-healing Charms during their battle w1th the ice-eaters, the ..




FounpEer

Description: The original demons bound to this land by Kal Bax, the Founders have carved a semblance

of civilization for themselves on the baren plain. Living in a large tent city called Gate, they have spent

 thousandsof years trying tosubvert their prison by magical meansor directassaultson the Fortress. Theseattacks

have yielded a few First Age trinkets, but the demonb have yer to find the rune that binds them. The Founders
are more desperate then ever to escape their long captivity and see the characters as a means to that end.

- Founders are bipedal, with long, chitinous arms and legs attached to a thick slug-like trunk. Their

heads are crescent-shaped, with jutting chins, narrow eyes and a wide mouth that looks to be

perpetually smiling. Skin'coloration varies from pitch black to light gray, and Founders stand between

four and six feet tall.

Attributes: Strength 3, Dexterity 4, Stamina 5, Charisma 2, Manipulation 2, Appearance 1,

Perception 3, Intelligence 2, Wits 3

"Virtues: Compassion 1, Conviction 3, Temperance 1, Valor 4
Abilities: Athletics 4, Awareness 3, Brawl 4, Dodge 3, Endurance 3, Presence 2, Resistance 3, Stealth

3, Survival 2

Charms: Materialize, Measure the Wind, Principle of Motion, Words of Power

Cost To Materialize: 21%*
Base Initiative: 7
Attack:
Claw: Speed 7 Accuracy 7 Damage 7L Defense 7
. Bite: Speed 4 Accuracy 8 Damage 8L Defense 6
" Dodge Pool: 7 Soak: 5L/8B (Tough hide, 3L/3B)

Willpower: 5 Health Levels: -0/-1/-1/-1/-2/-2{-2{-4/Incap

Essence: 2 Essence Pool: 49

Other Notes: While the powers and ratings of each Founder do vary, this is a good base design for one.
* The enchantments laid by Bax on his minions make it impossible for any of the Founders to

dematerialize.

the characters’ gaze. He is mumbling something in OId
Realm interspersed with more modern words {Intelligence
+ Linguistics to understand fully}. In very meek tones, he
will identify himself as U'awa, hail the characters as “Most
Exalted Lords,” apologize for daring to be in their presence

REFUSING THE FOUNDERS

Should the characters refuse the invita-
-tion, they will be able to proceed north as per
usual. Ice eaters wili be a constant threat and

: ti‘nt, the characters should make good time
across the Demonlands (averaging about 20
-miles per day over the flat, even terrain) to
~the far mountains. Eventually, they should
notice that they are being followed by U'awa.
He will never get within 100 feet of the

. characters nor threaten them in any way. If
they try to speak to him, he will simply reit-
erate his offer, then turn to go. If the characters
do not follow, he will be b'lck watching them
wlthm a few hOUI‘b.

and ask them to follow him back to his home where they
will find food, drink and more of their worshipers.

If the characters agree, the demon will rise and mo-
tion to the other Founders. They will tum and begin to
march north, only stopping to pick up the bodies of the
skain ice-eaters. UW'awa will follow, occasionally glancing
back over his shoulder to make sure the characters are
keeping up.

Since the demons know all the routes through their

«-land, they-can-move at:an-exceptional speed (up.to 30-




Ice-EATERS

Description: The product of mating between the Founders and mundane animal life, these . -
God-Blooded beasts vary widely in size, shape and intelligence. Some are primarily demon, with
certain animalistic features {a mammoth's trunk or caribou’s antlers). While these half-breeds
are not allowed to live in Gate, they keep an uneasy alliance with the Founders and have helped
them attack the Invisible Fortress in the past. Those ice-eaters with thinner demon blood look
more like Wyld-touched creatures than infernal spirits — they might be yeddim who breath fire
ot sparrows with long, forked tongues. The ice-eaters are not organized, but travel the
Demonlands in packs of two to four, fighting each other and hunting for food. Generally, ice-
eaters will function as little more than extras in this adventure, as even the most intelligent of
them have trouble stringing a sentence rogether and they are far more interested in eating the
characters than talking to them anyway.

Because ice-earers come in so many sizes, shapes and power levels, it is impossible to establish any
sort of base set of statistics for them. So, rather, you are encouraged to create your own ice-eaters using
these simple steps;

1) Select an animal indigenous to the Far North.

2) Raise all of its Physical and Mental Attributes by two dots and give it a base rating of one dot
in each Social Attribute.

3) Give it base Virtue ratings of 1 (Compassion), 1 (Conviction}, 1 (Temperance) and 4 (Valor).

2) Raise all Abilities by two dots.

3) Increase its Willpower by three dots (up to a maximum of eight).

4) Decide how far removed it is from its demonic heritage. If the beast is one generation removed,
it possesses three basic spirit Charms. If it is two or three generations removed, it receives two basic
spirit Charms. If it is four generations removed, the creature gets one spirit Charm. Any more than four
generations removed and the ice-eater possesses no Charms.

5) Give it an Essence rating of two.

6) In combat, all its physical atracks receive a +2 bonus to damage.

7) Finally, give the creature an additional three health levels — one -1 and two -2.

So, a third-generation demonic bear might look somethmg like this:

Name: Demon Bear

Attributes: Strength 9, Dexterity 4, Stamina 8, Chamma 1, Manipulation 1, Appearance 1,
Perception 2, Intelligence 2, Wits 2

Virtues: Compassion 1, Conviction 1, Temperance 1, Valor 4

Abilities: Awareness 4, Brawl 5, Dodﬂc 3, lntlmldauon 5, Stealth 3, Sur\rwai 4
Generations Removed: 3

Charms: Stoic Endurance, Essence Bite

Base Initiative: 7

Attack:

Bite: Speed 7 Accuracy 10 Damage 121 Defense 9

Cfaw Specd 4 Accuracy 8 Damage IlL Dchnsc 6

Wlllpower. 6 Health Levels. -O/ O/ 1/- 1/ i/-1/- 2/ 2/ 2/- 2/ 2/ 3/-3/ 4/Inc'1p
Essence: 2 Essence Pool: 42

and timber to what locks to be hardened air. This is the
~home of the'Founder.queen, Corr'dal. ‘
The chara__c_tcrs will be given Ume' orestand clean up,

'fmd itsinterior is just as:hodgepodge s'its exterior, with ™




ATTACKING GATE

Should the characters, at any time, for a
whatever reason, decide to stage an attack on
Gate they will be met initially by 500 Founders.
If the characters do not immediate succeed in
their attack and are forced to flee, over the next
several hours, the remaining Founders will gather

several hundred of their more mtelhgcnt ice-
eater allies and pursue the characters to the edge
of the Demonlands. If characters do manage to
trivmph in their battle with the Founders, they
will have a whole city of tawdry First Age relics
tosort through, provided they can protect it from
the thousands of ice-eaters intelligent enough to
want some of it for themselves. This may be
rather difficult for a Circle because many of the
ice-eaters are intelligent enough to be acquisi-
" tive but stilt too stupid to negotiate with.

furniture seemingly gathered at random; worn rugs and
ramshackle chairs share space with a solid gold dining
table 20 feet long and Corr'dal’s throne, which seems to
be made entirely of silver and ivory.

Corr'dal herself is an ancient demon, the leader of
the Founders and the first, much to her chagrin, sum-
moned by Bax. She is so bloated she looks almost round
and will lie motionless on her throne throughout the
characters time in her presence, only occasionally glanc-
ing at the small black demon, seeming to prompt him
with no more than a look. Perceptive characters may be
able to sense Essence flowing from Corr'dal {Perception
+ Qceule roll). At no time will the Queen speak. U'awa
will answer for her, and if questioned about this, he will
tell the characters that his queen left conventional speech
far behind centuries ago and now communicates directly
to the minds of her followers. o

The power the characters feel is; infact, not comin
from Corr'dal, but her throne, The seat of the throne is -
hollow, and insidé arc all the trinkets the demons have
rmanaged to steal from the Fortress over the years {minus -

-.those that are.in us elsewhere). The items are. protected
by aseries of complex locks (Intell;gence + Larceny at +2




U’awA’s HiSTORY OF THE FORTRESS

Many years ago, when the world ended, a
great group of sorcerers came north to make a
splendid new home for themselves. Because
they wanted this home to be a secret from
their enemies, they called upon us to build it,
using our claws and our backs. This we did
gladly, happy to serve those so noble. But
these sorcerers had made powerful enemies =
who hunted them even here, at the end of the
world, and they were all driven to madness or
the eternal sleep. Since then, we Founders
have waited for the return of those who would
make the Fortress their own again. We wish
only to serve or, if we are not needed, to be
released back to Malfeas. You are great and
powerful, you must go to the Fortress. We will
help you as best we can.

AN INFORMATIVE MEAL

Uawa will invite the characters to sit and share a
meal. After the characters have taken their places, a half
dozen demonic waiters will enter carrying smoking platters
of meat and a meager selection of tubers. The observant
characters will recognize the meat as being thar of the ice-
eaters they killed earlier.

Asthey eat, U'awa will ask how long the characrers
have been looking for the Invisible Fortress. Since this
is probably the first time they have had a name given to
the treasure trove they seek, the characters will likely
ask for more information. U'awa will respond with a
romanticized version of the history of the Forrress (see
the sidebar below).

Any specific follow up questions (such as “When was
the Fortress built? or *What does it contain?") direcred to
either Uawa or Corr'dal will be answered, but with short
and somewhat vague gesponses {“Too many years ago” or
“Wonders of the past";;f)‘

such demandsl should
_v'olence org

return home. He is trying to get the characters to, if not
pity them, at least consider releasing the demons from
their centuries long bond should they be given the
chance. Should the characters be trailing Mahina, U'awa
will make vague reference to asmall group passing through
the ice-eater domains that refused to speak with him. He
will also mention that they looked hungry and tired. If
the characters are behind Lahor as well, U’awa will be
happy to answer any questions about the Dragon-
Blooded’s army that he observed and that, indeed, fired
on the Founders when they approached, wounding a
dozen of U'awa's fellows.

After the characters have stuffed themselves, U'awa
will tell them that the great Queen Corr'dal has requested
they spend the night in her tent and promised that they
will be lead to the Fortress the next day.

THEVISIT

After dinner, the characters will be shown to sepa-
rate rooms in the Queen’s tent, each equally odd in its
furnishings — clearly they are furnished with salvaged
gauderies. Most have bed frames of gold and pillows of
silk but ratty blankets and a wall that provides little
insulation from the cold. Characters who wish to sleep
together will be accommodated, though the rooms can
only house two people comfortably.

Roughly an hour later, U’awa will visit one of the
characters. His choice will be based on who rook the lead
in their dinner conversation without being too overtly
hostile. Should this character refuse awa entry to his
room, the demon will go to another character until he
finds one who will listen to him.

U'awa will enter bowing, ask the character how he is
feeling and apologize for the poor quality of the meal they
just ate. U'awa will reiterate how sad his people are, how
they are starving and just want to be freed. He will
acknowledge how strange such sentiments must seem

U’AwA’s Minp
_Anyattempt to rmd U awa’s mmd oremo-

truth through maglml neans should carry a +1
difficulty. lee Corr'dal, U'awa (and, indeed,
every demon in the Queen’s tent) has a thin
mist of the chaotic Essence put off by the
throne around him.

Should a character succeed, she will learn
that U'awa is telling the truth (technically, he
is) but get the feeling he is concealing some-

- thing. Uawa does not radiate any hostile

emotions or thoughts. He is more melancholy

th'm anything else




Description: Standing just over four feet
tall, U'awa is thin, with a large hooked nose,
tong claws and a set of pointed gray teeth. The
classic conniver, U'awa is smart enough both to
. avoid battle and the appearance of being noth-
_ing more than a cheat or manipulator. He has

acted as Corr'dal’s unofficial vizier for almost
three centuries and has dealt with a dozen or so
Exalted before the characters arrive. He will
poke and probe at the characters, asking ques-
tions in an attempt to ascertain where they are
from and what they are motivated by. These
inquires should be phrased as casual dinner
conversation. Unless the characters come off as
incredibly humble (not likely), he will flacter
and compliment them often (again, these com-
" pliments should be handled as part of casual
conversation). U’awa learned long ago that all

Exalted have egos, and he is more than happy to cater to them.

Roleplaying Tips: You are a proud creature, and you know the extent of your power. Still, like the
other Founders, you are desperate to escape the barren Demonlands. To do so, you will act the part of
both worshiper and victim for the characters when they arrive, trying to get them to commit to helping
you. If they refuse, you will still make use of them, though not directly. They can at least distract the

Guardian. If they agree, all the berter.

Nature: Conniver

Attributes: Strength 3, Dexterity 4, Stamina 5,
Charisma 2, Manipulation 2, Appearance [, Per-
© ception 3, Intelligence 2, Wits 3 .
Virtues: Compassion 1, Conviction 3, Temper-
ance I, Valor 2

Abilities: Athletics 4, Awareness 3, Brawl 4,
Dodge 3, Endurance 3, Lore 2, Occult 2, Presence
2, Resistance 3, Stealth 3, Survival 2

Charms: Fssence Bite, Harrow the Mind, Mate-
rialize, Measure the Wind, Principle of Motion,
Stoke the Flame, Words of Power

Cost To Materialize: 21%

Base Initiative: 7

Attack:

Bite: Speed 4 Accuracy 9 Damage 4L Defense 6
Claw: Speed 7 Accuracy 8 Damage 4L Defense 8
Dodge Pool: 7 Soak: 5L/8B (Tough hide, 3L/3B)
Willpower: 5 Health Levels: -0f-1/-1/-2/-2/-4f
Incap

Essence: 2 Essence Pool: 49

Other Notes: * Due to the constraints placed on
them by Bax’s binding, none of the demons can
dematerialize.
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CorR’DAL

- Description: Corr'dal was the first de-
mon summeoned by Kal Bax and supervised
the construction of the Manse. During that
time, she came to respect Bax and his dream,

" which made his betrayal of her and her kind
all the more bitter. Banished to the
Demonlands, she organized the Founders and
has ruled them ever since. Corr'dal is ex-
tremely far, resembling a black, demonic
slug. She can no longer move on her own,
and even speech is a chore. But her mind is
sharp, and it is she who has concocted the
demons’ grand plan for destroying the rune.

Roleplaying Tips: You are consumed by
a hate for Exalted superceded only by your
desire to be free of the barren plain once and
for all. You control the Founders as totally as
any demon lord in the Infernal Kingdom,

and all of them would die for you. You will never speak directly to the characters, but you will
evaluate them. They are powerful, perhaps powerful enough to capture the Fortress, and thus, you
will try and make use of them. Even if they refuse, any assault they make on the Fortress will weaken

it, and then, your people will strike.

Nature: Architect

Attributes: Strength 1, Dexterity O Stamina 2,
Charisma 2, Mampulauon 2, Appearance O, Per-
ception 3, Intelligence 5, Wits 5

Virtues: Compassion 1, Conviction 5, Temper--

ance 1, Valor 2

Abilities: Awareness 4, Bureaucracy 4, Endur-
ance 3, Lore 5, Occule 5, Presence 2, Resistance
3, Survival 2

Charms: Esserice Bite, Harrow the Mind, Host of

Spirits, Materialize, Measure the Wind, Posses-
ston, Principle of Motion, Stoke the Flame, Touch

of Grace, Words of Power. Corr'dal can also
communicate telepathically with any Founder.
Cost To Materialize: 35*

Base Initiative: 7

Attack: None

Dodge Pool: 0 Soak: SL/8B { Tough hide, 3LI3B)
Willpower: 9 Health Levels: -0, -1, -1, -1,-2, -2,
-2, -4, Incap

Essence: 3 Essence Pool: 73

Other Notes: * Due to the constraints placed on
them by Bax's binding, none of the demons can
dematerialize.

Guard1an spirit prote ts the Fortress, and tha the de- . number as there are.characters in the Circle) pieces of
mons are bound by a runestone somewhere in the orichaleum Carved in the shape of ﬂames
structure that Bax promxsed to destroy (grannng

THE DEMONS’ STRATEGY
The characters figure very prommently into the




THE GOLDEN FLAMES (ARTIFACT *)

Each orichalcum flame is an inch in diam-
eter and can be easily held in the hand or strung

_on a bit of leather around the neck. .

System: When fed 1 mote of Essence, the
flame will radiate heat for up to three hours.
Fed more than 1 mote, the intensity of this
heat willdouble (with 2 motes), triple (with 3)
and so on. While it will warm the person
holding or sleeping on it, the trinket will not
burn, regardless of how hot it gets.

that they search for the runestone and either destroy it
or bring it to him, promising eternal thanks of they do.
He will not atrempt to swear them o any oath, nor will
he swear one to them (saying that to do so would
infuriate his queen).

Should the characters refuse to help the Founders
or ignore U'awa’s plea, he will be disappointed but not
angered or moved 1o violence, as Corr'dal has already
set forth a plan of action. She knows the characters are
powerful and hopes their arrival at the Foreress will
disrract the Guardian. Thus, when the demons attack
en masse shortly after the characters enter, they can
storm the structure and, literally, tear it apart search-
ing for the runestone. Any character with a demonic
advisor or experience dealing with demons is almost
certain {Intelligence + Socialize, difficulty 1 for the
character, automatic for a consulted demon) to dis-
cern that something is afoot, bur the specifics of the
matter are not at all clear.

THE FINAL APPROACH

The next morning, as premised, U'awa and a small
band of Founders will lead the characters our of Gate and
into the distant mountains. The Circle will not be both-

ered by ice-eaters during this trip, nor by any threats

outside of a light snowstorm.

MAHINA AND LAHOR

Moving at asteady pace, it should take the
characters roughly 36 days toreach the Fortress
from Wangler’s Knob (more if they have to
stop to rest frequently or encounter an ex-
tremely time-consuming obstacle, less if they
made frequent use of Survival Charms). In
comparison, it will take Mahina 22 days to
make the same trip, and Lahor 60. Depending
on how fast they move and when they left the
Knob, the characters could arrive before either
Dragon-Blooded or behind both of them.

It is important to keep track of where the
other two expeditions are on the road. Even if
the three never meet, the sequence in which
they arrive at the Fortress will shape the
action there, as should become apparent in
the next section.

but still rocky and rather steep. The pass seems to end in
amaze of cliffs and clefts. One cleft extendsfor nearly 100
feet, then opens on a narrow triangular valley between
three mountains. The valley is about three miles wide
and four miles long.

As the characters climb the slope at the far end of the
valley, the ever-present tugging fades until, finally, their
demonic guides point at the far wall and tell them that it
is the Invisible Fortress before twming and leaving the
characters alone in the valley.

At first, the fortress seems to live up to its name: The
characters see nothing but a barren, rocky mountainside.
Characters whose players succeed on a Perception + Qc-
cult roll will notice hidden irregularities in the shadows
cast by the rocks, a glitter of sunlight where none should
be. Once these features are pointed out to the other
characters, all are able to take in the massive face of the

" Invisible:Fortress carved into the rock
The path from the Demonlands leads to a.pass...
hetween fwo monmtains —gentler terrain than the Maw,

They have arrived..







Theirdemonic guide, U’awa, leaves the characters at
the foot of a long slope of scree. The Solars builc the
Invisible Fortress on a broad ledge high above the valley
floor. Behind ir, the mountain rises in a cliff about 200 feet
high. The Fortress itself is partly sunk into the foot of the
tock face. In front of the Fortress, the mountainside
descends at a 30degreesslope. Jagged, broken rocks ranging

in size from cobbles to boulders — rubble frorn the con-

struction of the Fortress — covers the last 100 feet before

one reaches the [edge The stones are too small o provrde"
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A flagstone path just two feet wrde wmds through ™

the rubble field, bqt over the centuries, rock§_have drifted
and slid to cover almost halfof the path. Without the use
of Charms, characters must pick their way slowly and

carefullythrough t’ne rubble field toavoid a twisted ankle- -
_orabad fall. It is 1mpossrble reach the’ Fortress wrthout i
either clrmbmg through the rubble freld descendmg the

o "-chff orflying. %
£ 1 The Fortress itself rises in rectangul “blocks wrth
steeply peaked T ‘rofs The two forward wings frame a
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stained-glass windows framie the front door. Behind it,
a broad, cupola-topped dome emerges from the cliff like
an immense stone boil.

Deeply set, narrow windows pierce the walls, Steel
bars, free of rust after more than a millennium, shield the
ground-floor windows. The gables of the Fortress possess
broader windows. At the base of the roof, circular niches
hold domed, golden mirrors a foot in diameter — the only
external ornament for the Fortress.

Irregular ndges, channels-and-bands of drfferentiy :

. Even the skyhghts 'are not .

and suggest a rugged cli
"-unmedrately recogmzabie, thanks fo the blobs ofsnow that
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SoMEONE TO WATCH OVER YOU

The door-mask seems to look at the charac-
ters who stand before it. They may well seek to
know if it really does watch them. Charms such as
All-Encompassing Sorcerer’s Sight reveal the

- mask to be a magical construct. Spirit-Detecting
Glance generates a more ambiguous response:
The character knows that there’s a spirit some-
where nearby, but she can never localize it, to the
mask or anywhere else.

Magic-sensing Charms give similar results
throughout the Invisible Fortress. Magic satu-
rates the entire building. A character can sense
and analyze magic or spiritual forces that she can -
touch, but the Storyteller should raise the diffi-
culty by 1 (thus, a minimum difficuley of 2). The

-Manse’s power makes it impossible to detect -
anything beyond arm's reach.

The everywhere-but-nowhere spirit is the
Guardian Spirit of the Fortress. It opens the
doors for the characters and declares its presence
in its own time.

INTRODUCTION

After all the dangers the Solars faced reaching the
Invisible Fortress, the characters may expect a haven of
safety. They could not be more wrong. Now, however, the
Solars face a more subtle enemy — one who attacks
through guile, tums the characters' own power against
them and hides behind a bewildering series of masks.

This chapter consists of three main sections. First, we
describe the Invisible Fortress itself and the automata and
spiritsthat inhabit it. Next comesa description of the Final
Retreat, a trap-filled series of rooms and tunnels below the
Fortress itself. Finally, we discuss the characters’ murder-
ous sectet adversary, the stratagems it employs and ways to
¢ fightit. An appendix describes the various treasures found

“in the Invisible Fortréss.

”THEPuﬂWNBRmF

man and 1
killer... but it learned
Guiardian seeks the chi
the others who found t

prox1e5 and danger

‘1es its -mtentlons from the charac— ~.-ground -1‘3"&

_ally sunk-into the mountainside. -

bunker, a Final Retreat that the old Solars dug in case the
Dragon-Blooded ever found and overwhelmed the For-
tress. Here, the Solars hid their greatest magical weapons
and treasures. Such a hoard of First Age magic would be
worth more than most kingdoms... and provides a more-
than-adequate motivation for murder. In addition, the
characters must negotiate a grueling series of traps and
blind alleys to find the Final Retreat.

If the characters can defeat the Guardian, they win
the greatest treasure of all: one of the most powerful
Manses in the world. Keeping the Invisible Fortress, how-
ever, may prove as challenging as surviving it!

Moob

Despite the trap-filled subterranean chambers and
magical treasures, this chapter of The Invisible Fortress is a
ghost story, with the sentient, malevolent spirit of the
Fortressitself asthe ghost. The Guardian seeks to destroy the
characters through their own greed, paranoia and other
weaknesses, while using the lure of treasure to keep them in
the Fortress and marching into one danger after another.

We recommend that Storytellers emphasize the laby-
rinthine mysteryof the Invisible Fortress. Each trap conceals
another trap; each deception, another deception. Threats
appear and disappear like mirages. Strive to keep the players
and characters off balance, never letting them slow down.

Play up the oppressive, deathly isolation of the For-
tress. The characters are far from civilizarion in a house of
the dead. Nothing lives in the Manse, save the Attic’s
spiders and moss. The dense, lowering clouds touch the
peaks of the surrounding mountains, shrinking the visible
world to one small, desolate valley. Frequent snowstorms
blot away even that, shrouding everything beyond the
Fortress’ windows into blank whiteness. Everything in this
icy, constricted world turns inward.

As a final introversion, the Fortress acts like an echo
chamber or hall of mirrors, reflecting back the characters’
passions and expectations. Make these metaphors concrete
through descriptions of echoing halls, the speaking tubes
that carty sounds from distant rooms and the omnipresent
reflections from mitrors, polished stone, metal and water.

1 :'-Tl‘_‘r'\—r l“-\‘r\!
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~The Invlslble Fortress is a huge, four:story mansion.
It Consists of an attic, two remdentml floors and a cellar.
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A SONG OF NIGHTINGALES

If the Solars did not kill V’neef Mahina back
in Wangler's Knob, she probably arrives at the
Fortress before the Solars. In that case, run this
scene when the characters enter the Fortress.
See “What About Mahina?' below, if she arrives
after the characters.

As the characters enter the Fortress, they
see adead body lying in a pool of dark, congealed
blood at the far end of the room: one of the
mercenaries hired by their rival Mahina. Some-
thing tore out the throat of the tough Northern
soldier. The Solars hear a woman singing:

Nightingale in lilac tree,

Guide me to my lover.

Tavo hearts meet at eventide,

In the lilac bower.

The singer is in the Dining Hall of the
Fortress. As the characters race into the room
they see V'neef Mahina dancing by herself. Her
pack lies on one of the round stone tables, and a
meal of trail rations awaits on a setting of fine
china and crystal. She finishes her song:

Nightingale, why do you sing,

Calling to your lover?

Golden bars confine your wings,

Trwo hearts meeting never.

Mahina notices the characters, curtseys,
and asks them,

“Won't you join me for tea? I'd invite you
to the garden, but the weather is somewhat
chilly today.”

Mahina has lost her mind. All six of her
soldiers lie dead, scattered throughout the Manse.

feel the turbulent currents of Essence swirling through
the structure. The primary vortex that prevents the
Manse from radiating its Essence like a mystical sun

remains intact, but strange surges and lapses of Essence
constantly come and go. Were its Essence-flows better:...
y & “"shone or dlmmed at the will'of the Solars, withott requir- :
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“of the most powerful in the world. As it stands, much of
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itself or simply wasted
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The windows nestle in foot-deep niches in the walls.
Inch-thick steel bars still shield the ground-floor windows.
The second-floor and attic windows lack such protection.
A person who clambers about the Fortress exterior discov-
ers that barsonce shielded the upper-floor windows as well,
but now, only rusty, cut stubs remain.

The gable skylights are made of thinner, flatter glass,
but dirt encrusts them. A person who cleans a pane can
look into the attic of the Fortress but sees nothing except
rows of tables full of dead, withered plants. A falling
boulder has smashed a hole in a skylight near the cliff.
{This is not visible from the ground.)

Roor

The roof of the Fortress consists of several steeply
pitched gables. Smaller fallen racks and dirt collect in the
angles between the gables and around the many chimneys.
Where the dome bulges out of the cliff, a fold of rock
conceals a narrow stairway descending into the Fortress;
this is the only door out onto the reof of the Fortress. The
roof lacks any sort of balcony, widow’s walk or railing.
Between the steep angles and icy slate shingles, clamber-
ing about the roof is suicidally dangerous (difficulty 4)
without the use of Charms or mountaineering equipment.

INTERIOR FEATURES

Many important features of the Fortress are not
unique to any particular room. We describe these derails
and amenities here so they need not be repeated each
time they occur.

LiGHT

Unless otherwise noted, each room contains one or
more orbs of dull-gray crystal set in the walls or ceiling.
These form the lighting system for the Invisible Fortress
(in addition to the windows, of course.) When fed a
mote of Essence, all the orbs in a room shine with a clear
white light for one to three hours. Figuring out how to
activate the lights requires a simple success on an
Intelligence. + Lore roll,

Ongmally (as the. Guardlan can explain), the orbs




quite as effective as they thought. Thus, they built fireplaces
into the Invisible Fortress and used tiny amounts of Essence
to make the fire bumn longer and give more heat than it
naturally would. They brought wagonloads of firewood for
fuel... and used it up. After that, they sent mortal setvants,
bound demons, automata or themselves to dig peat in their
valley's marsh. Sometimes, they even summoned fire
elementals for heat. Over the centuries, however, occasions
arose when the Solars wanted or needed a wood fire — so
they broke up disused furniture. As a result, the Foreress
lacks much of the fumiture a sumptuous home ought to
have. When the Solars bothered replacing the fumiture,
they crafted the replacements out of stone or terra-cotta.
These porcelain replacements are more comfortable than
sitting on rocks — but not by much.

BEDS

All the bedsin the Invisible Fortress follow aplan well
known in some parts of the North, The martressrestson a
hollow masonry platform with a door in one side—and a
flue. The platform is actually a broad, shallow stove. A few
burning peats tossed into the bed-stove giveshours of slow,
gentle hear through the stone platform.

SPEAKING T UBES

Each room on the ground floor and second floor hasa
speaking tube outlet. So do the refectory, kitchen and
scullery in the celiar. Next to each outlet, a bronze panel
set in the wall holds eight knobs. All the tubes connectin
a central junction-box buried within the stonework of the
Fortress. Pulling out the correct pair of knobs connects you
to the speaking tube in another room. Thus, people can
talk to each other in the two main floors of the Fortress.

The Guardian also uses the speaking tubes to speak to
people within the Fortress. In fact, it can manipulate the
system to link two rooms any time it wants. Every now and
then, it links two rooms so that characters hear what other
characters are doing. It blames these “malfunctions” on
the Essence imbalance_s within the Fortress.

INDOOR PLUMBING _
Water-heatérs, faucets and flush toilets are nothing
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TAPESTRIES

Several rooms on the first and second floors contain
dull-hued rugs and tapestries meant to render the room less
chilly. They don’t work very well.

A character who closely examines the rugs and tapes-
tries finds that they are not woven from wool, cotton, linen
or any other fiber the character knows. Rather, the fiber
seems to be mineral — spun rock. In fact, that is exactly
what they are — an invention of one of the exiled Solars.

DEFENSES

Just because an enemy locates and reaches the Invis-
ible Fortress does not mean that that enemy can invade the
Manse. The Solars installed formidable defenses... prob-
ably more formidable than the characters realize.

The powerful magic of the Fortress renders it nigh-
invulnerable. Walls, windows and the front door alike
have 18 bashing/12 lethal/6 aggravated soak. The thick,
exterior walls take 40 health levels to damage, 80 1o
destroy. The windows and the front door are considerably
less sturdy: inflicting eight health levels of damage breaks
a normal window; a mere four health levels suffices to
break a skylight; the front door takes 10 health levels to
damage and 20 todestroy. If the porteullisisraised from the
basement to reinforce the front door and shield its flanking
windows, an ateacker must inflict another 10 health levels
of damage to hack or batter his way in.

Even the magic of the Solars and the repair efforts of
the Guardian could not preserve the Fortress undamaged
forever, though. A boulder that fell from the cliff face
smashed a hole in one of the skylights.

The furnishings have also suffered severe damage over
the centuries. Some demons can slither down the chim-
neys. Other demons enter the Fortress by teleportation or
in the form of mist or shadows. The spells on the Fortress
normally block such mystic invasions, but age renders
these bans erratic. The demons ripped up everything they
could in their search for the runestone that binds them.
Also, the charactersare not the first visitors to the Fortress,
and these other explorers inflicted their own damage, too.

DPemons who sneak into the Fortress soon encounter
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how much it can direct them will come as a nasty surprise
to the characters.

The Solars expected to defend the Fortress them-
selves. In addition to the Essence-Serpents controlled
from the Upstairs Parlor, they had their own Charms and
sorcery and a small but potent arsenal of magic weapons.
However, unless the characters can locate the Solars’
hidden cache of magic weapons, they have only their
powers and the Essence-Serpents to defend them if the
demens or Sesus Lahor's forces attack.

SecRET DOORS, TRAPS AND PITS

The Fortress and the Final Retrear beneath it hold
several secret doors. Most lead to traps, one leads to the
entrance to the Final Retreat. Unless otherwise men-
tioned, locating a secret door calls for a simple success on
a Perception + Larceny rofl. When a character looks for
secretdoors, though, make the player say which surface the
character searches, and as Storyteller, make the requisite
roliyourself, Neversay, “The wall has nosecrerdoors,” say,
“You find no secrer doors.”

The Solars concealed their traps well. Characters can
search specific surfaces or objects for traps. This also uses a
Perception + Larcenyroll butat difficulty 2 unless otherwise
mentioned. If the roll succeeds, the character knows the
location of the trap and has a pretty good idea of its nature.

Most pit traps are 20feetdeep, with stone spikesin the
bottom. A character who falls in the pit lands on 4 spikes,
-1 spike per success on a reflexive Wits + Athletics roll.
Each spike inflicts 6L damage.

GROUND FLOOR

The ground floor of the Invisible Fortress holds the
amenities, comforts and entertainments of the self-exiled
Solars, from music to bathing. White marble with pale
veins covers the wallsand, often, the floor as well. Depend-
ing on the light, the marble’s veins can look warm pink,
light yellow or an icy, pale blue or gray. The ceilings are
plaster molded into sunburst designs. Ribs, cornices and
sculptured vines of gilded bronze ormament most of the
rooms. A close examination reveals hair-fine wires of
orichalcum threading through the metal moldings and
vines. Tiny mirrors of gilded glass nestle among the vines
and carvings as well.

VESTIBULE

Gray flagstones cover this large room’s floor. Bands of
silver-gray stone adorn the white marble walls; the veinsin
the marble often show the same gray hue, The four piers
along the side wallshold bas-relief carvings of long, slender
animals, such as elongated lions, of the same silver-gray
stone. Each pier holds three such beasts, one above the
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other, with rectangular, gilded mirrors between them. The
carvings have glittering eyes of gold and crystal.

The 12 carved beasts are automaton puards. They can
swell from slightly raised carvings to three-dimensional
beasts and drop to the floor to fight and kill. Only the
Guardian can control this defensive feature. Until it gains
more Fssence, it animates only one “Leonine” ata time —
and for no longer than a few minutes. See below for the
combat statistics of the Leonines.

GRAND SALON

The largest chamber in the Fortress is an oval 60 feet
wide, 45 feet long and a full three stories high. Eight
slender pillars of white marble reach from the floor to the
domed ceiling 50 feet overhead. Above, the pillars ring a
great lens of pale yellow glass. Below, the pillass encircle a
complex mosaic of interlacing polychromatic circles and
squares, with a fist-sized golden nodule in the center.

On ground level, four pairs of arched niches indent
the walls.

On the second floor, a foot-wide cornice links four
balcanies that overhang the east, west and south passages;
the northern balcony completes the symmetry. Gilded
balustrades guard two archways that flank the southern
balcony. The northemn wall holds false archways.

On the third floor, withered branches and vines spill
from a trio of holes knocked in the southern wall ahove a
second cornice.

A third cornice divides the walls from the domed
ceiling. The ceiling bears a fresco of eight panels, each
portraying the Unconquered Sun in a different activity:
fighting monsters, enthroned in judgment, casting light
over a field of grain and so on.

The usual gilded ribs and vines frame each niche and
entry. More vinework runs along the bottom of each
cornice. Golden chains from the pillars meet 1o support a
10-foot-wide golden chandelier of dull glass balls hanging
from the pommels of uptumed swords. Sixteen black
obsidian mirrors spaced along the walls and eight smaller
- _.mirrors set.within the pillars accent the white and gold of
the rest of the room. ]
o resents several features df interest:

* The ceiling lens is 15 feet in diameter, During the
day, the great crystal lens sheds a warm, golden glow
through the Grand Salon. If someone casts a mote of
Essence into the lens, shadows swirl across its surface to
form a map of the 50 miles around the Fortress. Glowing
flecks represent beingsrich in Essence, suchas thedemons.
(The exiled Solars created this magic map to keep watch
over their trapped demons and to watch for Dragon-
Blooded armies.) The lens-map remains active for about
five minutes. The Guardian can activate the lens-map. If
characters expend more than 5 mates in the Grand Salon
during a single scene, the map automatically activates.

* The chandelier is made of gilded bronze, with
threads of orichalcum along its recurved arms and blades.
The glass balls are glow-orbs, as described above.

* Any sound made in a niche reverberates through
the Grand Salon. A character whose player makes a
Perception + Investigation roll can imagine the long-ago
scene of Solars dancing in the Grand Salon to forget their
self-imposed exile, while musicians played in the niches,
hidden behind long-vanished filigree screens.

¢ The painted figures of the Unconquered Sun are
both male and female. Anyone who studies the frescoes
in the Salon and the portraits in the second-floor
gallery recognizes that the exiled Solars gave the Un-
conquered Sun their own features — portraying
themselves as their god. This is, needless to say, as
offensive a heresy as can be imagined.

¢ The northern balcony is an obvious place for a
secret door. There isn't one.

ATTUNEMENT TOTHE INVISIBLE FORTRESS

Once the characters fetch the  Manse's
Hearthstone from the Final Retreat, they can
attune themselves to the Invisible Fortress by
the normal methods. They discover, however,
that the Essence they actually receive from this
Manse varies wildly.

Each hour that a character draws upon the
Manse, the Storyteller should roll one standard

FO-sided dieréi\gi.de-t-lw resuletby twoand FO-u-Hd

ngs the M'mse, s rating for them at that hour.
Thus, attuned characters can draw from 4 to 20
motes while inside the Fortress and cannot
predict or control how much they receive. Each
attuned character should roll separately during
a given hour.




from the walls. For such a large room, it doesn't have much
furniture, just an upholstered chair, two lounges for reclin-
ing and a cabinet in the western wall niche. The floor is
scattered with broken glass and porcelain.

The cabinet holds several old wine-bottles and jars
{empty, except for a trace of dried lees in the bottom) and
one surviving crystal goblet. The broken pottery is com-
prised of vases that demons smashed long ago.

CHAPEL

This room is more richly decorated than most of the
others. The southem wall bears a shallow niche with a low-
relief carving of the Unconquered Sun enthroned as a
divine king. To the right of the Unconquered Sun, smaller
niche carvings depict Luna and the Five Maidens. To the
left, other niches portray Gaia and the Five Elemental
Diragons. All the figures are brightly painted, with gold and
silveraccents; elaborate gilded scrollwork frames each niche.

A gilded latticework divides the other walls into
diamonds of veined white marble, with agolden bossin the
middle of each diamond. A band of the usual gilded
vinework runs along the top of each wall.

The shallowly vaulted ceiling is enameled bright blue,
with an enormans sun of crimson, yellow, silver and gold at
the apex. The center of the painted sun is a yard-wide disk
of gray glass. Except for its size and shape, this operates just
like the glow-orbs found throughout the Invisible Fortress.

Blue tiles with golden sunbursts tile the floor.

A drum of white marble three feet in diameter and
four feet high serves as an altar. The altar was capped and
trimmed with orichaleum, but someone ripped away most
of the filigree on the sides of the altar and about a third of
the sheet of orichalcum on top. The center of the altar is
hollowed into a bowl, still bearing ashes from the last
sacrifice burned to the Unconquered Sun.

The Unconquered Sun has eyes of crystal and a tiny
amount of orichalcum foil. No matter where one stands in
the chapel, or what the lighting, the eyes seem to look
somewhere else — never directly at a character.

A character who knows about First.Agé, religion.can... .
realize, through a successful Intelligence + Lore roll, that.-
achapel tathe Unr"nnmmmd Sun shonld bm}"}'iuindh'i'ik 0 Al

_+the Sun’s light can fill the sanctum: Placing the chapelin ==
~ _aback room —even a large and sumptuous back room —

with an ersatz sun._ hows a distinct lack of piety.

* The rear wall of “the- chapel holds-
opened by pressing the correct gilded boss.’
to a square shaft. Horizontal slots in‘one v
“criide Tadder. The: _haft goes down 30 feet Y,
-.of the shaft, chara

fake: When someone picks the lock, the massive, knobby
doors slam across the shaft, inflicting 10 health levels of
lethal damage on everyone standing in the shaft. Metal
arms attached to the doots then pull back the doors, and
the doors relock, rearming the trap.

SCULPTURE STUDIO

Thisroom holds several blocks of the local stone, many
broken statues of the Solars, a stone workbench and a rack
of tools along the eastern wall. Half the tools are missing.

TroPHY ROOMS

The skins of strange beasts cover the floors of these
rooms. Stuffed and mounted heads hang on the walls. Most
are of various monsters, but three are human. All bear rips
and tears. Cabinets with glass doors hold various oddities:
a foot-long reptilian scale inlaid with a heraldic symbol; 2
broken sword with a blade of violet metal; a crystal hall
holding a black rosebud; an ordinary terracotta drinking
bowl, broken and carefully mended; and so on.

These trophy rooms hold relics from the old Solars’
adventures or other memorabilia that they could not bear
to abandon. No doubt, each relic plays a part in an epic of
heroism, sotrow, love or lessons learned — but no one
remains who could tell these rales.

The cabinets themselves are magical. Although the
cabinets are made of wood and glass, they are stronger than
steel (8B/BL soak) and magically locked. Each cabines
bears a carved face that snarls and shouts, but they have no
way to actually fight a vandal. The Guardian can intro-
duce characters as Sclars and the new owners of the
Fortress. After this, the carved faces unlock the cabinets
whenever the characters want, so long as the characters
feed them a mote of Essence.

The demons managed to rip out and carry away one
whole case. The other cabinets worry terribly about their
comrade and insist that the characters force the demonsto
bring back their fellow and the treasures it contained.
{Even if the characters want to do this, the task is not
possible, The demons smashed. the stolen cabinet and
broke or recycied its contents centunes s 2go. ) o

‘secret-door

nms whobe rules are now-

The'doors are’« . - 2

Jso hold dice, cardsand

od and metaI "




holdsfour comfortable (butscarred and threadbare) chaits.
The walls hold cases of musical instruments: lyres, flutes,
small drurms, a gamelan and others. Leather drumheads
and put strings break at a touch, but the ather instruments
remain in working order after all these centuries. One case
is broken and empty.

The cabinets are talking automata, like the ones in
the trophy rooms. They nag characters to take good care of
the instruments.

Music MASTER’S ROOM

This was once a comfortable bedroom, but the Solars
stripped out anything of wood or metal. The only remain-
ing furnishings are a bed platform and mattress, two ripped
footlockers of stiffened leather, a chamberpot and a scat-
tering of small ceramic knobs, and an ancient lyre with
broken strings.

Inside the bed platform, scorched but still intact
among the ashes, is a porcelain mask. The mask carries
Essence - it's magic. Ifa person donates a mote of Essence
to the mask, an elderly woman appears, with the mask
covering her face. This nice old lady, Liwet Ohazia, was
the music master for the Solars. See the “Minions” section,
below, for more about Liwer Ohazia.

DN RooM

Faded, worn and ragged tapestries hang on the walls of
this room, and a tattered campet covers the floor. The room
holds five round tables of white marble and four chairs of
carved stone. A few shreds of faded cloth are all that
remains of their upholstery. Light comes from the ubiqui-
tous crystal orbs and reflects from the ubiquitous mirrors.

A curtained niche in the east wall holds three eerie
figures. Each figure has a painted porcelain mask for a face.
Bronze hands on stick-like arms emerge from threadbare
sleeves. Their tattered, hooded robes hang loosely on
stick-figures of jointed bronze rods.

These grotesque scarecrows are servants, Given 2
motes of Essence each, they animate for an hour to help
people with their chairs, pour wine and otherwise wait
attendance on anyone who dines in this chamber. After-
ward, they collect the dishes and carry them to the scullery
in the ceilar. ‘They cannot speak, merely gesture. The

. Guardian can control them at will, but to animate them,
1it,.100, must:feed them Essence. :

- Some ofthe stone shelves in this Jarge room are broken,
“from demans looking for secret cupboards that do riot exist.




fury. The Fortress’ Spirit Servitors collected the scattered
pages, but did not order them. The characters can reas-
semble the pages into books but not complete texts: In
every case, some pages were lost.

Two of the books are epics abour Solars who dwelled
in the Fortzess, written by court poets. The glory of the
Solars’ deeds as cunning heroes and brilliant savants
comes through at times, despite the extravagant, repeti-
tive passages of praise that mar the stories.

One book of gold is a historical epic abour the bartle
against the Primordials, allegedly written by a Dragon-
Blooded squire who lived through the last decade of the
war. Although incomplete, the story incidentally includes
some rare and obscure lore about the Primordials, gods,
demons, the Exalted of the First Age and their customs,
The Tale of Penarys presents the Dragon-Blooded of the
early First Age as Exalted field engincers who shaped the
natural world to help the Solar and Lunar heroes in battle
(and repaired the damage afterward) and implies that they
were far more than shieldbearers and shock troops. How
much of this was propaganda deliberately spread by the
Celestials to show the Dragon-Blooded that their role in
supporting the bureaucracy of the Solar Deliberative was
divinely ordained and how much was truth is up to the
Storyteller to decide.

Another golden-paged book is a manual of First Age
sorcery. Unfortunately, half the pages are missing, making
the spells described therein suggesrive but nat immediately
useful. Perhaps one of the demon tribes has the other pages?

We leave the other books for each Storyteller to design
onher own. Theycan be “treasures” (the Immaculare Order
and other loremasters would pay much for authentic Firse
Age texts) or the seeds of further adventures.

Conjuring RooM

The walls of this room are inlaid with powerful runes
of protection and containment. The floor holds three
summoning circles inlaid in orichalcum: one for demons,
one for elementals and one unlike anything éven the most

knowledgeable characters have seen before. These potent.
circles add two dice to the character's Occult rolis for__

mastery of the appropriate beings.
The Guardian.or the Servitors can explam the myste—
*_rious third circle: The old Solars used it to _tran,sform the

last of their aging imortal servants into the : geless Spirit

Servitors. This was the great-discovery ofithe Twilight
Caste Solar, Larquen Quen anda remarkabl feat of Solar
Clrcie Sorcery

BATH]NG CH

conceit of a forest pool. Several short, corroded bronze
branches emerge from the wall to serve as hangers for
clothing and towels. The north and south walls hold full-
length, oval mirrors of silvered glass.

A 12foot-wide circular basin of white tile occupies the
center of the room, while semicircular niches in the walls
hold 8-foot basins raised a foot above the main basin and
partially overlapping it. The northern niche's walls bear a
scene of icebergs and distant snowy mountains, while glis-
tening crystal lines the basin; the southern basin is painted
with a scene of a tropical beach, with actual sand in the
basin. Brass pipes once brought water to the three pools; the
plugs to their drains evidently rotted away long ago.

Originally, each pool supplied a different temperature
bath: cold to the north, hot to the south and warm in the
main bath, which received the overflow from bath. Hot
water came from the boiler in the adjacent room. The
northem bath is kept cold by its lining of ice brought from
the uttermost Notth — ice so completely frozen that only
a smith’s furnace could melt it back into water. The brass
taps have corroded shut, but as mentioned before, are quite
amenable to repair.

DisroBING ROOM

Like the bathing chamkber, the walls of this small,
elliptical room are painted to show a forest glade, with
bronze tree-branches emerging from the wall. Three “mossy
boulders” of glazed and textured pottery serve as staols for
people dressing or undressing. Two of the branches clutch
a full-length silver mirror against the west wall.

BoiLer RooM

The eastern third of this room holds a massive block
of brick with small bronze and porcelain doors, while bins
for firewood and peat line the walls; one bin holds an
ancient, corroded axe, while another holds an equally
decrepit shovel. Inside, the grear brick box holds a lattice
of bronze pipes running through loose chunks of rock. A
second pipe passes from the top of the brick box to the
_exterior wall. The great brick box extends through the
floor to the cellars, ™ :

“A cIose examination revealsi. hie purpose of the con-
trivance:.it heats water for the bath chamber. The water. -
enters th.rough on'" pipe, passes through the smaller pipes

collectsinaholding tank of
s from the-utter south of
endsr The rock’s heat

—the Solars foundthat
e fuel and Essence every




and thread unroll in a tangled mess across the floor. The
loom still holds part of a half-finished tapestry depicting a
boy with flowering vines growing out of his head.

A close examination of the yarn and thread reveals
that it is neither wool, cotton, linen nor any other fiber the
characters have ever seen. Rather, it seems to be mineral
— some sort of spun tock or glass.

SMITHY

This room holds a smith's furnace and forge, as well as
a variety of anvils, molds, a quenching-trough, bellows,
hammers, chisels and other tools, all in the usual disarray.
The leather bellows are torn, but their framework remains
intact. Given a mote of Essence (and a new leather cover-
ing), the magic bellows pump by themselves for an hour.

Among the wreckage, the smithy holds one incom-
plete automaton. This magical servant is nothing but a
headless stick-figure of bronze rods. If a character is alone in
the Smithy, with no one else nearby, the incomplete au-
tomaton animates and attacks. The stick-man can ty to
strangle a character orstrike with a hammer or chisel. When
other characters come running, the automaton collapses,
and the last Essence eaves it. Henceforth, it is just a bundle
of bronze rods. The mad automaton is functionally identical
to one of the Wairers from the Dining Room.

(This is the Guardian’s doing. lt directs the blind
auromaton as it watches from a shiny bit of metal; astute
players may wonder how the automaton fought so well
when it lacked a head to see with.)

SpINNING ROOM

An incredible contraption fills much of this large
chamber. The device combines spinning wheels, some sort
of kiln or forge, a grinding mill and less identifiable bits, all
connected with belts and chains running every which way.
Half the parts are broken. The room also has a stone desk
and chair by the east wall. On the desk, someone has
carefully assembled the bits of several broken clay rablets.

Translating the tablets reveals the purpose of the
machine: [tspins rock into thread and yarn. On one tablet,
the Solar [atrixian, builder of the machine, laments that

~nnne ol will suer laarn nfher innpf\innc device which

1ets her comrades replace the tapestries and tablecloths

that they unravel and reweave for new clothmg She

leaves the instructions for the: o:hers in case of her death.

Prison CeLL
The, Solars turned this small room into a

trace of

Essence to mystical senses... because their magic is to
drain and dissipate Essence. An Exalted character bound
by these manacles loses 1 mote of Essence each tumn, and
there’s not a thing she can do about it: These manacles
were forged by master magicians to bind other master
magicians. Freeing oneself from the manacles by breaking
the chains or ripping them out of the wall is a difficulry 4
Strength + Athlerics feat, and the character must have an
effective Strength + Athletics of at least 40 for the pur-
poses of breaking things to attempt it, so chances are she
won’t be trying more than once. Once released, a character
recovers Essence at her normal rarte.

FALsE GARDEN

A person who opens the doors from the Grand Salon
is in for a moment of confusion. Instead of the interior of
the mountain, she seems to have stepped outdoors — into
a formal garden, no less, Marble steps descend to an
immaculately manicured green lawn. A white marble
fountain plashes. Trees and flowering hedges mark out a
grid. During the day, sunlight filters through the interlac-
ing branches and dense foliage of the trees.

A closer look reveals the fraud (no dice rolls needed).
The grass, leaves and flowers are made of colored silk. The
tree-trunks and branches are enameled terracotta. The
hedges are made of twisted wire. The ground is sand
beneath the sitken-grass carpet. Beyond the layer of false
foliage, the tree trunks become the pillars supporting a
vaulted roof coated in glowing blue glass, about 20 feet
high. The garden seems to extend much further than it
really does because of incredibly lifelike frescoes painted
on the walls, Only the fountain is real.

The man-high hedges partly shield three semicircu-
lar “bowers.” Each bay is painted with a different
pleasure-garden:

* Fast: A water garden of cascading pools and rivulets
full of water lilies, bulrushes, frogs and small, jewel-like fish.

» North: An extension of the formal garden alonga
hedge-lined path to a tall summerhouse — but a large
section of this painting has been hacked away, leaving
bare stone.

® Waoct: A r]n.nn hnwaar nFrr\wﬁrll_'\_g, lilaecs. with erilki-
umsand other shade loving flowers growing beneath them.
A person who concentrates on the painted scene feels

“a tug at his Essence. Ceding a mote: of Essence enables a

character to'walk into the painted scene. which, for him,

* 7 becomes real. The garden of illusion automatlcally takes 1
J‘; 1 cell It_-

mote per hour, when the character stops donating Essence

or decides to leave, hé finds himself back in the bay, and

justapaintingagain. Characters whodonot-
nt Essence to the maglcal gardens see, the 3
he fresco,




This only works for the east and west bays, though.
The damaged notthern painting has lost its magic. If the
painted garden is destroyed while someone is within the
illusion, that person dies. Thus did one of the Solars
murder another.

DoMESTIC STAFF DORMITORY

Thisplain, gray stone room is bare except for eight bed
platforms. Some holes in the walls might have held rods
and curtains to give each servant some privacy. The walls
bear some scratched graffiti. No other trace remains of the
servants who slept here; the current service staff has no
need of sleep.

EmMPTY STOREROOM

This bare stone room holds nothing except a few
broken pottery jugs and crocks.

BACK STAIRS

These spiral staircases link all four floors of the For-
tress. Each turn of the stairs holds a single glow-orb, set in
the southern wall.

The western stair also holds the true entrance to the
Final Retrear. Twisting the glow-orb midway between the
firstand second floors opens a narrow section of the eastern
wall, revealing a 10-foot-wide, gently sloping passage into
the mountain.

Seconp FLOOR

The old Solars used the second fleor as their residen-
tial floor. Bedrooms take up much of the floor. The Solars
used some chambers as workrooms, when they realized
that they would have to build and repair their own fumi-
ture and other domestic items. Craft hobbies also helped
them pass the time.

Like the ground floor, white marble with translucent
veins sheaths the floors and walls, while molded plaster
omaments the ceilings. Gilded moldings and vinework
decorate the walls and door frames of every area, even the
water closets.

UPSTA]RS PARLOR

A thick carpet of rock-yarn covers.most; ot the marble

* floor. The room holds two setrees and’ three chalrs, theit

" stone frames chlpped andupholstery tom. The east and west’
wallshold framed portraitpaintings. Immed lately beforethe

southern wall star{ds a lme of exght marhlé plllars, each

down fromahighplace ononeofthe walls—appears within
the globe. Someone who stands outside the Fortress can see
the citcular mitror corresponding to the orb begin to glow,

When the character wills it, a long stone serpent
extrudes from the wall of the Fortress, with the circular
mitror clenched in its jaws. The serpent’s body can extend
a full 20 feet from the wall. The character can mentally
direct the serpent to look this way and thar. When the
characterreleases the crystal ball from her will, the serpent
retreats back into the wall of the Fortress.

By feeding another 3 motes into the crystal globe, the
character makes the exterior mirror fire a golden bolt of
mystical force. This bolt causes no physical harm, but it
strips away the Essence of whoever it hits: 10 motes for
every success rolled in a Wits + Essence atrack roll. The
beam isso wide thata target is automarically at -2 successes
on any attempt to dodge, and it cannot be parried. Spirits,
as creatures of Essence rather than martter, suffer one
health level of aggravated damage per attacker's success.
Charms and innate supernatural powers that enable a
creature to soak aggravated damage also protect against
the Essence draining effect, every 10 motes drained count-
ing as one “health level” for purposes of soaking.

* A character who lifts up the carpet discovers that
the parlor's floor holds a huge map of the four-cornered
world. The map consists of thousands of tiny bits of jewel-
like glass, colored and textured to sugpest different
landscapes, with threads of blue glass for rivers and glitter-
ing blue, gray and green glass for the sea.

Anexpert in geography whostudies the map can tell that
the central regions of the map differ from the present-day
world in many ways. Only the Greatest of Isles seems un-
changed. The peripheries bear little resemblance to the
present world — and the map is at least twice as large as the
known, modem world. The map shows the world in the First
Age, before the eruption of the Wyld. (Realizing this requires
a simple success on an Intelligence + Lore roll.)

An actual diamond in an orichalcum setting marks the
Seat of Splendors on the Greatést of Isles. Twenty-one beads

-~ of orichaleum also stud the map. One marks the location of - -
the Inv1S|b{e Fortress. A eographer can match a few other i

con {ome locat ion per o
Lo e aa °F

E He:r pl:ngSC- B
Essence toan.
one was looking -
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BEDROOMS

These rooms each contain a bed platform and, per-
haps, a small table, a chair or two, a wardrobe or other
domestic furniture, all made from stone or terra cotta.
Tapestries hang on the walls. Each room also contains at
least one mirror set into the walls. Lifelike porcelain masks
on the doors show which Solar lived in each room.

Storytellers can add whatever other colorful details
strike their fancy. These bedrooms do not contain any-
thing important, though: As each Solar died, her fetlows
divided her possessions, and raiding demons have carried
off most of the portable goods.

Bax’s WORKROOH

n bldl lL‘Lprdu aLuﬁC La
tectural sketches on earthenware tablets show thxs room'’s

i
i, oaicond sticks ul.lu archi
T

" Builder of Manses
wHis Work s Hi is M

the actual Fortress in that the model lacks the skylights
installed in the attic.

A person who carefully compares the model to the
real Fortress discovers a more subtle difference, too {Intel-
ligence + Investigation to notice): One second-floor pillar
is slightly out of place. The pillar easily slides into its
correct position — and with a click and a whir, the stone
model unfolds to reveal an effigy of carved marble robes
veined with orichalcum. The hood of the marble robe folds
over a grinning human skull. A large book rests on the
effigy’s chest, while a small stone tablet etched with gilded
runes lies at its feet.

This is the body of Kal Bax. The enchanted marble
robe that he wore in life stiffened to become his coffin in

dearh. The hanlr is Manse Construction, Rav's ahservations

and instructions on the art of building Manses. Manse

... Construction begins with first principles and proceeds to

the apex of this arcane art. Comprehending the book in

- fullwould take years, but a characrer-with the Trait ratings
of4 in Lore, Occult and Crafe (Arch:tecture) canlearnthe

Charms an :spelis for building or re "amng Manses. (See .

' "_Exalted p- 247, for the systers for bu1ldmg. repairing and
~altering-M nses: ‘Bax's: book-also- tea;:hes several-special -
Charms forManse Construc onl thatx Tequire. Trait ratin gs .




SOLAR PORTRAITS

The paintings depict all 12 of the old Solars,
showing them as they wanted to bc remem-
bered.

¢ Kal Bax (Twilight Caste), an oid man,
" stands before the Invisible Fortress. He wears a

robe that looks like sculpted marble. Bax holds a
sculpted yellow staff in one hand and a mason’s
square in the other.

¢ Ozandus Pal (Twilight Caste), sculptor
and apprentice architect, shatters a block of
stone with his hammer and chisel to reveal a
solar disc.

¢ Crinis Proles (Twilight Caste) stands with
apainter’s palette and a brush in her outstretched
hand — as if the viewer were part of ascene that
she painted.

¢ Larquen Quen (Twilight Caste) stands in
‘a magic circle, surrounded by elemental spirits
prostrate in fealty.

' ® Arvika Chas (Zenith Caste) plays a flute
in a copse of trees, with birds fluttering around
her.

* Mcherrin (Zenith Caste) rides a golden
stag bareback through the chaos of the Wyld, a
horn at his lipsand a spear of solar fire at his side.

» Kotor Varos (Night Caste) twists his body
into an anatomically improbable posture while
balancing on one finger.

® Daveg Chlurion (Night Caste), smith and
artificer, pours a ladle-full of molten metal that
shapes itself into the figure of a man as it falls.

® Vaznia (Night Caste) stands behind the

" throne of ademon king, who does not notice the
dagger of Essence that she holds at its throat.

» Aure Orchester (Eclipse Caste) stands at
the prow of a ship that sails through the stars.

¢ [arrixian the Weaver (Eclipse Caste) sits
at her loom. A handsome man rises from the
loom’s tapestry to offer her a rose.
gorgeous robes, blesses two warriors as they
break their swords.

4. Thestone

0 must iobey

The runestone is completely immune to bashing
damage, and it has 10soak versus lethal damage. Ithasno
defense against aggravated damage. Successfully inflict-
ing a single health level of damage upon the runestone
breaks its power, releasing 5,000 demons to roam and
ravage as they will.

BAx’s BEDCHAMBER

Demons clawed at the portrait on the door, but it
remains recognizable as Kal Bax. This small room is bare
except for its bed platform, a stone chest and a broken
stone chair. The chest is empty.

PAL’s BEDCHAMBER

The portrait on the northern door identifies this room
as Ozandus Pal's chamber. It holds the usual bed platform,
a stone desk, two stone chairs whose uphelstery has been
ripped to shreds, a stone wardrobe and the shattered
remains of more than a dozen inscribed clay tablets scat-
rered about the floor.

A drawer at the top of the desk will not open. Where
alock should be, ithasa tiny face. Feeding the face 1 mote
of Essence animates it for an hour; it peers quizzically at
anyone whositsat the desk, but releases the drawer only for
someone who looks like Ozandus Pal, touches the lock and
says the password. The Guardian knows the password:
“Mithra,” the name of Pal's Lunar lover. {Less refined
characters can simply hack open the desk. It takes 6 health
levels to break open, and the desk possesses 10 soak versus
bashing and lethal damage.} The drawer holds several
fetters written on sheets of silk and an crichalcum quill
actached to a rod that slides on a rectangular metal frame.

The letters are copies of Pal's letters to his Lunar
Exalted companion. {See the introduction for the text of
these letters. The quill device is a magical dictation-
machine. Given 1 mote of Essence and something to write
on, the quill slides back and forth on its rod, writing what
it hears in a golden ink that never runs out or smudges.

The Audient Quill writes in a different hand for each

_PErson whose speechitrecords, and jtcapturesthe speaker 5

emotions in its writing style. A very clever person who




PoTTERY STUDIO

This room features two stone tables, a hand-mill, a
mixing trough, a potter’s wheel, bellows, a kiln in the
comer replacing the usual fireplace and all manner of tools
for crafting ceramics. Many jars hold glazes and other
powders, Dozens of porcelain masks hang on the walls, but
none of them are magical. The southwest carner holds a
life-size porcelain statue of the Solar Kotor Varos.

GLAss STupIO

This smaller room also has a kiln, but the tools and
supplies are for glassmaking. The Solars also used this
wotkroom to craft objects of adamant.

WATER CLOSETS

These six small rooms each conrtain a flush toilet of
sturdy porcelain, a spigot and ewer for washing (cold water
only}, a rowel rack, a mirror and a short counter with a
cabinet beneath. One toilet's plumbing still works; like-
wise, one spigot... not in the same closet, alas, but the
Guardian can talk a Solar with suitable Craft-based Charms
through the necessary repairs.

QFFICE

This small room holds two stone desks and two stone
chests, all locked with mundane locks, One desk holds
several ceramic styli. The chest beside it holds dozens of

clay tablets scratched with fantasies of revenge upon the
Dragon-Blooded — hopeless, elaborate schemes to return
from the Fortress and seize power again.

MAaze RooMs

An elaborate, three-dimensional maze of stone
crawlways now fills these three former bedrooms, leaving
10-foot-wide chambers around each bed platform. The
paranoid Solar who built the maze rigged the crawlways
with chimes to warn him if anyone else crawled into the
maze. Frequent tiny slits and holes between crawlways
would, perhaps, allow a person with a longstiletto toattack
scmeone in another passage.

One of the little bedchambers holds just such a
weapon, a slender adamant spike on a relescoping bronze
rod, equal to a knife but inflicting aggravated damage.

None of the small bedchambers contains a mirror,
even a small one.

ATTIC

The self-exiled Solars filled the attic with foodstuffs
and other supplies. When the supplies ran out, one Solar
tried to convert the empty attic space into a huge green-
house as an alternative to conjured food. Unfortunately,
the Solars could not obtain fertile soil in their little valley.
Plants grew sickly in their conjured soil and needed magic
to prosper — but that simply resulted in food conjured less
directly, with little improvement.




Centuries later, the many rooms of the attic remain
crowded with low tables of dry, dead soil and dry, dead
plants. Withered vines crawl up trellises and spill across
the floor. Papery leaves of dead vegetables crumble at the
slightest touch. Dry twigs of fruit trees claw against the
panes of the skylights built into the steeply pitched ceil-
ings. Corroded water pipes dangle from crossbeams and
brackets. Many of the soil-tables are tipped over.

One skylight is broken. The tables beneath it have
rotted and collapsed. Here, where water drips in, a patch
of moss covers the low mounds of soil. Spiderwebs festoon
the broken pipes and roof-beams. This moss and the
spiders are the only living things in the Invisible Fortress
— except for the characters themselves.

For some reason, the Solars broke down the masonry
walls separating the attic from the upper salon, and dead
vines and branches spill through the gaps.

Nothing in the atric is magical or a trap or intrinsically
dangerous inany way. The tablesand dead plants make ithard
to move quickly or quietly through the attic. On the other
hand, the dead foliage could quite effectively screen a person
who crawledunderatable tohide. Analert character canfind
one tiny mitror wedged into the roof-bearns of each room.

CELLARS

The Solars relegated most of their servants to the base-
ment. Half the cellar, however, consisted of nothing but
storerooms for food and drink. The supplies ran out, and the

servants died long before the Solars met their own deaths,
leaving most of the cellar a series of dark, empty chambers.
More than a century later, when the Solars began dying, one of
them spent decades tuming the empty storerooms into tombs.
She carved 11 sepulchers; the long-dead Bax remained in his
upstairs tomb. Some of the tombs never saw use, though.

The ceilings in the cellars are normally 10 feet high.
The bare floors, walls and ceilings are of the mountain’s
own gray rock.

The cellars also hold all the ashpits at the bottom of
the Fortress’ chimneys.

ARENA

Short flights of steps lead down to this large oval
chamber, and more steps line half its perimeter, forming a
small arena. Sand covers the floor. Heavy, arching ribs of
stone help support the shallow dome of the ceiling 15 feet
overhead. Large, semicircular niches to the southeast,
southwest and north hold bronze starues of muscular, but
androgynous figures. An assortment of weapons, from
dagpers to battle-axes, hang on the wall of the northern
niche. All show the nicks and scratches of long use. The
masonry tibs hold 12 fist-sized balls of dull glass (in gilded
vine-wreath frames) and bronze cressets for torches. A
bronze brazier lies on its side in the arena.

The Solars built this arena to exercise, maintain their
combat skills and amuse themselves with practice bouts, Later,
they held penuine duels as their distike and suspicion grew.
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» The glass glow-otbs work normally. So why the
torches and brazier? Warmth, for one thing —and firelight
pives a wilder, fiercer aspect to a bout.

* The three statues are automatons created to serve
as sparting partners and trainers: one for weapons com-
bat; one for boxing, wrestling and other forms of unarmed
combat that emphasize strength and toughness; and one
for martial arts. Five motes of Essence activates an au-
tomaton for a scene.

REFECTORY

This large toom holds two long, stone-topped
tables. The chairs, however, are gone. The servants
and soldiers ate here.

The three niches in the southern wall hold ranks of
golden bars connected to crank mechanisms. Turning the
cranks drives the metal rods up through the ceiling 1o bar
the front door and adjacent windows.

The golden rods are actually steel coated with a thin
layer of orichalcum. All the rods together contain a few
ounces of the magic metal.

TomMss

Whatever purpose these chambers once served, they
became tombs. The center of each room holds a massive
stoneslab chiseled with strange, archaic characters. A life-
size statue surmounts each slab, Slab and walls all bear
elaborate carving: patterns of skulls, bones, human figures,
skeletons, sunbursts, birds, animals, flowers, abstract ara-
besques and bands and panels of writing.

Someone who translates the inscriptions on the tombs
finds that they are the names of the dead Solars and the
dates of their birth and death in the First Age calendar.
The inscriptions on the walls are rather conventional
maxims and short poems about death and reunion with the
Unconquered Sun.

The massive stone slabs each weigh a ton. Moving
them or breaking them is left as an exercise for the
characters' power and the players’ ingenuity. Lifting them
- by.sheer, brute strength requires an effective Strength +
Athletics total of at least 14.

Each shb sealsa Sh‘lf[ 4 feet wlde 7 feet iong and 30 feet

Tomb 1's statue is broken, and the slab is cloven in
twain, leaving a gap just wide enough for a person to
squeeze through. Several meral stubs emerge from the wall
of the shaft 10 feet down. The bottom holds broken stone,
scattered bones and shreds of cloth.

Tomb 2 is cracked but still in one piece, though the
statue is broken to bits. Long ago, someone drove two
iron rings into the slab and an iron hook into the ceiling
above; a rusty pulley and age-rotted rope runs between
them. If the characters replace the rope and lift off the
stab, they find the remains of three bodies in the bottom
of the shaft. One is nothing but bones, the second is cut
in half, and the third is a withered mummy huddled
against a wall. The clothes are stained and rorten with
age, but a jade ring on the mummy's figure bears the seal
of House Peleps. The scything blade that once guarded
the shaft is permanently jammed.

Tomb 3 is marred with large, crude letters hacked
across the carving: “I WILL RETURN.”

Tombs 4, 5 and 6 are empty; if they hold traps, the
traps are not armed. Three of the Solars didn't reach their
final resting-places.

Tombs 7-11 remain intact, with working traps, coffins
and minor treasures.

Coox’s RooM

A bed platform in the southwest comner and the
remains of a leather footlocker show that someone once
lived in this small rcom behind the stairs. No personal
traces temain of its former inhabitant, the head cook.

SERVANTS’ DORMITORY

This bare room holds a fireplace and several piles of
ancient domestic detritus — sandals, clay bowls, homn
spoons and the like. Graffiti defaces the walls.

The room also holds several cracked, splintered and
rotten barrels and heaps of large glass bottles and pottery
jars bearing mysterious seals. Some of the jars and bottles
still hold dark, bitter residues — the long-dried lees of
wine, beer and other liquors.

The kitchen servants lived in this room. The graffiti
and wreckage are alfl that remains of their tenancy. Much
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TRAPS FOR THE T OMBS

Daveg Chlurion, the Solar who installed the traps, did not work very hard at them; it was something
to pass the time, but he didn’t care much about protecting cadavers. Thus, the traps are fairly simple and
easy to bypass, and characters can use Charms to avoid the-attacks of some traps or resist the effects of

others. For instance, some Dodge-based Charms might help a character avoid a spear trap.

Traps do not require attack rolls. They automatically hiv unless the player makes a successful Wits -
+ Dodge roll for the character. If the character specifically takes precautions against traps, such as
probing ahead with a spear and closely examining the walls of the tomb-shaft, this roll is at difficulty 2
(dodging while descending on a rope is fairly difficult). If the player does not describe reasonable
precautions the character could take, the roll is at difficulty 4.

* Spears thrust from holes in the wall to pierce a character who steps on the floor of the shaft. 1-
3 spears strike anyone standing at the bottom of the shaft; each spear mﬂlcts 8L damage. Five minutes -
after striking, the spears retract and the trap rearms.

* A stone slab slides across the shaft, 10 feet from the base, and locks into the opposite wall. The
slab is a full foot thick. This trap triggers when someone tugs on the coffin. Stopping the slab from ‘:losmrr
requires success at a Strength + Athletics roll at difficulty 4.

* Razor whips lash out when someone tugs on the coffin, striking everyone at the bottom of the
shaft. The whips inflict ZA damage each turn and continue lashing as long as someone stands on the
floor of the shaft.

* A razor sword slashes across the pit to cleave in twain a descending character. The sword
inflicts 121 damage.

ToMs TREASURES

The Solars buried their fellow exiles with some of their personal effects. Any cloth or wood rotted
away, but metal and stone remain. These grave-goods are examples; Storytellers should add to the list,
placing 1-2 treasures in each tomb. Not all treasures must be useful. '

* An orichalcum ring, set with a diamond. The ring subtracts 1 mote from the Essence cost of any
Charm to evoke non-damaging illumination.

* Golden armor. The leather parts rotted away long ago, but the gold-washed, orichalcum-alloyed
steel parts remain intact. Any competent armorer can stitch and rivet them toa neiv leather backing. The
armor is superbly made and covers its wearer from head to toe in glittering gold, like the Unconquered Sun
come to Earth. Because this is fairly thin armor, it counts as an orichalcum reinforced buff coat.

* A golden armband inlaid with threads of moonsilver and set with moonstones. An inscription on
the inside reveals the armband as a love-gift from a Lunar Exalted. The armband has no magical
properties but is valuable for the metal and gems.

e A black jade dagger. This dagger consists entirely of carved black jade. 1t inflicts aggravated
damage on spirits. The blade is inscribed with a name — the name of a powerful water-spirit this dagger
is fated to slay, one who fears this dagger above all things. |

* A crystal brooch, alifelike rose C'lrved out of actual rose crystal. Its only magic is that no mundane

“force can break it.
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Other furniture includes a hand-cranked wringer that
still works, cupboards full of glazed pottery plates, bowls
and mugs, an ironing board and a heavy {latiron meant to
be heated with hot gravel from the boiler. (The gravel is
in a small drawer set in the boiler’s side.) The clothesline
that crosses the room is so old and worn that it snaps
under the slightest pull.

LAVATORY

This small, narrow room holds a pair of white-enam-
eled flush toilets, a white pottery washbasin and faucet
{cold water only), a shelf for towels and washcloths and a

buckert for discarded cloths.

CoLp Room

Someone left the door to this room ajar long ago. A layer
of frost a foort thick coats the floor, wallsand ceiling and locks
the door in place, and frigid air pours out the open door.

Someone who hacks through the frost on the floor
discovers a layer of clear ice slabs: more of the never-
melting ice of the ultimate North. Magic, now long
evaporated, chilled the room still further. The Solars filled
this cold room with meat and other perishable foodstuffs.

PANTRY

Stone shelves line the walls of this large room. Noth-
ing remains upon them, however, except several large,
earthenware crocks and amphorae. The shards of other
broken jars cover the floor.

Clearing the potsherds reveals a magic circle carved
in the floor, of just the right size to hold one of the large
crocks. Large claw-marks scar the circle, though, making
it useless for sorcery. (Raiding demons thought it might
have something ro do with the binding upon them. Actu-
ally, the Solars used it to conjure food.)

One of the jars still holds several conjured biscuits,
looking unchanged after centuries — but as soon as
someone touches them, they crumble and dissolve into
wisps of Essence.

“CINERARIUM
The east, west and south walls of this room hold
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ARMORIES

These two rooms still hold racks for weapons and
armor, polishing cloths and jars with traces of rancid
grease and powdered pumice in the bottoms. Not much
remains of the weapons and armor, though: a spear, a
mace, two rusty dageers and the leather from assorted bits
of armor (the Solars removed the metal for other uses).

FALSE STAIRWAY

One paranoid Solar dug a trap here to harass and
delay hypothetical invaders who might seek the
survivars’ secret retreat. A door leads to a descend-
ing flight of polished stairs 20 feetlong, with another
door at the bottom. When a person is five feet from
the end of the stairs, the steps collapse into a flat
slide and the door pops open, precipitating everyone
on the stairs into a spiked pit. The pit already holds
two skeletons.

Avoiding the pit once the trap springs requires a
Dexterity + Athletics roll at difficulty 3. Characters have
the usual chances to detect the trap if they think to look
for one; those who fall in the pit suffer the usual damage.

MINIONS

AUTOMATA

All automata in the Fortress share certain Traits in
common. They have no Willpower or Virtues, because
they lack free will or passions. They have no Social
Attributes, not even Appearance, because they lack the
will o attempt social tasks. They do have Mental At-
tributes but very narrow, limited minds. Automaracannort
tell when someone lies to them, and they cannot adapt
toany event that falls outside their predefined function.
The Leonines can display cunning in hunting down
intruders in the Fortress but cannot set foot outside it,
even if a Solar gives a direct command to do so.

As partial compensation for these limitations,
magic or other attacks that affect the will, mind or
emotions have no effect on automata, nor can they be
socmliy mampulated Even the Guardian could not
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Every Fortress automaton also has a small
orichalcum disk set somewhere on its body. This
is the automaton’s “heart.” Removing the heart
instantly deactivates the automaton. Inflicting a
single health level of damage suffices to remove
an automaton’s heart, but this imposes a +3 dif-
ficulty on the atrack roll.

One activates an automaton by feeding it Essence.
Discovering the proper way to do 5o requires a simple
successatan [ntelligence + Occuleroll. Automata vary
in the number of motes required to activate them and
the length of time they remain active.

THE LEONINES

Description: Although their carved forms look
stylized in an art deco-ish way, the animate Leonines
lock fully organic, muscles bunching under their
golden hide as they sinuously stalk toward an oppo-
nent. They move silently, with nothing but the
occasional scrape of a talon against the stone floor to
betray their presence. A Leonine's heart is in the
middle of its chest.

These automaton beasts attack relentlessly, if
that’s what the Guardian demands. They possess no
real minds or sense of self-preservation. A beast can
detach from the wall and drop to the floor in a single
rurn and atrack on the next. Returning to the wall
takes another turn.

Attributes: Strength 5, Dexterity 5, Stamina 3, Cha-
risma N/A, Manipulation NfA, Appearance N/A,
Perception 2, Intelligence 2, Wits 2

Virtues: NJA

Abilities: Athletics 3, Brawl 5, Dodge 3, Stealth 5

Base Initiative: 7

Attack:

Claw/Bite: Speed 7 Accuracy 10 Damage 7L Defense 7
Dodge Pool: 8 Soak: 5L/8B (Stone skin, 3L/3B)
Willpower: NfA Health Levels: OK, OK, OK -1,
-2, -2, -4, Wrecked

-1, -1,

Other Notes: Animating a Leonine costs the Guardian 5. ..
motes of Essence. A Leonine can remain animate for up 0.

a full day.
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carve a roast turkey, or they can fasten their stick-
figure hands around a person’s throat.

The Waiter' hearss are located where the base of
the throar would be for a human, where the metal rods
of their spine and shoulders meer.

Attributes: Strength 3, Dexterity 2, Stamina 5, Charisma
N/A, Manipulation NfA, Appearance NfA, Perception 1,
Intelligence 1, Wits 1

Virtues: NfA

Abilities: Brawl 3, Craft (Domestic Service) 3, Melee 3,
Stealth 3

Base Initiative: 3

Attack:

Carving Knife: Speed 6 Accuracy 5 Damage 4L Defense 3
Clinch: Speed 3 Accuracy 5 Damage 5B Defense NJA
Strangle: Speed 3 Accuracy 5 Damage 2L* Defense NfA
Dodge Pool: 2 Soak: 4L{8B (Durable construction, 2L/
B

Willpower: N/A Health Levels: OK, -1, -2, -4, Wrecked
Other Notes: * Strangulation inflicts 2 health levels + attack

. successes in lethal damage each tumn, except that the victim
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a practice bour or training session; if no one gives them any
orders, they shout, “Defend yourself!” and attack.

Because they do not comprehend anything except
combat and training, these auromatons make terrible
servants. For instance, a character could not simply tell a
Trainer to carry 2 heavy load from one room to another.
She would have to say, “Pick up this object. Walk through
that doorway. Tum left in the hatl and keep walking until
youteach the second door on yourright. At that point tum
right, walk into the middle of the room and set down the
object there. Then, wait for further instructions.”

The auromatons will take orders from no one but a
Solar and cannot be ordered to kill a Solar. They are easily
deceived about the purpose of an order, however, and can
be tricked into using lethal fotce against a character.
Attributes: Strength 5, Dexterity 5, Stamina 5, Charisma
N/A, Manipulation N/A, Appearance N/A, Perception 2,
Intelligence 2, Wits 2
Virtues: N/A
Abilities: Athletics 3, Dodge 3 and either Brawl 3, Martial
Arts5 orMelee 5, with one level of the specialty “Training.”
. Base Initiative: 7 .

- Attack: As per weapon or brawling or martial arts combat
- _maneuver (oo many to list; sze Exalted rulebogk).

: 6L/12B (Integral armor, 4;1./ 7B)
Wilipos \ ealthLevels: OK, OK, OK, -
<2, -2, -4, Wrecked e _
Other Notes: None'
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their services any more (typically, when the Guard-
ian has killed everyone in the Fortress}. The
Guardian can also banish a Servitor back into its
mask as a form of punishment.

The Servitors must obey any command that the
Guardian gives them, but the characters have a
remote chance to remove the Guardian's spiritual
hold — if they think of it. If the characters destroy
the Guardian, any remaining Servitors regain their
free will. Before then, powerful sorcery might break
the Guardian’s hold on their wills. Characters can
also subvert a Servitor through friendship and affec-
tion, either manufactured by Charms or sincete
attempts to get to know them, treat them with
respect and improve their lot. The Servitors cannot
outright disobey the Guardian, or even tell the char-
acters about their enslavement, but a Servitor can
interpret commands broadly or procrastinate so as to
minimize damage to its friend.

By themselves, the Servitors are not very effective
combatants. When the Guardian possesses a Servitor,
the spirit gains considerably greater power. Each pos-
sessed Servitor has a disgustingly prehensile tongue,
some means of slashing or stabbing at a victim and one
special form of attack all its own. The Guardian can
also change a possessed Servitor's appearance (tempo-
rarily or permanently), and possessed Servitors can fly.

When the Solars wansformed the last of their
servants into spirits, the process incidentally wiped
away most of their memories of the mortal lives. The
Servitors know very little about the First Age, beyond
their specialized duties. The Cook, for instance, knows
everything about fine dining in First Age courts. He
knows nothing about sorcery, combat or lost treasures.

Note that the Music Master’s room holds the long-
lost mask of a sixth Servitor: Liwetr QOhazia, the only
Servitor who remembers her mortal name. The Music
Master is not under the Guardian's control — not at
first, anyway. The Guardian can enslave her through a
massive psychic assault. From then on, the Music
Master acts as another ptoxy and may atrack the Solars.

Description: The Maidservants and the Valet
seem young and attractive. The Cook is middle-aged

... and bald but possesses an infectious good cheer. Liwet
‘Ohazia, thé-Music Master, is a sweet old lady with a
~ lilting-voice
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Virtues: Compassion 3(1), Conviction 2(5), Temper-
ance 3, Valor 1{5)

Abilities: Awareness 2, {Brawl 3), Dodge 2, Larceny 3, (Melee
3), Performance 3, Socialize 3, (Thrown 3), Stealth 2

Base Initiative: 5(8)

Attack:

Slashing Attack: Speed 8 Accuracy 6 Damage 41 Defense 6
Tongue Lash: Speed 8 Accuracy 6 Damage 6B Defense 6
Special Attack: See below

Dodge Pool: 5 Soak: 3L{3B (Resilient ectoplasm, ZL/1B)
Willpower: 6

Health Levels: OK, -1, -1, -2, -2, -4, Incapacitated
Other Notes: Spirit Servitors often appear to take
much more serious damage than they really do: Le-
thal or aggravated attacks may run them through,
cut off limbs or even cleave them in twain, but the
parts keep fighting on their own and rejoin a few
turns later. Servitors recover one health level of
bashing damage per turn on their own. Five motes of
Essence (supplied by the Guardian)} heals one level
of lethal or aggravated damage. Breaking the
Servitor’s mask (a +4 difficulty attack in combar
that must inflict three health levels of damage after
soaking} destroys a Servitor; the spirit screams as it
dissipates like smoke in a windstorm.

The Servitors all share four special powers:

Slasking Attack: For the Maidservants and Liwet
Ohazia, this attack takes the form of their finger-
nails extending to prodigious length (up to 20 feet!)
to pierce their opponent. The Cook conjures cleav-
ers from thin airand throws them. The Valet extends
his scissors ro slice at opponents. { Technically, this
is a Brawl attack for the Maidservants, Thrown for
the Cook and Melee for the Valet, but for simplic-
ity, we give the Servitors identical ratings in all
three Abilities.}

Tongue Lash: The Servitor's tongue extends and whips
about like a striking serpent, reaching up to 50 feet. A
possessed Servitor can also try to grab an opponent
—and foree-its tongue down his throat-or windpipe to

attack from inside the vxcum s'body, this assault re- -
* quires an immobile opponent (anormal hold maneuver ;
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INDIVIDUAL SERVITORS

e The suave Valet wears archaic black robes with a violet sash and cummerbund and a hooded black
cloak. A small, silver censer hangs from his sash, trailing sweet smoke wherever he goes, and he keeps
a variety of small domestic tools — scissors, a whisk, a broom, a comb and the like — tucked into his
cummerbund and copious sleeves. The Valet bosses around the other Servitors and strives to conceal
the Fortress’ poverty with his own uxorious manners. Sample line: “If Your Resplendence cares to rest,
I have taken the liberty of preparing a bedchamber.”

Smokeball: The Valet whirls his censer into a blaze and collects a ball of choking, sickly sweet smoke
that he hurls at his opponent. This acts like a Poison attack: The victim loses 2 Stamina and 1 Dexterity
if the player fails a Stamina + Resistance roll {no penalty if the roll succeeds).

¢ The jolly, moon-faced Cook wears asimpler version of the Valet's robe but in white and accessotized
with an apron that strains to contain his girth. He usually keeps his sleeves rolled up. The Cook can conjure
any sort of food or drink the characters can imagine, but the flavors are thin and fade from the palate almost
instantly. If the characters supply the Cook with real foodstuffs, he can work wonders. Sample line: “Oh,
my lords! | shall prepare a feast that would shame the Seat of Splendors itselft”

Adhesion: The attacker's fist, foot, sword or whatever sinks a foot deep in the Cook's doughy body — and
‘sticks. The Cook effectively has the attacker pinned in a hold maneuver, but the Servitor himself remains free
o make other attacks. For the purposes of this disgusting form of hold, the Cook has an effective Smength of 5.

 The three demure, young Maidservants wear identical kimonos of fluttering, translucent white
silk and lace with several swirling sashes and long, enveloping sleeves. They serve in whatever way the

- Valet, the Guardian or the Solars themselves command: washing, housecleaning, music (each one plays
an instrument moderately well), dancing, massage, warming a bed. .. you name it. Sample line: “Yes, my
lord. Whatever would please you.”

Grappling Hair or Veil: The spirit-maiden’s hair or her long, diaphanous sleeves stretch impossibly
far to strike at or wrap around an opponent. This acts like 5 Strength usable at up to 20 feet range, to
disarm, hold, sweep or throw. This power does not permit other close combat maneuvers.

» The Music Master wears a simple blue robe tied with a black sash. She oversaw the musical
performances of the servants, tutored the Solars and played for their amusement. When she grew too
old and feeble, they transformed her into a deathless spirit so they might enjoy her services forever. After
her transfiguration, the Solars called her out now and then — but less and less often as the centuries
passed. She doesn’t know how long it's been since the last time a Solar called her out or why her mask
was inside her bed. (Characters may guess that a demon tried to burn the mask, but they will never really
know without the use of Investigation-based Charms.)

Ohazia is the only spirit in the Invisible Fortress who is not a pawn of the Guardian and has no secret
agenda (not that the players or their characters should be told this.) Unfortunately for the characters,
when the Solars transformed Ohazia into a spirit, they erased most of her memory. She has an
encyclopedic knowledge of First Age music but knows very little else. She certainly never knew any of
the secrets of the Fortress’ construction or magic — she was just a musician, after all.

Ohazia does know that the old Solars did not like each other very much. During the brief interludes

| when the Solars evoked her, she saw episodes of jealousy, backbiting and sheer cabin fever. ‘
... At first, the Solars seemed fairly confident that the Fortress’ defenses could destroy the demons o

put up a goad fight against a force of Dragon-Blooded rebels. As their numbers shrank, however, they
seemed more frightened and less divine. Ohazia heard one Solar mention a “Final Retreat” that they -
~would use if the Fortress failed. '
Once the Guardian overpowers Ohazia’s will, she feeds the characters misinformation and attempts
their murder just like the other Servitors. If the Solars befriended her before the Guardian enslaved her,
however, she will try to drop clues that they should not trust her. For instance, she might deliberately
contradict something she told them before, then blame it on a faulty memory, to make them doubt her
veracity; or she could entertain them with a First Age ballad about a Solar betrayed by an ally.
 Ohazia cannot resist possession by the Guardian. She has no unique power while possessed, though
— just a slashing attack, a tongue lash and flight. The Guardian also cannot change her form; this
requires some decades of prior enslavement. Sample line: "I regret | cannot tell you more” — delivered
sorrowfully or icily, depending on how the characters have treated her. '




THE FINAL RETREAT

The Solars hid the Final Retreat as best they could and
built two false entrances as well. As Storyteller, do not feel
obliged to place the true entrance where the map says it is. [f
one of the players comes up with a truly clever idea about
where the old Solarshid the Retreat’sentrance, youmay want
to reward such ingenuity by using the player’s idea instead!

The Final Retreat itself holds several false Retreats,
making it a series of decoys. The Solars did not actually
plan it that way. They had no idea when, the Dragon-
Blooded might discover the Invisible Fortress, so they built

the Retreat incrementally. At first the Retreat consisted of
;ust a few chambers, passages and traps When the Solars... .
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nothing. Others carry spells to obscure mystic perceptions.
Even with their power reduced, the Solars’ prowess at
sorcery exceeded any but a few masters of the First Age,
and they had decades to work on these spells. Asaresult, all
Charms to detect supernatural forces, see through walls or
orherwise enhance Perception fail, except where specifi-
cally noted atherwise. Charms to teleport or walk through
walls do not work, either. The walls, floors and ceilings are
as invulnerable as the Fortress irself.

The Guardian does not see or know anything that
happens in the Final Retreat.

'STANDARD FEATURES

+Salars did” por malm Pum_'y room and nagsase a '.::

Mostof the stonework

,.,'n deliberately 50,852




Several passages have pillars set in the walls every 12
feet. The Retreat also contains several “stairway cascades,”
10-foot sections of stairway alterating with 10-foot land-
ings. These segmented passages helped the old Solars
remember where they positioned their traps.

DOORS IN THE RETREAT

Both the real and the many false doors in the Final Retreat
consist of stone slabs three inches thick, with fittings and
reinforcing bands of bronze. The carved stone and knobby,
sculpted bronze may conceal spring-mounted blades or other
traps. Some doors open by tuming a knob; others, by pushing
down on a lever. None of them simply push or pull apen.
Characters who want to open a door from a distance, in hopes
of avoiding traps, must use magic or exercise their ingenuity.

Assignificant fraction of the doorshave ordinary key locks.
Whatever happened to the keys, they are not in the Fortress.
Unless otherwise noted, a simple success on an Intelligence +
Larceny roll suffices to pick a lock. All locks automatically
telock when a person shuts the door again, but the locks are to
keep people out, not to prevent them from leaving. A person
heading out of the Retreat does not have to pick locks.

The Final Retreat also contains many secret doors,
camouflaged to blend in with the walls, Secret doors open
by pushing a camouflaged button in the wall (perhaps
hidden within a carved ormament) or by pressing on the
correct section of the door.

STANDARD P1T TRAP

Several passages in the Final Retreat contain pit
traps. Some pits are eight feet square and placed to leave
a two-foot safe area next to one wall of a passage. Some
pits fill the entire passage.

The trap doors are made of stone four inches thick and
show only the finest hairline crack in the floor. A person
can notice the trap door's outline on a Perception +
Alertness roll at difficulty 3 or a Perception + Larceny roll
at difficulty 1 (just like a secret door) if they deliberarely
_ search and tap on the floor ahead of them, listening for a

..hollow sound, Forcingiopen a trap door requires a Strength
-+ Athletics total of 5. The trap door is spring-mounted to

" shuragain when a character falls in, but is easy to jam open
o ~—Qnce characters know to avoid falling in.
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the ceiling. Thick, irregular tiles of many colors encrust the
walls, ceiling and floor. The passage is 84 feet long in all.

When someone passes the sixth (and next-to-last)
pair of pillars, their weighrt triggers a trap. Long, razor-sharp
blades stide out from the cracks between the tiles and slash
through the section of tunnel between the fifth and sixth
pillars. Dodging the many blades is a Dexterity + Dodge
feat at difficulty 3. They cannot be parried. Anyone who
fails this roll suffers a 10L artack.

The trap is easy to pass, going in: people simply need
to walk through the fifth segment of tunnel one at a time
or 1o walk abreast.

The door at the end of the passage is not locked.

7. CHAMBER OF THE ARMS

Thistoom holds nothing except a door in the far wall:
a large stone skab flanked by two carved human arms. The
center of the door holds a golden sunburst medallion
whase rays extend to the frame of the door. The door has
no handle, but the hands of the carved arms cup the
botrom edge. The door itself requires a Strength + Athlet-
ics total of 18 to lift.

The carved arms are automata, but they lack Essence
to power them. If Exalted characters feed at least 20 motes
of Essence into the medallion, the arms separate from the
wall and slide the heavy stone doorupinto the ceiling. The
door remains open for five minutes — or until someone
disturbs the butterlies at location 3.

The other side of the door lacks a medallion or any
other way to open the door, except by brute strength.

Thesouthernwall holdsasecrerdoor, asectionof wall that
swivels when someone firmly pushes at the southeast comer,

3. BuTTERFLY CHAMBER

Stairs lead down to this hexagonal chamber. Each of
the five doors is inlaid with a large butterfly of chipped,
rainbow-hued glass and golden metal.

All the doors except the entryway are fake, They have
nothing but bare stone behind them. If anyone uses Essence
in the room, however, or if the room holds more than 6
people, the glass butterflies flucter off the doors and attack,
while the automaton arms lower the stone slab again.

Butterdlies: A single spirit controlsall the butterilies.
_ The butterflies slash at characters with their razor-sharp
“wings, using an atrack dice pool of 6 and inflicting 2A
damage when they strike. Characters suffer -2 dice on
“drtack rolisidue to the butterflies™ small size, but any
successful attack shattersa bueterflyintoshards of glassand
gold:.. which coalesce on the next turn into two butter-

..flies, each. as large and deadly as the original.

Characters cang permanentiy destroy a broken butter; -




one butterfly at a time. They cannot directly attack the

spirit itself because it is bound into the physical substance
of the butterflies.

ADAMANT

In the First Age, the Exalted knew how to
produce a material called adamant, that bore
the same relation to ordinary glass that
orichalcum, moonsilver and soulsteel have to
ordinary gold, silverand iron. Adamant isharder
and holds a sharper edge than just about any-
thing, but it’s extremely brittle. Thus, a
preternaturally sharp adamant blade can cut
through steel like it was butter, bur a good
whack can shatter it. In game terms, adamant
objects have very low soak totals. For this rea-
son, few objects made of adamant survive from
the First Age. The secret of making adamant
was lost in the Great Contagion.

4. PASSAGE

This passage is bare stone. The westem end holds a
bronze lever set in a bronze plate. Pulling down the lever
deactivares the blade trap in location I for five minutes, but
aneedleslides from the lever to prick the person’shand. The
needle injectsaconcentrated demonic venom. See Exalted,
page 243, for the rules governing poison: This venom is
difficulty 3 to resist. Those who succeed lose one dot of
Strength and ane health level immediately. If the player
fails the Stamina + Resistance roll, the character suffersfour
lethal health levels’ damage, loses two more Strength and
suffers a -4 penalty to all dice pools for the next six hours.
The needle passes easily through leather gloves.

The end of the passage holds a false door carved with
six sunbursts. When someone tugs at the handle, short
spears thrust out from the door. These inflict 6L damage.
A character can avoid the spéars with a Dexterity + Dodge
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disgorge icy water. The pit fills with water in 5 minutes,
remains full for 5 minutes and spends ancther 5 minutes
draining. Then, the bar retreats, and the trap rearms.
Without Charms, any victim caught in the pit will die
from drowning or hypothermia.

The third pit differs from the others. A small inden-
tation high on the eastern wall of the pit releases a secret
door and stops the flow of water. {The other side of the
secret door has a normal handle.) Another indentation in
the western wall makes the trap door open and releases a
folding ladder from its interior, making it easy to getout of
the pit. { After all, the old Solars needed a way to get back
out of the Retreat, and they preferred not to use Charms
when 2 ladder would do.)

6. TREASURE TRAP

The door to this room remains open when unlocked.

Four glow-orbs set in the vaulted ceiling provides a
dim light for this 40-foot square chamber. A four-foot-high
stone wall runs across most of the room. Behind it, the east
and west walls each hold a door. Both doors are fake.

Success at a reflexive Perception + Alertness roll
indicates that a character notices a half-inch gap in the
central 10-foot section of the northermn wall — a secret
door that didn’t quite close! A pebble on the floor jammed
it open. Pressing a sunburst on the door makes it rise into
the ceiling, or characters can simply lift it by mainstrength
(requiring a Strength + Athletics total of 8). The niche
behind the secret door holds toppled stacks of gold and
silver bullion, a closed chest and several coffers, all behind
a wall of steel bars with a locked door built in.

The niche is the lure for a trap. Anyone who movesas
much as a single bar of metal — easily done by reaching
through the bars with a pole or a sword — or attempts o
pick the lock releases a massive stone slab that settles to
block the end of the passage into the room. Characters
have one turn to dive out of the room; this action requires
a successful Wits + Athletics roll, difficulty 2. The stone
slab weighs several tons and counts as a typical stone wall:
18 bashing/12 lethal soak; 20 health levels to damage, 40
to destroy; Strength + Athletics roral of 24 to lift.

Two turns after the slab falls, the lid of one of the
chests pops open. A nozzle emerges to spray the toom with
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7. A LogicaL CHoice

This pentagonal room has two doors at the far end.
Each door carries a face of painted porcelain, one smiling
and one frowning. The corner where the walls meet holds
a third porcelain face with a neutral expression.

When characters approach, the middle face speaks in
QOld Realm. A character who is not fluent in Old Realm
willhave noideawhat it's saying. The mask says, “One face
rells the truth and one face always lies, but both say only
“Yes' or ‘No." One question may vou ask, to find the
fortunate path.”

Thisisthe good old “Liar’s Puzzle.” A character whose
player makes a successful Intelligence + Lore roll has heard
of it and knows the solution. It’s more fun, though, to let
the players take a erack at it themselves. The challenge is
to work out a question that forces either face — whether
“rruther” or “liar” — to indicate which door is safe.

The proper question is some variation on, “If [ asked
the other face if yours was the safe door, would it say yes?”
If you question the mask on the safe door, and it's the
“truther,” it will say “No” because the other mask would lie
and say “No.” If it’s the liar, it would say “No” because the
truthful other mask would say “Yes.” If you question the
mask on the trapped door, and it's the “truther,” it will say
“Yes"” because the other mask would lie and say “Yes”; and
if it’s the lying mask it will say “Yes” because the truthful
other mask would say “No.”

Unfortunately, the whole puzzle is a lie. The masks
direct questioners to the trapped northem door: When
someone pulls on the handle, the eyes of the mask shoot
lightning bolts of Essence that inflict 16L damage upon
everyone in the room. Dodging this assault is difficulty 4.

{1f the players scream bloody murder at this, smile and
ask why they thought the Solars needed clues to find their
way past their own traps. This room is a logic puzzle, but it
isn't the one it pretends to be.)

8. CASCADING STAIRS

Each landing of this stairway cascade passage bears an
inlaid starburst design that anyone with a Sorcery Charm
can identify asmagical. (Any attempt todetect magic here
auromarically succeeds

]ust as someone steps on the second landing, Exalted

later, the Iandmg fills with whirling swords of solar flame!

- Give the players achance to make Dextemty + Dodge rolls

to retreat from the landing. Make it easy The characters

" .all feel the Essence gathering.

Anyone whose player succeeds at a Percepuon + Qc-
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The door at the bottom of the stairs is carved with a
palmprint in a sunburst. The door has a mundane lock,
but it magically unlocks itself if a Solar placeshishand on
the palmprint.

9. DOORWAYS TO DANGER

This small chamber holds six identical doors, one of
them the door by which the characters entered. None of
the doors are locked. The other five open on short, narrow
corridors leading to rooms 10feet square, withadoorin the
far wall. White tile covers all five rooms. Each of the five
doors bears a golden sunburst with a globe of glass in the
center and opens by turning a knob.

Door A is genuine and leads to a passage going north.
The doors in chambers B, C, Dand E are fakes. Attempt-
ing to open any of the five doors triggers a trap:

A: Massive, weighted spikes swing from a hidden slot
in the ceiling to impale anyone standing between the
entrance and the door, inflicting 161 damage. Characters
may dodge (assume the weight rolls five success to attack)
but cannot parry. A character who expects the spikes
automatically avoids them.

B: The sunburst conjures a storm of stinging shards of
ice and bitter cold that fills the room, while the door shuts
and locks. Treat this as the Supermnatural Ice Storm from
Exalted, p. 244. The storm lasts up to five minutes — or
until someone gets the door open.

C: The ceiling slams down onto the floor, inflicting
241 damage to anyone in the room.

D: Hidden vents spray deadly acid through the room.
Treat this as an Acid Bath (Exalted, p. 244). Incidentally,
this acid destroys all non-enchanted armor.

E: Razor-edged whips lash through the room, inflict-
ing 2A damage to everyone whose player fails a Dexteriey
+ Dodge roll. The whips strike every tumn for five turns.
This room, however, also holds a secret door opened by
pressing on a particular tile.

10, THE STEEL SPIDER’S VESTIBULE =

vaultholdsa lé:g
hen at least two characters enter the

Thls corridor resembles the enrrancer_‘ passage, . but,._..

dly ribbed boss.....

from the ceiling as a man-sized spider made of blue steel
with eight glittering golden eyes.’

The two passages are subsidiary traps. The “rooms” at
theirendsareactually cunning frescoes painted on the walls.
Anyone who runs down a passage to escape the spider
smacks into the painted wall — harmless, but embarrassing.
As soon as a character moves mare than 10 feet down the
passage, though, her weight makes another steel portcullis
drop, rrapping her in the short corridor for the steel spider to
deal withat its leisure. The spider can command the various
portcullises to lift, rearming the traps.

THE STEEL SPIDER

Description: The Steel Spider scuttlesalong the
floor, walls and ceiling like a real spider but moves as
fast asa man can run. [t fashes out with itsspearpoint-
sharp legs, biteswith greatsawtoothed mandibles and
sprays a tangling web of iron wire. The automaton's
heart-disk is located on the underside of its thorax.

The Steel Spider does not speak, although it
understands Old Realm. The old Solars defined a
password that would deactivate it, but they never

wrote it down. Given time and Lore-based Charms,
the characters might figure out the password. .. even-
tually. Asit stands the automaton serves no purpose
except to kill everyone who enters this room.
Attributes: Strength 5, Dexterity 5, Stamina 5,
Charisma N/A, Manipulation N/A, Appearance
N/A, Perception 3, Intelligence T, Wits 2
Virtues: N/A

Abilities: Athletics 3, Awareness 3, Brawling 4,
Dodge 3

Base Initiative: 7

Attack:

Bite: Speed 7 Accuracy 9 Damage 141 Defense N/A
Leg Strike: Speed 10 Accuracy 10 Damage 121
Defense 7

Iron Web: Speed 7 Accuracy 9 Damage Special
Defense NfA

Dodge Pool: 8 Soak: 10L/18B

Willpower: N/A Health Levels: OK, OK, OK, -
T, I L X -4 Wrecked -

Other Notes: The Steel Spider can perform its
leg strike twice per turn without splitting its dice
pool, because it has so many legs.

Treat the iron web as a hold attack (base Strength
5) but usable at up to 10-feet range. The web drains
5 motes per tum froma wrapped target. The Essence
passes to the automaton, which can use the Essence
torepair itself. It does not otherwise have Essence of
its own and loses unspent Essence within minutes.
The spider can attempt this attack up to six times
before it must reload by eating its webs.




11. CASCADING STAIRS

The entire second landing of this stairway cascade is
a standard pit trap. Jumping over the landing, withoutr
tumbling down the next flight of stairs, requires a simple
success on a Strength + Athletics roll.

12. THE JADE MAGNET

Thistcomisnothing butafour-foot-wide walkwayaround
a pit 30 feet deep. Hundreds of three-foor blades of adamant
glitrer at the bottom. . . along with a moldering skeleton, some
scraps of cloth and armor, and a sword that seems to have a
wooden blade. At the apex of the 30-foot-high domed roof, a
head-sized boss of multicolored stone glows with its own light.
Exalted characters can feel the stone radiate powerful Essence.
The boss consists of about 20 pounds of enchanted jade.

Any character who carries an object made of jade feels
rathet more than the waves of Essence. The boss is a jade
magnet. [t magically pullsany jade in the room to itself. The
tugging begins on the second turn after characters enter the
room, with a force equal to a Suength + Athletics total of
8. The sword in the pit immediately flies to the boss and
hangs by its pommel of green jade. Jade objects too firmly
attached to their owner (for instance, a jade armband or
belt-buckle) can carry the person to hang from the jade
magner. The magical magnet remains active for a full
minute, then abruptly shuts off. Two turns later — plenty of
time for a person to fall into the pit — the jade magnet
activates again, temaining active another minute. The
cycle repeats as long as anyone remains alive in the room.

The magnet does not activate if no one in the room
carries any jade. The magnet also does not affect jade that
isinsulated by surrounding it with orichalcum, moonsilver,
starmetal or soulsteel.

The adamant blades in the piteach inflict 3A damage
to anyone who falls on them; a character who fallsinto the
pit lands on 4 blades, -1 per success rolled on a Dexterity
+ Athletics check.

The sword in the pitis a greenwood blade, one of the
more common magic weapons made by the Dragon-
Blooded. The wooden blade is hard and sharp as steel. Not
only does it mfilct damage on dematerialized spirits, the
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The password is “Daveg Chlurion” (the name of the
Solar smith who made the metal automata). If someone
guesses the password, the mask says, “Pass,” and the door
opens. If nobody says the password within the time limit,
the four automata behind the arrow-slits attack.

The automara know nothing but archery and defend-
ing this one room. If the characters can break through the
wall or door (foot-thick stone, equal to a standard brick
wall — see Exalted, p. 239), the automata ignore them.
They also ignore anyone leaving the room.

The next door, in the passage for the auromata, is not
locked or guarded.

AUTOMATIC ARCHERS

Description: These look like the Waiters in
the Fortress, but they have sturdier construc-
tion, and their hands permanently clench their
longbows. Their creator also did not bother
clothing them, leaving them as bare frames of
metal rods. Their orichalcum heart-disks are
located where their shoulder bar crosses their
spine bar. Each archer carries a quiver of 30
broadhead arrows. They have 75 percent cover.
Attributes: Strength 4, Dexterity 4, Stamina 4,
Charisma NfA, Manipulation N/A, Appear- -
ance NfA, Perception 3, Intelligence 1, Wits 1
Virtues: NfA
-Abilities: Archery 5, Awareness 3
Base Initiative: 5
Attack:

Longbow: Speed 5 Accuracy 10 Damage 6L
Defense N/A (Rate 3, Range 200}

Dodge Pool: N/A Soak: 5L/10B

Willpower: N/A Health Levels: OK, OK, -1, -
l,-2, -2, -4, Wrecked

Other Notes: None

14. FALSE RETREAT

The short passage leads to a bare stone room with

several glow-arbs in the ceiling (one still works). The
room has four chairs of carved ctone with gy nr\hrﬂerpﬂr

and a gray stone table carrying a game board w1th the

~pieces on it, as if the characters mterrupted a game in

progress. Short passages lead northwest and southeast.
~Thie room to the southeast holds five pallets of gray cloth

: 7 and dried mass, an empty chamberpot 4 and five stone chests.
‘11 hasi sturdy door atits fgr end and .

Cne chestholds four matchingdaggers ¢ of polishedstone. The
others are empty The ceiling holds an inactive glow-orb.
" Light shines under the northwestern door, and char-~

- ACe1s Can. he_ar chanting.coming from that d:rectaon The i
dodris locked with a mundanc ock :




—- three men and two women, still with a faint golden
shimmer to their grayish skin — stand around the circle.
They glance at the entering characters with palpable fear
but do not cease their chant. Characters recognize them as
five of the old Solars!

This is an illusion, of course, and opening the door
triggers a trap. A turn after someone opens the door to the
shrine, a great stone black thunders down to seal the
entrance to this False Retreat. It will not rise again: The
Solats expected this trap to work only once. The turn after
that, asigil carved on the stone block flashes and summons
an earth elemental. The elemental beginsfillingin the rest
of the False Retreat with stone. The binding placed upon
it does not let it go free until all within the False Retreat
are dead. It will not, however, cross the {quite genuine)
magic circle in the shrine.

Even if the characters destroy the elemental, they still
face the problem of getting past at least 10 feet of solid
stone before their air runs out. We leave thisasan exercise
for the ingenuity of the players. The stone block weighs
about 80 tons: Strength + Athletics total of 38 to lift.

15. SOLAR ASCENSION

The far end of this tapering chamber holds a dais and
amassive statue of the Unconquered Sun; the statue'shead
nearly touches the ceiling. The statue represents the
Unconquered Sun as if the god was rising to stand, with
one knee on the ground and both fists clenched. Its back
merges with the wall, and its eyes glow with Essence. The
room also holds a circular altar of white marble, The walls
bear carved but unpainted scenes from the Unconquered
Sun’s mythology.

Thestatue is carved with a tablet hanging on its chest.
(Itisn't a separate item, just a carved representation.) The
tablet bears the words, “THROUGH ME ARE YOU
EXALTED.”

The statue carries an enchantment. Its eyes shoot
javelins of Essence-fire at any character who carries items of
jade or starmetal. The statue cannot detect jade or starmetal
objects shielded by orichalcum, soulsteel ot moon511ver

Base Imtlatwc 8
Attack:
~ Essence-Bolt:

Defense 8

EARTH ELEMENTAL

Description: The earth elemental Golax looks
likea powerfully muscled, bull-headed man carved
from polished black jet. Hiseyes are glittering pink -
feldspar, and his horns are iron. He stands about
seven feet tall and wades ankle-deep in the stone
floor, the rock rippling around his feet like water.

Incombat, Golax mixes punches with hisrock-
hard fists, lunges with hishorns and hurled boulders
he pulls out of the walls, floor or ceiling. He also
creates foot-thick stone walls across rooms to divide
the characrers so he can deal with them one ata

: hopes. His homs can be used as a special
effect for a Cunning Thief attack that rips away
Essence instead of flesh. Golax has Principle of
Motion extra actions ready to use as well.

Name: Golax

Nature: Architect _

Attributes: Strength 6, Dexterity 2, Stamina 6,
Charisma 4, Manipulation I, Appearance 1, Per-
ception 2, Intelligence 2, Wits 2

Virtues: Compassion 2, Conviction 3, Tu'npc_r—
ance 2, Valor 3 .

Abilities: Brawl 4, Craft 2 { Architecture), Resis-
tance 5, Thrown 3

Charms: Cunning Thief, Del'n"lt(,l'tdll..k,. Prin-
ciple of Motion

Elemental Powers: Golax possesses three special
elemental powers. Once per turn, he can create a
boulder about the size of a man’s head out of any
available stone. This effect costs him 4 motes. He
can also spend a turn materializing 1,000 cubic
feet of stone; this must extend from existing
stone, but can be in any shape Golax wants.
(Golax generally produces 10 foot cubes or foot-
thick, floor to ceiling walls.) This effect costs §
motes. Finally, Golax can move through carth
and stone as freely as a fish moves through water.
This power does not cost Essence at all.-

Cost To Dematerialize: 40

Base-Lnitiativer 4 oo

“Attack:

Punch: Speed 4 Accuracy 6 Damage 8L Defense &
Gore: Speed 3 Accuracy 8 Damage 101 Defense NfA
Thrown Boulder: Speed 3 Accuracy 5 Damage 6.
Defense NfA Rate 1 Range 20

Dodge Pool: 2 Soak: 12L/18B (Rocky structure,
OL/6B})

Willpower: 6 Health Levels: OK, OK, OK, -1, -
1, -1, -2, -2, -4, Incapacitated

Essence: 4 Essence Pool: 72

Other Notes: None




16. A SHORT, UNHAPPY DESCENT

This short stairway cascade is a trap. The door at the
end of the passage is a fake. As soon as someone moves past
the second step on the stairs, the steps all flatten, the trap
door at the bottom flips open and a gush of soapy water
makes the slope incredibly slippery. A character who fails
a Dexterity + Athletics check difficulty 3 slides into the
pit. This pit is 30 feer deep. The bottom holds so many
razor-sharp blades of adamant that no one could possibly
avoid being pierced by at least a half-dozen of them,
suffering 12 A damage. The edge of the pit itself carries an
adamantine edge that cuts through ropes in 3 turns.
This trap does not rearm itself. The trap door remains
open, and the stairs stay collapsed.

7. DousLe DECEPTION

The third segment of this pillared, tile-encrusted hall
bears dozens of crystal nodules on the walls, floor and
ceiling. Dazzling threads of white light, like spun solar fire,
connect the nodules in an interlacing web.

I{ the player succeeds at a Perception + Investigation
roll, his character sees a way to wiggle through the net of
fire without touching any of the glowing threads. The
threads, however, are an illusion (Perception + Aware-
ness, difficulty 3 to detect, or through Charms). Halfway
across, dozens of blades flash from hidden slots in the walls,
inflicting 101 damage on anyone in that segment whofails
a Dexterity + Dodge check at difficulty 3. The blades
cannot be parried.

Characters have no way to pass through the segment
without triggering the blades: Leaping characters suffer the
same attack. A narrow secret passage, however, bypasses that
section of the corridor. The hallway contains yet another
trap, though: a standard pit trap that completely blocks the
last segment of the passage. A second secret tunnel bypasses
this trap and leads directly into the chamber beyond.

After all this, the door at the end of the corridor is
both locked and a fake. The Solars bricked up the wall
behind it.

18. Luxurious HaLL

This vaulted chamber halds four quarter-circle daiscs

shrouded by curtains of glass beads. A small fountain
“~plashes in the middle of the room. Each dais holds a stone-
framed bed and an empty leather footlocker. Two automata
~-in hooded gowns, with the painted porcelain faces and
- porcelain badies of lovely maidens, stand at attendance by
- the fountain, When aSolar comes within 10feet, theybow
melodious veices, how they may serve.

- totender domestic-service toSolars: They knownothing -
. about their former -masters, except that 2 Solar passed
“through'a sec wall of:the chamber
* andneverret ' sttime they saw their masters.”

tomatons are not programmed to fight, only "




The secret door opens an eight-foot section of wall like
Frenchdoorstoreveal analcove threefeetdeep. The farwall
bears an incredibly realistic fresco of a beautiful garden with
flowerbeds and fruit trees. Behind the garden is a palace
resembling the Invisible Fortress but covered in gold. The
background shows farmland, with a corral of cattle.

An Exalted character can walk into this painted scene,
just like the frescoes in the False Garden of the Forrress.
Once in the painted scene, the character hears sounds of
music and laughter from the palace and sees human silhou-
ctiesmove against the windows, I anyone opens the doorto
the palace, however, everyone in the painted scene must
succeedata Willpower check atdifficulty 3 orbesucked into
Oblivion. From this trap there is no retum.

The automata are not lying, though. The frame of the
fresco holds a hidden carch that makes the fresco swing
back as another secret door.

19. CROSS OF PASSAGE

Three passages leave this intersection, each with a doaor
at the end. Each door bears a sigil that pulses with power.

Two of the doors are fakes, but the magic sigil on each
door has the same effect. Anyone except a Solar who
touches a door suffers the loss of 20 motes of Essence. The
players’ characters, as Solars, have nothing to fear — but
they don't have 1o know that.

Each door’s handle also contains needles that jab out
and inject a demonic poison into whoever grasps and pulls
it. The needle pierces leather but not a metal gauntlet. The
poison has a delayed effect: The next time the character
engages in strenuous activity (such as combat), she loses 3
Dexterity from fever and tremors untess her plaver succeeds
at a Stamina + Resistance roll, difficulry 2. The debilitation
lasts 6 hours. Medicine or Charms can reduce this duration.

20. CRUSHING WALLS

As soon as a person moves eight feet into the indi-
cated 12-foot section of passage, the stone walls slam
rogether with bone-crushing force, inflicting 121 damage.

They open on the next turn. The tumn after that, they slam

together again, and so on, until they reduce anything

between rhem to a smmr The walis reac't' 10 anything'

Because the wal!s take time to open and close, char—
acters can dash between them on the turn th'u: they close
after crushing something else. :

The door at the end of the passage hasa mundam: fock.

The two-foot thick slabs of crushing wall extend and

retract on thick steel bars five feet above the’fﬂoor Aifives

foot section of the true wall behind the western crushing
slab is actually a concealed door — a thin shcet of earth-

~ ‘enware painted to look like stone wall but free to, swinglike

‘a pet door. A character who thinks to inspect the wall

on a Perception + Awareness roll. (It isn't that difficult to
find, once someone thinks to look.)

21. EMpTY ROOM

This appears to be a small, empty room.
Itis, in fact, an empty room, with no traps or secret exits.

22. LAST CHANCE

This room lacks a door. The far wall holds large folding
doors made of white porcelain in a bronze frame. Each
porcelain panel bears a gilded sunburst. Two large, locked
stone chests — or maybe they are coffins — flank the doors.

The alcove behind the folding doors holds an eight-
foor-tall gilded sratue of the Unconquered Sun. Thestatue’s
back and legs fuse with the stone wall, but the figure
extends one arm as if offering to shake hands.

Opening the folding doors or either of the chests activates
the automata within the chests. These automatons resemble
the servants in the Fortress but have sturdier construction. ..
and four arms. They try to grab and restrain intruders.

Expending more than 5 motes of Essence in the
chamber triggers a second trap: a 10-foot square stone
block sheathed in orichalcum sinks to fill the last landing
of the passage outside, blocking the doorway. The block
falls slowly, in fits and starts. The characters have two turns
in which to flee before the chamber becomes their comb!
When the block crashes into the floor, the automatons
release grappled characters and return to their chests.

The stone block’s enchanted orichalcum sheath gives
it 18 bashing/12 lethal soak, just like the walls of the
Invisible Fortress.

A minute after the block falls, the statue speaks. Magi-
cally, it speaks in the listener’s native tongue. It says,
“Foolish intruders! For your trespass apainst those Exalted
by the greatest of gods, you deserve only death! Yet the
Children of the Unconquered Sun have mercy and honor
— more 50 than your wicked kind. They offer you an escape
with your worthless lives, if you pledge that you will die
rather than return to the Fortress Invisible or tell anyone
else of its Jocation. Stand on the circle, clasp my hand, and
swear by your life and soul that you accept the pledge, and
you shall go freely and uriharimed. So swear the Childrénof
the. udu, ;u)-’ Him \’vhu Exshed ih uu..;u to.Tule OYEr yal. " :..

Dea"h—oaths ‘of this sort ar - extremely common in

Intelligence + Lore or Oceult. roli conflrms that the old -
Solars cquld. certalnly:enchant a statue to admlmster sud

reakmg h1s pledge O the other-
one. who administers the oath. must. also. grant.

an.koatha. ell




If characters accept the statue’s pledge, they vanish
from the chamber and reappear 20 miles from the Invisible
Fortress. .. each one in a different, random location... and
stark naked in the arctic wilderness. The statue has not
harmed them. What happens to themafter that is up to the
weather, the demons and the will of the gods. If the
characters set foot in the Invisible Fortress again, they
suffer one healih level of aggravated damage every turn,
until they leave or die. They also suffer one health level of
aggravated damage every turn in which they try to talk or
write about the Invisible Fortress, even to each other.

All the equipment of the teleported characters ap-
pears in chamber B of location 23.

The statue lies, however, about there being no escape.
The face of the stone block holds an exceptionally well-
concealed secret door (difficulty 3 to find). Behind the
door isa shaft through the block, with a ladder to the upper
surface and a bronze lever.

Characters who climb the ladder emerge on the upper
surface of the block and see a passage heading west, They
also see the heavy steel bars that sink into the stone block
to lift it again. Pulling the bronze lever at the base of the
ladder, then shutting the secret door, makes the black rise
back into the ceiling.

WRESTLING AUTOMATON

Description: These automata attack with
complete disregard for their own existence: They
serve no purpose except to force characters to
expend Essence and, then, to delay them long
enough for the block to fall. Like the Waiters,
their hearts are attached where the base of a
human’s throat would be.

Attributes: Strength 3, Dexterity 5, Stamina 5,
Charisma N/A, Manipulation NfA, Appearance
N/A, Perception 1, Intelligence 1, Wits |
Virtues: NfA
Abilities: Awareness 3, Brawl 5
| Base Initiative: 6
Attack:
B Hold: Speed 6 Accuracy 10 Damage 0 Defense NfA
R Tackle: Speed 6 Accuracy. 10, - Lsiccess rolet
Damage 5 + possible knockdown Defense NfA
Dodge Pool: They never dodge Soak: 61./10B
{Integral armor, 3L/5B)
Willpower: N/A Health Levels: OK, OK, -1, -1,
2, -4, Wrecked

- -
1

opened with a successful Intelligence + Larceny roll,
difficuley 2, or use of appropriate Charms.

Thehexagonal chamberhasfive otherdoors. Doors A
and C are currently locked. Small chambers A, D and E
hold leather footlockers and pallets of ancient, moldering
brocade stuffed with moss. The footlockers hold plates,
bowls, goblets, knives, forks and spoons, all made from
earthenware or demonbone. The pallet in room A leans
against the southeast wall. Behind it, characters find a low
tunnel into the rack, just large enough to crawl through.
Room B has a circle of adamant threaded with orichalcum
inlaid in the floor; it also holds the clothing and posses-
sions of anyone who let the statue at location 22 teleport
them out. Room C holds stone shelves carelessly piled
with earthenware ums and an astounding array of miscel-
laneous objects of every precious substance.

See “Rewards," below, for some of the magic items
that the hoard might contain.

24. THE FINAL RETREAT

The low, smooth-walled tunnel winds 50 feet through
the rock before it expands into a small, rounded cave. By
the faint light of a waning glow-orb on the floor, characters
can see a withered mummy dressed in rags huddled ar the
other end of the cave, its arms wrapped around a staff of
yellow jade shod with golden orichalcum, a disk of gold-
rimmed crystal on a chain around his neck.

Here lies Ozandus Pal, last of the exiled Solars to die,
senile, mad and alone. He clutches the Singing Staff of his
master Bax. On his chest lies the Hearthstone for the
Invisible Fortress. A pocket holds the keys for all the
locked doors in the Retreat. The walls of the cave bear a

single word scratched over and over with Pal's dagger:
(ISAFE‘H

THE HAUNTING

For all the danger of the trap-filled Final Retreat, the
greatest threat to the characters waits in the Fortress itself.
The Invisible Fortress is more than stone, metal and glass,
more even than the currents of Essence that flow and
teverberate within its walls,
The Fortress lives.
The Fortress thinks.

. The Fortress kills.




Bax intended this Guardian to serve the Solars as an
unsleeping watchman, ever-vigilant for attack from the
demons or the Dragon-Blooded. Bax also gave the Guard-
ian great power over the Fortress’ enchantments. When
the Solars realized that the Fortress might become their
final home, Bax understood that he would be the first Solar
todie. He believed that the other Solars could not possibly
maintain the subtle and intricate enchantments of the
Fortress. Hisfellow exilesincluded sorcerersof greatknowl-
edge and power, but they were not Bax, greatest
Manse-builder of all time.

Qver the centuries, the Guardian. .. changed. Essence
is no dead, impersonal force: It absorbs the character of its
user, The Guardian, a creature of Essence, came to resemble
its creators. It absorbed their treachery, their jealousy and
their will to power. It goaded their rivalries and fed their
fears. In time, it learned how to kill the last few of them
directly. With each death, the Guardian grew stronger.

As the decades passed, however, the Guardian felt its
power wane. Too late, it understood the delicacy of Bax's
enchantments: Bax balanced the energies of the Fortress
on the assumption that it had Solars living within it. Left
vacant, the Guardian’s portion of the Fortress' energy
slowly declined. That was unacceptable; the Fortress must
ke protected! The Guardian needed Essence-rich beings
living and dying within the Fortress to restore its power.

Once in a while, the Guardian allowed a few demons
to enter the Fortress, so it could toy with them, torture
them and harvest their Essence. Eventually, it hit upon a
cunning plan: It overpowered the will of unwary ice-eaters
and sent them to spread rumors and clues about the
Fortress as bait. It learned how to suppress the concealing
enchanrments for short spans of time. Sure enough, once
or twice a century a few Exalted — Lunar, Sidereal or
Dragon-Blooded — followed the trail to the Fortress like
moths to a flame. The Guardian killed them all.

The players’ characters present the Guardian with an
unprecedented problem. It has never dealt with so many
Exalted at once, and not Solars, since the lastof its builders

died. The characters also, however, represent an unprec- -

edented opportunity — enough Essence to sustain the
Guardian for cenruries.

_ THE GUARD]AN S POWERS

toit. The Guardian's control over the Fortress enables it to
trick Exalted characters into granting it Essence. The
glow-orbs do not actually require donations of Esserice to
make them work: The Guardian simply suppresses their
normal funcrion until a character feeds a mote of Essence
to the device. The Guardian takes the Essence for itself
and turns on the light. The Guardian also steals the motes
of Essence fed to the enchanted locks.

More generally, the Guardian gathers 1 mote of Es-
sence for every 5 that characters expend in the Fortress. If
a Dawn Solar activates her anima, for instance, the char-
acter expends 10 motes, and the Guardian gains 2 mores.
(Round all fractions down.)

If an Exalted character or demon dies within the Fortress
{and in this case, this includes the Final Retreat), the Guard-
ian receives all the character’s remaining motes of Essence.
The death of a normal person grants 5 motes to the Guardian.

The Storyteller should keep track of how many motes
of Essence the Guardian has stolen; this shapes the
Guardian’s strategies,

THEe FORTRESS” DEFENSES

The Guardian has a measure of control over the
various enchantments and defenses of the Fortress. It can
activate or suppress the demon-quelling light of the glow-
orbs or project brief surges of Essence past the concealing
enchantmenr as a way to draw in Exalted characrers. It
controls the magical lock on the front door. The Guardian
can even activate the Essence-Serpents, although this
costs more energy than the Guardian prefers to expend.

UNHOLY INSIGHT

The Guardian knows how Solars think: [t had centu-
ties to observe a dozen of them, after all. Within a day of
watching the characters, the Guardian knows each persons’s
Nature and their Virtue-based Flaws and Limit Breaks. ..
and it knows how to use these weaknesses against them.

Sere AND HEAR EVERYTHING

The: Guardian sees and hears through mirrors and
reflections. The characters, in tuen, can see and hear the
Guardlan w1thm the many ‘mirrors of the Fortress.The -

The Guardian has many powers. Some denve frorn its

essential nature as the rulingintelligenceof the Fortress Others
are direct mystical powers over mmds and matter. The Guard

bllit}’ enables

turally provi_des :

e Guardlan also con-
ny, mirrors as it.wants

locatlon ‘_

seltonly in large mirrors — 0




find some other polished orreflective surface. It cannotspy
on them in the Retreat.

The Guardian is always visible within areflection that it
uses as a window. Especially alert characters may catch a
glimpse of the Guardian in an unexpected place — but
Storyeellersshould not give thisinformation away tooquickly!

ANIMATE THE FORTRESS

Bax gave the Guardian a limited power to reshape the
substance of the Fortress, chiefly so it could effect routine
repairs. Only the great breach in the attic defies the
Guardian's power: The Guardian doesn’t know why, but
the moss and lichen growing an the broken edge of the roof
blocks its power.

The Guardian can also use this power to cause danger-
ous “accidents” or to directly assault characters... bur it
can manipulate only small masses at a time. Thus, it waits
for opportunities when a small shift to the Fortress’ sub-
stance could endanger an unwary character. For instance,
if a character inched along the uppermost cornice of the
Grand Salon, looking for secret doors, the Guardian could
make the cornice give way under her feet and send her
falling to the floor. As a general rule, the Guardian can
reshape just one cubic foot of the Fortress' substance ar a
time. This is quite enough to animate a length of the gilded
vines that ornament much of the Fortress and send it
slashing at a character with its razor-sharp leaves! The
Guardian does not engage in such blatant attacks unless it
feels sure of killing a victim in one stroke or can plausibly
pin the blame for the attack on someone else.

Reshaping or animating a bit of the Fortress costs 1
mote per turn.

AUTOMATONS

The Invisible Fortress contains several automatons:
the three Trainers in the cellar arena, the two Waiters in
the dining hall and the dozen catlike beasts pressed into
the piers of the ground floor vestibule. The Guardian has
total control aver the Leonines and Waiters, but unxil it
. _collects a large supply of Essence, it parsimoniously prefers
toanimare only one of them ata time. It can also command
the three Trainers but does not wield such totaI control.
The Guardian must operate within the iimited: muuduty
and rigid imperatives built into these three au :

2 motesfturn  Minor change, 1 sense.

5 motesfturn ~ Major change, 2-3 senses.

The Guardian pays the same Essence costs as the
charactess to activate an automaton. For 20 motes, it can
animate any item of furniture or staruary in the Fortress as
an automaton; for instance, the chandelier in the Grand
Salon, one of the effigies from a tomb ot even Bax's marble
tobes, with his bones still rartling inside!

SPIRIT SERVANTS

The Guardian long ago enslaved the Fortress’ Spirit
Servitors. [t can direct the Servitors to do anything it wants,
from seducing a character to poisoning his food. By expend-
ing 10 motes of Essence, the Guardian can temporarily
augment a servant's power and possess its body. {See the
description of the Spirit Servitors for details.) It can also
alter a Servitor's appearance, not enough to make them
withstand close inspection, but enough to allow a character
to catch a glimpse of a “mysterious assailant” or what looks
like the back or profile of a member of the Circle.

DreaM PROJECTION

The Guardian can project hallucinations into people’s
minds. This works most easily upon steeping characters: for
| mote, the Guardian can make a characrer experience a
detailed, vivid dream of its design. This acts like the spirit
Charm Dreamscape, with the same costs. Charactersdonot
receive any innate defense against these dreams, but some
Charms might block the sendings — if a character thinks of
this. The Guardian also prompts dreams on various subjects,
suchasenemies, griefsorlost lovesand watchesthe characrer's
dreams for clues to her past and motivations.

The Guardian can also project waking dreams, but this
task is considerably more difficult. The Storyteller must make
a successful Willpower roll for the Guardian at a difficulty
equal to the tarpet’s Essence Trait. If the roll succeeds, the
Guardian can project an illusion into the target character’s
mind. A character does nor sense a hallucination while it
happens, though she may well guess it from context.

Inducing such a hallucination — and covering its
tracks so the target does not immediately recognize the
waking dream — costs the Guardian a great deal of Essence
cach tumn, however, so the Guardian does not maintain
hallucinations for long. The per-turn cost of a waking
dream depends on how thoroughiy the Guardian wishes to

erpower the target character’s senses:

Examples: Altering a reflection in a mirror; changing
the lighting in a room; creating a noise or odor.
Examples: Seeing and hearing a demon instead of a

comrade; seeing, fecling and smelling part of your body |

10 motesfturn . Totat change, all senses.

rot with gangrene.
Examples: Stepping into another world; making a

lesser hallucination seem to last for hours when it
actually takes place in seconds. Dream combat (see
below) can take place.




o Tnwisible Fon'ress is

TELEKINESIS

The Guardian has a minor power of mind-over-
matter. It can exert two dots of Strength upen anything
within the Fortress. This is enough to move small objects
and furniture, hurl & knife or push someone down a flight
of stairs. Telekinesis costs 1 mote per tumn of use.

CrRAFT SMALL OB)JECTS

By combining its telekinesis with its power to reshape
the substance of the Fortress, the Guardian can create
small objects from stone, metal and glass. Each object must
weigh less than one pound and costs 5 motes to craft. The
Guardian cannot create objects from nothing, transmute
substances or reshape the Five Magical Materials.

A character can recognize thart an object is a magical
forgery if she succeeds at a Perception + Crafts, Investiga-
tion or Larceny roll at difficulty 3 and thinks o check for it
If the player expresses no suspicion, the character accepts
the forgery without question.

- DETECTING THE GUARDIAN’S MAGIC

Characters do not automatically realize
when the Guardian expends Essence to attack
ordelude them. The echoing, turbulent Essence
within the Fortress itself renders Charms, sor-
cery and other magic difficult to detect (see the
“Someone to Watch Over You” sidebar on p. -~
52). The Guardian also has centuries of experi-
ence at disguising its use of Essence, adding
another +1 difficulty modifier to any attempt to
sense its powers at work (thus, a minimum
difficulty of 3). Simply detecting the Essence
use, however, does not suffice to unmask the
Guardian. Tracing Essence use to the Guardian
itself — to the sentient will of the entire Fortress
— is a legendary feat {difficulty 5), due to the
non-local nature of the Guardian.

If the characters suspect the Guardian, they
can set up Charms to catch it in the act. Remove
difficulty penalties based on the cleverness of

the plan.The Sroryteller should resist handing .

¢ players the solution to thé mystery because
| - of determined dice rolling. Creativity and good
" guessing, however, render the Fortress’ mystery

dlffxcuit burt soluble.

| .DESTROY ING CHARACT RS

1dventure yarn. T rs and the

butSolars B

if the characters fail to take precautions against traps and
assassins— if they fall for the Guardian’sdeceptionsand fight
among themselves — if they are stupid, gullible, careless or
dithering — then do not rig events to save their lives. When
the dice say a character dies... she dfes.

The Guardian has several stratagems to kill charac-
ters. Storytellersshould notlimir themselves to the methods
described below. The Guardian isn’t stupid or rigid: If you
see an opportunity to place a character in mortal danger,
the Guardian does tco. It passes up a chance to kill only if
it sees a risk of exposing itself.

MURDER BY MINION

The automata and spirits in the Fortress supply the
Guardian with a variety of potential assassins: the Leonines,
the Trainers, the Waiters and the Spirit Servitors.

The Leonines (Ground Floor, Vestibule } are the Guard-
fans' most explicitly lethal servants. For this reason, the
Guardian tries to conceal their existence or, failing that, the
extent of its control over these stony automata. Afrer all, if
the charactersfind someone mauled to death by a great beast
and they know that the Guardian can activate a dozen such
creatures, suspicion for the murder rather naturally falls on
the Guardian! If the Guardian sees a way to hide the body
or blame the death onsomeone {orsomething) else, though,
the Leonines make excellent assassins.

The Trainers (Cellar, Arena) retain their prohibition
against deliberate murder, and they take orders only from
Solars. The Guardian can disguise a Servitor as one of the
characters, however, to make a Trainer think that a Solar
gave it a command. Typically, the disguised Servitor tells
a Trainer to attack that character at some later time under
the guise of a “training exercise.” When the characrers ask
why the Trainer attacked their comrade, the Trainer
honestly replies, *She told me to0.”

The Waiters are entirely under the Guardian's con-
trol. Under its direction, these automata can try to stab
characters, strangle them or cut their throats. Theyare not
very powerful, though. Waiters have little chance of

- causing harm unless they strike from surprise.
_ The Spirit Servitors are: t.he Guardtan s most msmhous :

ice the characrer. ,
ally possess any special

cmurder. Slipping poison:




into someone’s food, however, or smothering them in their
sleep with a pillow, does not require special abilities —
merely cunning and a degree of trust from the victim. When
the Guardian possesses a Servitot, the spirit becomes con-
siderably more lethal; see the description of the Servitor
Spirits for examples of their strange powers. The Guardian
tries toactasif some other outside force hasoverpowered the
Servitor. Plausible “masks” include the ghost of a murdered
Sidereal, a powerful demon or Sesus Lahor.

DemMon CATSPAW

Now and then, a demon manages to invade the
Fortress (usually through the hole in the attic)... and now
and then, the Guardian suppresses the Fortress’ magical
defenses to make this invasion easier. The Guardian values
these trespasses: It can kill a character and blame the
demon for the crime. The other characters probably do not
giveatrespassing demon a chance to protest its innocence;
and by activating the demonbane light, the Guardian can
destroy a captured demen in short order.

BROKEN PAINTINGS

Ifa character amuses himself by entering the painted
scenes in the False Garden, the Guardian has an easy way
to kill him: It directs one of its minions to destroy the
painting. Even a powerful Trainer or Leonine cannot
utterly destroy one of these frescoes in a single wrn,
though. While the Guardianr's minion rips hunks of
painted plaster off the wall, other characters have a
chance to notice and to stop it.

A character cannot escape from a damaged painting
and will eventually die. A characrer in a totally destroyed
painting passes into Oblivion (robbing the Guardian of
that character’s remaining Essence, incidentally). If most
of the detached plaster remains intact, however, other
Solars could try to restore the painting and rescue the
trapped victim.

Physically repairing the frescocallsforan Intelligence
+ Craft roll, at +1 difficulty for each tumn that the minion
attacked the painting. After five turns’ worth of damage,
a painting is utterly wrecked, and the trapped character is
dead. Each qum's worth of damage takes half a week to
repair... and the Guardian can try again to destroy the

inting. Charms may speed the repair process: - :

Reactivating the fresco’s magic, however, requires
‘learning the/Charm used to enchant;the painting in the
first place. Fortunately, one of the old Solars wrote down

fresco, a Solar can

teach herself the Ch _
~~hasenough€xperience pointstopay for
Craft and Essence ratings. {See World Withiri‘a Picture
in theRewards” section below,) .

_part of the ipstructions for Jéarning the Charm. Between. .

that the character
itand therequisite




STRIFE INTHE RANKS

The Guardian can also try to goad the Solars into
killing each other. After all, they are the most powerful
killets within the Fortress.

DEeADLY DREAMS

The Guardian’s most elaborate scheme relies uponits
power to project dreams. One character receives a series of
dreams that suggest she is the reincamnation of one of the
old Solars who lived in the Fortress before... and that
another character is her killer reborn. This is not implau-
sible: Many Solars intuitively know that their kind are
drawn to people whom they knew in past lives. Returning
to the Fortress apparently prompts a “memory” of the
character’s “past life” that comes out in dreams.

First, the Guardian sends dreams to establish the
target character as one of the old Solars reborn. The
character receives dreams about living in the Fortress with
the other Solars: dancing in the Grand Salon, capturing a
demon burglar, even enjoying an erotic tryst with another
Solar... who has the same mannerisms of one of the
character's present-day comrades. The Guardian can add
credence to the dreams by feeding the character informa-
tion about the Fortress, such as the location of a Solar’s
hidden diary, the secret to opening Bax's tomb or the
password to one of the auromaton locks. (If necessary, the
Guardian can craft the necessary diary, hidey-hole orother
small artifact itself.)

Then, the dreams take adatker turn: quarrels with the
former lover, afight in the arena with a romantic rival and,
finally, murder at the hands of the former lover, whose face
shifts berween past and present incarnations. The Guard-
ian can include a weapon buried with either of the old
Solars as the murder weapon in the dream, for another
touch of bogus verisimilitude.

The dreams probably are not enough to set the Solars at
each other’s throats, but they lay a groundwork of suspicion
that the Guardian can build upon through other deceptions.

SPEAKING TUBES .

WO TO0mSs \V‘fhln EI\L Fortress. T ﬁt‘ \J.‘ -!1‘(‘ E

nco af ma-

~“nipulate the system. For instance, . if one character -
~bad-mouths another character outside hispresence, the---

Guardian can open the tubes to let the ta
overhear. Innocen
erous or, siniste
Guardian changes the tone of. the person'
_ passes through the tube. ‘

et ch
statements can sound :

REINCARNATION DOUBLE-TWIST

Simply because the Guardian fakes evidence
of.reincarnation doesn’t mean that it isn’t true.
One of the characters may well be one of the old
Solars reborn. By pure dumb luck, the Guardian
might even pick the right character! For extra
irony, the Guardian’s manipulations could
awaken real memories of a previous life in the
Fortress — memories that expose the Guardian
as a murderer.

If the Storyteller and players want to use the
[nvisibie Fortress as the focus of a long-termseries,
then other reborn inhabitants might be drawn to
their old home. The Abyssals are fallen, death-
tainted Solars; perhaps one of them comes north
through an unconscious memory of the Fortress. -
He or she could be the reincarnated Solar’s hated

enemy... or dearest friend or even a lover. Story-
tellers should notignore the dramas made possible
by multiple lifetimes.

charactersetsout to eavesdrop on the others, the Guardian
hasan excellent chance of making sure the character hears
exactly what he suspects.

FRrAME JoOBS

So the Guardian kills someone. It can pin the blame
on one of the characters by using a weapon filched from a
character orplanted in a character’s personal effects. Even
if the frame isn’t very convincing, it can spark discord
among characters... and the Guardian can produce very
convincing frame-ups if it has enough Essence. For in-
stance, it can have a minion attack one character in full
view of another, while making the second character hallu-
cinate that a third character did the deed. In fact, the
Guardian can try to make the victim hallucinate as well,
just in case the victim survives the attack. The Guardian
can also possess a Servuor and dngUlSe itas the character

; ‘it wants'to frame.
The network: of speaking tubes can connect any:..,._..

The ‘Guardian always knows}when a character is by

"A few well-c 0sen, acc1denta[” eavesd
'""convmce a- chara f'ter that-other: character X

adeis actuallyan invad-
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Toms TRAPS

The traps in the tombs are all faitly easy to bypass or
disarm if you know what they are. The Guardian can insert
such informarion into a sequence of reincarnation dreams.
Then, when the characters come to trust the dreams, it
plants false information, and maybe, the next trap claims
a character's life. The Guardian must weigh the odds of a
character dying against the loss of credence in the
character’s dreams, though.

Remember that the Guardian does not know how to
bypass the traps in the Final Retreat!

COVERING TRACKS

The Guardian gives no hint of its evil when it speaks
to the Solars. It presents itself as a solicitous servant, a
devoted old gentleman’s gentleman. Nothing could please
it more than for Solars to occupy the Manse again, espe-
cially if those Solars include one of its creators reborn. The
Guardian fusses over the characters, reminding them to
dress warmly before they leave the Fortress, not to trust any
Dragon-Blood or those horrid demons and, for Sun's sake,
to be careful as they explore the Final Retreat!

The Guardian apologizes for its many limitations.
Afterall, it can do no more than watch and speak from the
mirrors. It can give orders o the Spirit Servitors and
Waiters, bur the Servitors are willful and the Waiters
simply mindless. It tries to watch the entire Fortress, but
one cannat be everywhere at once, can one!

The “faithful old retainer” particularly regrets the
large gaps in its memory that render it unable to answer
many important questions, such as how to find the en-
trance to the Final Retreat or how previous visitors to the
Forrress mer their end. Indeed, now and then, the Guard-
ian forgets something that happened just afew days before.
Most galling of all, the Guardian does not know who
damaged its mind or how.

Ominously, the sinister force that haunts the Fortress
can shut out or evade the Guardian. It wams the characters
. .aboutintruding demons (too late to stopan attack) but never
sees how they get in. When a Spirit Servitor warps into a
. monstrous assassin, the Guardian never sees a thing. The
- Guardian confesses toa horrible feeling thar thereiis someone
else in the Manse. ..
perception. The old spirit-
but its fear and impote

retainer tries EO
anger. ofte.n show rhrough

‘some invisible force that can cloud its.
ep a brave face,

¢ The Guardian can project momentary hallucina-
tions of Sesus Lahor to make characters think thathe lurks
nearby, using sinister spells to control the spirit and au-
tomaton servants or even invading the Fortress itself. For
instance, a character looking out a window might catcha
glimpse of Lahor ducking into a distanr cave where de-
mons lait. This strategy only works if the Guardian has
seen Lahor, though.

» Nearly everyone in the Age of the Exalted knows
stories about Manses being haunted by the ghosts of people
buried within them. The old Solars themselves thus be-
come potential suspects. Who would be better able to
subvert the servants and circumvent the Guardian?

* Forits most sophisticated frame, though, the Guard-
fan can create a completely fictitious enemy. Its preferred
choice is a Sidereal: It knows that the old Solars suspected
rogue Sidereals of prompting the Dragon-Blooded revolt,
and the Sidereal “Anathema” remain famous for their
magical prowess.

The Guardian begins by slipping a reference to
someone called Sadan Suud into one of the past-life
dreams (sec “Deadly Dreams,” above). When the char-
acters ask the Guardian if it knows anything abour this
Sadan Suud, the Guardian “remembers” the old Solars
mentioning a Sidereal of that name who followed them
into the North, whom they stew to prevent from leading
the Dragon-Bloeded to the Fortress. If the Solars don't
know the full story of the Dragon-Blooded revolt, the
Guardian is pleased to tell them. The characters may
well gain some real information suppressed for more
than 1,000 years.

If the characters believe the Sidereal story, the Guard-
tan can fake up a grave in a few days. It can shape a small,
hidden crypt somewhere in the cellar that the characters
haven't searched before, then pile in bones from the
broken tomb. A starmetal brooch (a relic from a previous
unlucky visitor to the Fortress) completes the false tomb.
Only a close and deliberate examination by someone
skilled at Medicine reveals that the bones come from more
than one person!

THE KILLER VALET
The Guardian has another extended fraud to perpe-

._trate using the Spirit-Servitors, It can incorporate this
“fraud into dny of the scenarios described above. The
Guardian sets up the Valet, the highea ranking Spirit
““Servitor, as the special proxy of the ‘characters’ enemy or,
l: _perhaps evén the primary yvillain, »

“Whenever possible, the Guardian arranges for the

-iValettobeseen nearthe scene of an attack or otherstrange .-
L, _event. If the characters ever question the Spirit Servitors,.

the: Valet-gives palpably evasive answers. Perhaps a past

<life drea presents the Valet as'a si ly, scheming man'_




When the Guardian needs a scapegoat to sacrifice, it other servants, the Valet's porcelain mask can shatter in
possesses the Valet and openly attacks one of the charac-  the combat to reveal the leering face of the framed Exalt.
ters. The fiendish Valet commands the Waiters or a Ultimately, the Solars can destroy the Valet. The
Leonine, in addition to its own attacks. The glow-orbs  Guardian doesn’t have to throw the fight; the characters
flare and dim wildly as the Servitor fights, and small  are vastly more powerful than the Servitor, even with the
objects hurl themselves at the characters. If the Guardian ~ Guardian’s power secretly backing it up. The attacks upon
has set up one of the Dragon-Bloods or the fictitious  the characters cease. .. for a time. The Guardian continues
Sidereal as the prime villain controlling the Valetand the  its more subtle manipulations.

WHAT ABOUT MAHINAS

- If V'neef Mahina reached the Fortress before the characters, the Solars find hcr mercenaries dead and
Mahina herself insane. How did it happen?
 When Mahina entered the Fortress, the Guardian waited for her mercenaries to split up and thensent
Leonines and Servitors to kill them one by one. Before long, the Guardian accumulated enough Essence -
for a direct attack upon the Dynast herself, using both hallucinations and minions.

Mahina realized that all her efforts since she noticed an old cloak in a marketplace led her into a trap
~— that the Fortress reeled her in like a fish on a line. The shock gave the Guardian its opening to defeat

“her in dream combat (see below) and break her mind. This gave the Guardian a reason to keep her alive

a little longer — as an Essence battery.

1F MAHINA ARRIVES LATER

If Mahina arrives after the characters, she and her troops pitch their camp in a hidden cleft about a
mile away and watch the Fortress. She waits for three days. If the characters leave the Fortress in that time,
her forces hurry to the Fortress in hopes of stealing something valuable. If the Solars do not leave the
Fortress, Mahina tries to break into the Fortress on the third night after her arrival.

The Guardian lets her in... and if the Solars do net intervene, the Guardian kills her escort and drives
her mad. For instance, the Solars might return from a foray into the Final Retreat or against the demons
to find the Fortress strewn with corpses and Mahina insane. The Guardian disavows any knowledge of
what happened or blames it on demons. _

The characters may find Mahina before she invades the Fortress, or they might prevent the Guardian’s
-artack. In that case, the characters must decide for themselves how to play the encounter. If they simply
kill her, mad or sane, the Guardian does not stop them... and it takes every mote of her Essence. If they
lether live, the Guardian tries to kill her as soon as possible. Unless the Solars exert themselves to befriend
her, however, Mahina still tries to steal some orichalcum and slip away with her mercenaries.

MAHINA MAD -

The insane Mahina addresses the Solars by the names of her Scatlet Dynasty acquaintances and relatives
and acts as if she were in the Realm's fashionable salons. She wanders the Fortress, chatting with people who -
aren’t there about the coming-of-age party Cynis Oran threw for his daughter, what a fool the Satrap of
Iselmere made of herselflast Calibration and her interestina charityP hospital that could bring much goodwill

'Fhe"%rchm“can useMahina as 'rm“other onc of its-pappets; d‘trecnng‘i‘rer hke“one of’the Spirit~
Servitors. Mahina does not know what she says and does under the Guardian’s prompting. If the Dynast |
becomes more useful as ascapegoat than asan agent, the Guardian may feed hera“You fools Ishalldestroy
you all” rant and make her attack the Solars. :

MAHINA SANE

If the Solars find a way to restore Mahina’s sanity (through a Charm or perhaps extended use of
Presence, Medicine and other Abilities), the Guardian loses its influence over her. She remembers a voice’
whispering in her head, and she feels a vicious fear and hatred of mirrors.

The characters’ kindness also deeply touches the Dynast. Mahina remains a Realm patriot and a loyal
daughter of her house ~- but she puts aside stories of devilish Anathema and rationally assesses the characters
by theirdeeds. The Solarshave achance to win afriend within the Scarler Dynasty, albeitone nothighly placed.




THE MASTER STRATEGY

Quite possibly, the characters' actions may forestall any or
all of these stratagems and hoaxes. In that case, the Storyteller
must wing it. However, the Guardian has several secret allies:
the players themselves! The players, and therefore their char-
acters, willundoubtedly evolve theirown theoriesabout what's
going on in the Fortress. The Guardian hears the Solars’
guesses. It fakes up dreams, hallucinations, artifacts and other
evidence to support every theory, even the contradictory ones.

The Guardian lets the characters forestall one or two
attacks based on a particular theory. For instance, suppose
the characters speculate that their enemy is a ghost. They
follow all the standard protective rites (circles of salt around
their beds, scattering beans, a prayer addressed to the
Unconquered Sun or whatever other exorcism their home
culture or their own imagination suggests). The Guardian
obligingly gives one character a day or two free of disturbing
manifestations. Perhaps it even rewards the exorcism with
a moaning wail (from every speaking tube in the Fortress)
and some objects thrown about poltergeist-fashion. Then,
once the characters become confident that they can deal
with the “ghosts,” the Guardian hits them with something
different, such as a murderous automaton.

Amidstevery plot, the Guardian sprinkles a few random
acts of strangeness. One character suffers a nightmare about
being buried alive. The glow-orbs lightup wheneversomeone
brings the violet metal sword from the Trophy Room near to
them. Qzandus Pal’s desk answers questions by banging the
left drawer for yes and the right deawer for no. Such acts
provoke wild storms of speculation for the Guardian to
exploit and keep the characters distracted — paying atten-
tion to something, anything, besides the Guardian itself.

F1GHTING THE GUARDIAN

Assuming the characters do not flee the Fortress and the
Guardian doesnotkill themall, the characters must realize that
the Guardian is the murderer among them. Sohow do theykill
the fiend behind the mirrors? The Guardian is more elusive
than an unmanifest spirit — everywhere and nowhere.

Breaking mirrorsjust gives theGuardian another chance
to fake out the Solars. After the characters break évery larpe
martor in the Fortress, the Guardian hides out forawhue The

watches the charactc
scattered throughout

Even if the characters somehow destroy every minion
and remove every mirror, they merely hamper the Guard-
ian. To exorcise the Guardian, the Solars must either
rebuild the Manse, destroy it or find some way to fight the
Guardian directly.

Rebuilding the Fortress requires an architect (orone of |
the characters spending a few years studying Bax's book), a
fabar force {don’t count on help from the demons) and
plenty of time. This option is only valid for long-term series.

Destroying the Manse is not much easier, but it is
quicker. The characters must hinder the Guardian enough
that it cannot stop them from hacking apart the Grand
Salon. Prying out or smashing glow-orbs throughout the
Fortress is another option: unhindered by the demonbane
light, ahorde of demons would gladly raze the Forteess that
they built so long ago. Then they turn on the Solars who
no longer have the Fortress to protect them.

Fighting the Guardian itself requires that the charac-
ters make aconceptual leap or two. Italsorequiresincredible
courage and strength, tosurvive facing the Guardian at the
very heart of its power.

THROUGH THE LOOKING GLASS

The problem is simply stated: To fight the Guardian,
the characters must enter its world, the realm of reflec-
tions. Na one has ever done this, since nowhere else in the
world are reflections more than light bouncing off glass or
metal. The still lifes in the False Garden may prompt
characters to make the atrempt, though. In the still lifes,
a highly realistic image becomes a real place... and what
image is more realistic than a mirror’s?

Figuring out how to step into a reflection requires
success at an Essence + Occult roll, difficulty 3. When one
character figures out the trick, she can guide other charac-
ters through the mirror. The passage costs each character
5 motes of Essence and only works in the Fortress.

The charactersfind 2 duplicate Manse on the otherside
of the mirror, identical except that everything is flipped
right-to-left. The charactersdon’tget much time to explore,
though, because the Guardian attacks them almost at once.

On its home ground, the Guardian lacks its minions.
On the other hand, its powets are vastly magnified. None
of them cost Essence, either. The (Juardlan can perform

...n'_j_the following feats:’

%, _ « Essence T:r}un'g' The Guardnansn!l takes I mote of

__‘every' 5 thatithe characters expend. Itdoesn't need this to
¢ fight them, but it's worth keeping track of this in case the
i characters cut and run back 1o the’ real world.

"o See and Hear Everything: The Guardian remains
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,,_when they are, in a very real)sense
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* Animate the Fortress: The Guardian can manipulate
the substance of the mirror-Fortress on a scale of cubic
yards, not cubic feet. It can make great spikes erupt from
the walls to impale characters or open pits at their feet to
suck them into stony tombs or animate the vinework tofill
a chamber with razor-edged, golden whips.

Whatever “special effect” the Guardian uses, the
attack to characters from the warping Fortress remains the
same. (See the Guardian's Traits below for the details of
this and other artacks.)

* Dream Projection: The Guardian can project hallu-
cinations into the characters' minds — but in this
otherworld, the hallucinations can become real. Major
illusions adequately represent most attacks, such as blasts
of fire or maggots erupting from the characters’ flesh.
These illusions can act like the spirit Charm Dreambane
(see the Exalted Storyteller’s Companion, p. 55}, inflict-
ing normal sorts of damage, or can act to shock and
demoralize characters, causing loss of Willpower. Total-
immersion illusions result in changing the scene of the
entire conflict: Instead of the Fortress, the characters find
themselves fighting the Guardian in the mountain pass or
drowning at the bottom of the sea or anywhere else the
Storyteller thinks would be cool.

* Telekinesis: The Guardian'smind-over-matter power
increases to Strength 5. This is enough to let ir tear
weapans from characters' hands or hurl characters through
the air — or to at least try.

WAR OF DREAMS

The characters soon discover that physical force,
and even Essence-bolts and other such magical artacks,
have noaffecton the Guardian. They may be in its world,
but it still isn’t solid, and attacks meant to damage solid
creatures cause the Guardian no real harm. The same is
not true for the Solars: They remain quite solid and
vulnerable to physical attacks. The Guardian possesses
such attacks, tao. It molds the stuff of the mirror-Fortress
with the dazzling speed of nightmare to staband slash and
crush, and it telekinetically hurls the characrers as well as
the furniture. What's more, the Guardian’s touch can
rend away the character’s motes of Essence, and the
terrifying and grisly hallucinations that it projects sap
their will to fight. The characters can only lose, unless
they figure out how to fight a creature composed of
naught but will and Essence.

Magic that affects a target's Essence, Willpower, Vir-
tues and Social or Mental Attributes can affect the
Guardian. Charms suchas Ghost-Eating Technique fit the
bill, as may some magic weapons, such as the Sword of
Forgetfulness from the Final Retreat,

Exalted who lack such magic canstill fight the Guardian
if they realize thar in the place behind the mirors, nothing
really exists except mind, willand Essence. Theycanfight the
Guardian with its own weapons of will and nightmare.




DRreAM COMBAT

Dream Combat is an optional new combat system designed to handle psychic COI‘lﬂlCE‘.
Physical Atrributes and health levels don’t really matter when mind fights mind: Will, passion
and force of personality matter more. Therefore, dream combat uses a series of substitutions:

* Valor replaces Strength.

® Charisma replaces Dexterity.

¢ Conviction can replace Stamina {depending on the nature of the attack).

¢ Willpower replaces health levels. :

¢ Base Initiative consists of Wits + Charisma.

e Arttack roll consists of Charisma + Ability. The characters must imagine their attacks with
sufficient skill and force to make their opponent believe them. Until characters gain experience
at dream combat, however, they suffer a -2 dice penalty on attack rolls. Exception: If the
character foregoes use of any Ability and makes the attack based on pure force of personality, the
artack dice pool consists of the character's unmodified Charisma.

. D‘unage roll consists of the attacker’s Valor + the number of successes in the attack roli,
- the target’s soak. Some specialized Charms and magic items may supply dream-weapons, shields
or armor, but in this situation, the characters don't have such things.

" » Soak consists of whatever Virtue would best help the character oppose the emotton'il
resonance of the fight and the attacker. For instance, in a dream-battle against an enemy driven
by rage and hatred for the character, Compassion and forgiveness might work best to soak the
attack. Conversely, a dream-attack designed to subvert a character through her passions and
appetites would be soaked by Temperance. Players will haturally want to use their character’s
highest Virtue to soak any dream-attack, and the Storyteller should let them if they can provide
a good in-character justification.

¢ Damage applies to the target’s Willpower. Characters suffer damage penalties as they f:ght
based on the Willpower they have left:

1 Willpower -4
2 Willpower -2
3 Willpower -2
4 Willpower -1
5 Willpower -1
6+ Willpower OK

However, a dream-fighter always starts out at OK, even if his permanent Willpower is less
than 6. (This is not likely with Exalted characters, but it might happen.) Also, a character can
spend Willpower points without incurring any penalty — but as the character’s Willpower drops,
so does the number of Willpower points available to spend.

. A character reduced to 0 Willpower is 1nc1p'1c1tated in some way. Under most circum-

obedtence or a penod of insanity, at the Storyteller s dlSCl‘thOl‘l (This is how the Guardnn
enslaves Liwet Ohazia and drives Mahina mad.) Certainly, the loser cannot resist any menml
influence from the victor.

Beyond these bald mechanics, we encourage players and Storytellers to go hog- wild in

descnbmg dream combat. Although damage depends entirely on the characters’ Valor, they can
fmagine any attack form they want: their favorite sword, lightning bolts from the sky growing 100 -
feet tall and stomping on the enemy, gibbering mouths erupting from their enemy’s flesh to bite
him, anything. However, if the character cannot relate their imagined attack to some Ability,
their attack dice pool is limited to raw Charisma.




THE GUARDIAN JTSELF

Description: In the mirror-zone, the Guardian looks like a golden mask, but it adds a body — or
at least a hooded, sleeved and tattered black cloak threaded with silver and gold that moves as if a
body occupied it. The Guardian manifests as many figures as itwants. It does this so it can attack every
character — or just to frighten and overawe its enemies. Attacks pass through the cloak without
causingany harm. Striking the mask makesa figure evaporate withawail... and then two more figures.
appear in its place.

The Guardian can also make itself look like a giant snake, a mammoth or anything else it can
imagine, though it always retains the golden mask. It may change form as a way to intimidate the
characters or to fit an altered setting that it dreamns up, such as appearing as a pack of gold-masked
yeti when it changes the environment to the icy Stone Maw.

Name: The Guardian Spirit of the Invisible Fortress

Nature: Architect .

Attributes: Strength 3, Dexterity 5, Stamina N/A, Charisma 5, Manipulation 4, Appearance N/A,

Perception 3, Intelligence 4, Wits 5

Virtues: Compassmn 1, Conviction 5, Temperance 5, Valor 3

Abilities: Awareness 5 (Covert Surveillance), Brawl 3, Craft (Forgery, Home Repair, Manses,

Sculpture) 4, Dodge 3, Larceny 2, Linguistics 2 {Native: Old Realm; High Realm, Skytongue), Lore
. 4 (First Age), Medicine 2, Melee 3, Occult 3, Socialize 5 (Smooth Deceit), Thrown 3

Base Initiative: 10

Attack:

Animate Manse: Speed 10 Accuracy 6 Damage 7L Defense 6

Rend Away Essence: Speed 10 Accuracy 6 Damage 8D* motes Defense NfA

Will-Crushing Hallucination: Speed 10 Accuracy 6 Damage 3D* Willpower Defense N/A

TK/Animation Hold: Speed 10 Accuracy 6 Damage 0 Defense N/A

TK/Animation Slam: Speed 10 Accuracy 6 Dam'lge 5B Defense N/A

Dodge Pool: 8/4 Soak: NfA

Willpower: 10 Health Levels: OK, OK, OK OK, CK, -1, -1, -2, -2, -4, Incap

Essence: 5 Essence Pool: 9 + what it can steal, up to 98.

Other Notes: The Physical Attributes of the Guardian don't really exist. They are simulations, based

on substitutions from other Traits as described under “Dream Combat.” It uses Dexterity for Initiative

but Valor for actual attack dice pools.

The Guardian suffers from a deficient Essence pool — which is why it steals Essence. Unlike a normal

spirit, it cannot accumulate more than 9 motes of Essence naturally: 5 for its basic Essence ratingand -

4 through its connection to the Invisible Fortress. The Guardian cannot draw more than 4 motes per

hour from the Fortress (as if the Guardian were attuned to a one-dot Manse). lronically, the Guardian

itself is largely responsible for the disordered state of the Fortress's energies, which have cut it off from

the bulk of the Manse’s power: For a Manse to seek the death of its owners profoundly violates the

divine order. It can, however, retain indefinitely what it steals by Essence Tithing.

* Dream damage, see above.

i T_HE GUARD!ANEDEFEATED

The Guardian’s no ’locallty works agalnbt itonce the
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At that point, the mirror-Fortress starts to fall apart. It
existed only as aspace for the Guardian. The mirror-Fortress
shakes and wavers like a mirage. Mirrors explode, starting in
the Grand Salon and working outward. The characters must
run for a mirror if they want to escape the destruction. The
bold may grab one handful of the Guardian before they run.

This scene doesn’t really need dice rolls, though the
Storyteller may fake a few just 1o add tension, describing
the first few mirrors sought by the characters exploding
before they can pass through. Naturally, the characters
leap back into the real world in the nick of time!

REWARDS

The Solars who survive the perils of the Final Reweat and
the murderous Guardian win treasures commensurate to the
danger. Of course, the preatest treasure is the Fortress isself; it's a
powerful Manse, sturdily built in a defensible location, and it
probably retains the demonbane lightand the Essence-Serpents.
The Final Retreat and the tombs provide a hoard of magic items
that rangefrom the awesome to theamusing; some of the magical
traps in the Retreat (such as the jade magnet) might be detach-
able as well. The Final Retreat hoard also includes a sizeable
fortune in mundane treasure such as gold and jewels (a single
packful could give a character Resources *¢oe). A really
determined scavenger can pull another fortune in valuable
adamant blades from the traps in the Retreat. Bax's book, the
fragmentary grimoiresand the notesleftby the old Solars provide
a further treasure of knowledge and new Charms.

Now, the characters simply have to hold onto it all!

MAGICAL T REASURES

The hoard of magical treasures in the Final Retrear
includes many potent items. It definitely includes the
Singing Staff and the Hearthstone, We encourage Story-
tellers to invent the rest themselves — artifacts well suited
to the abilities and interests of the Solar characters, We
present the other items below as samples and starting
points: Storytellers can add surprising minor powers, limi-
tations and bits of legend to tumn each artifact from loot

“into a hook for further stories.

We recommend that the hoard include one magic
weapon and one miscellaneous or defensive jrem well
suited for each character s abilities and personahty The

Storyteller’s Compamon for a fuli descnpnon of the'staff In
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HEARTHSTONE OF THE INVISIBLE FORTRESS

(MANSE oooco)

TheFortress' Hearthstone is transparent and smoothly
polished, with spiraling internal striations that lead the
eye inward ta infinity. Like the Manse that creates it, this
Hearthstone has powers of secrecy and concealment: It
masks all Essence use by the Exalted who carries it.

System: If the Hearthstone's bearer so desires, the
Hearthstone suppiesses her anima banner, as if she had
expended half as many motes as she really did. Artemptsto
detect the character’s use of Essence use also suffer a +2
difficulty penalty.

EVERYMAN ARMOR (ARTIFACT ***)

This very plain suit of steel plate armor magically fits
any creature of human size and shape. Aside from being
light, comfortable and nigh-indestructible, it enables its
wearer to change her appearance: She can assume any
humanoid appearance, even changing the appearance of
the armor. The wearer still looks like a person wearing
armor, though, which somewhat limits its utility as a
disguise. The magical disguise lasts as long as the person
wears the armor and remains conscious.

System: Changing appearance using the Everyman
Armor costs 3 motes of Essence. Considered simply as
armor, the magic plate equals lamellar armor.

LivING GLAIVE (ARTIFACT ®**)

A glaive is a sort of polearm, a cleaver-like blade on a
long handle. This glaive of polished steel bears a fine tracery
of orichalcum on the blade and pole. Aside from its value
and fine construction, the Living Glaive guides its wielder's
hands in combat to black or evade an enemy’s attacks.

System: The Living Glaive grants its wielderan extra
action in each wurn of combat, wirthout the need for
splitting dice pools. This extra action can be used only to
dodge or parry, and this extma action cannot itself be split.
In all other ways, the weapon acts like a normal polearm.

PANACEA PIPE (ARTIFACT ®***)

This hookah is made of green glass delicately en-
graved and silver-gilt with drawings of medicinal herbs,

.. with fittingsand flexible pipes of s:lver and gold. Although
“itlooks delicate, the pipe isas strong as bronze. Ifone loads
.the Panacea. Plpe with the herbs deplcted on the glass, the
= smoke mfallxbly cures any and all dlseases and poisons —

even the Great Contagion

_mandatory. treasure ﬁtorn the Fmal Retrea.t See the Exalted Y™
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RIDING BOOTS (ARTIFACT #*°)

These thighboots of fine gryphon-leather come
equipped with orichalcum sputs and heels. If the wearer
clicks his heels and mimes mounting a horse, an actual
horse of Essence magically appears beneath him. This is a
wonder horse, half again as fast as a mundane beast,
tireless, obedient and aware of everything its master wants
it to do. It can fight like a real warhorse, too, and its hide
is magically resistant to damage, When its master dis-
mounts, the horse vanishes.

System: Summoning the wonder horse costs 5 motes
of Essence. Use the game statistics for a normal horse, but
increase the running speed and give it 5 bashing and 3
lethal soak. The wonder horse itself has 4 dots in Ride,
which enables it to perform all sorts of equestrian tricks
even if the rider doesn't know such things, All Ride-based
Charms receive +1 free success when performed with this
magical horse.

SWORD OF FORGETFULNESS {ARTIFACT eseee)

Poets in the Realm use “the Sword of Forgetfulness” as
a trope for the cruelty and kindness of both memoryand its
loss. Characters may be surprised to discover that a Sword
of Forgetfulness actually exists. No one can describe the
sword in detail because peaple forget what it looks like as
soon as they look away {which can make it a hard item to
retain). The sword does not physically harm its target;
instead, it strips away consciousness and memory, ulti-
mately leaving its victim a complete amnesiac.

System: The Sword of Forgetfulness can be wielded
like a normal straight sword. Each wm on which its
wielder feeds it 1 mote of Essence, however, a successful
attack inflicts Strength + 3 dice of “phantom aggravated
damage”: Keep track of the health levels a rarget would
have lost from the sword, and impose the appropriate
wound penalties, but in physical terms, the sword doesn't
leave so much as a bruise. The target also loses one Abilicy
intoto for each health level of damage inflicted (selected at

random) and memory of five years of his llfe A person

“killed” by the Sword of Forgetfulness falls u unconscious.
Lost Abilities'and health levels return as'if they were
‘bashing damage. Lost memories never retum,.bm rin
“of other magic. A'person “killed” by the sword perm
“nently loses all memory of herprevious life;

" the hlstory ofthe world and it magu:ally lrnproves s the skﬂl of
its player Any clod can-produce-a tompetent perforrnance'r

System: The Unsurpassed Sanxian adds two successes
to any dice roll involving musical Performance. Thus,
even a character who lacks Performance can play the harp
at a professional level. In the hands of a skilled performer,
even legendary feats become feasible. The extra successes
also add to Performance-hased Charms.

OTHER MAGICAL T REASURES

These magic items are located in other arcas
of the Invisible Fortress:
Telescoping Spike: Maze Room (second floor)
Dlemon Runestone: Bax's Workroom {second floor)
Audient Quill: Pal’s Bedchamber (second floor)

Manacles of Night: Prison Cell (ground floor)
Living Bellows: Smithy (ground floor)
Qrichalcum Ring: Tombs (cellar)

Black Jade Dagger: Tombs {cellar)

Greenwood Blade: Jade Magnet Chamber
(Final Retreat)

New CHARMS

Not all treasures are physical. The Fortress offers
Solars a chance to learn new Charms. We [eave detailing
the sorcery texts found in the Fortress as an exercise for the
Storyteller and a source of new plot hooks. Solars can also
learn two specific Charms based on the Craft ability. Keep
in mind that these are simply the two Charms with
inseructions found in the Fortress: The Solars find hints of
many more Charms that the old Solars used, from food-
conjuration to transforming mortals into spirits.

Rock-SpinNiNG TECHNIQUE

Cost: 3 motes

Duration: One hour

Type: Simple

Minimum Craft: 2

Minimum Essence: 2

_ Prerequisite Charms: Shattering Grasp N
This Charm enables a Solar to spin raw stone into -

~flexible- thread or yami Rock thread is flrepmof but no




broken machine in the Fortress) reduces the Essence cost
to 1 mote, and the machine runs by itself once set running.
Indeed, the apparatus reduces rock-spinning to magic that
even unExalted mortals can perform.

WORLD WITHIN A PICTURE STYLE

Cost: 20 motes

Duration: One day or more

Type: Simple

Minimum Craft: 5

Minimum Offult: 3

Minimum Essence: 3

Prerequisite Charms: Flawless Handiwork Method

A Solar who truly masters some form of representa-
tional art—most obviously painting, butother possibilities
include tapestry-weaving, carving and metal-casting —
can fashion miniature worlds within a lifelike representa-
tion. A being that knows how to expend Essence can step
into the image and experience itasifit were real. Although
the examples within the Invisible Fortress are “life sized,”
a World Within a Picture's physical matrix could be much
smaller; for instance, a metal brooch chased and enameled
with an uncannily realistic miniature scene.

The World Within a Picture can include plants,
animals or even people, but none of the people are actually
real. They react only in simple, stereotyped ways, like
automata. {A Solar can trap real people or spirits within a
still life to become permanent characters, but this involves
a spell of Celestial Circle Sorcery.) A World Within a
Picture’s simulated world cannot exceed one acre in area,
although it may look much larger: A person who tries to
travel beyond the boundaries of the still life either poes in
a circle or steps out of the still life.

Creating 2 World Within a Picture rakes weeks or
months, depending on the artist’s medium and the level of
derail the artist desires. Once created, a World Within a
Picture lasts until someone orsomething destroys it. Cther
Charms and sorceries can piggyback on a World Within a
Picture if the artist wants to include magical effects within
the simulated world, such a still life in which people can
fly, or one that transforms visitors into other forms.

Entering a World: Within a Picture costs 1 mote of
£ssence. ueparrmgtsrree Anyone caughi wildun s compiewely

be repalred ,and pﬁsone _ _
knows the World With a Picture Style Ch :

meved but only hy someone who

| ADAMANT BLADES

_The vanous traps w1thm the Fortress and the] Retreat
~conitain several thousand bladesof adamant; aqgmg from

see ;.these blades

ttle

: ~“THE DUST SETTLES
-one to three feet long. Each blade has a valueof. Resources .

Selling too many of these blades at once causes the
price to drop. If they ration out the blades to keep the
prices high, characters can gain Resources ##®# from
this treasure alone — if they can hold onto the entire
supply. A few pack-loads of the blades confers no more
than Resources s e,

THE FORTRESS TAMED®

When the Solars destroy the orichalcum brain, all the
attacksand dreamsand otherstrange manifestations cease.
The remaining Spirit Servitors regain as much free will as
they ever had. They remain bound to the Manse, though.
They also become old, like Liwet Ohazia, regaining the
forms they had when the Solars changed them from
human to spirit, before the Guardian transformed them 1o
make them better lures. The currents of Essence within the
Fortress calm to a steady pulse of vortices spiraling in and
out from the Grand Salon. The characters now possess a
five-dot Manse, apparently now free of evil.

But is it? The characters have seen how the Guardian
distracted them with scapegoats and frauds. Was the
orichalcum brain just another fake ro lull them while the
true Guardian regains its power!

No. Even the Guardian’s power and cunning had
limits, and the characters surpassed them. No malign
intelligence possesses their new Manse. ..

..Unless they, like the builders of the Invisible For-
tress, fall into jealousy, backbiting and scheming against
oneanother. In thar case, 2 new Guardian might grow from
their dark passions and the swirling, in-turning Essence of
the Manse.

The Invisible Fortress also retains the problem of its
remote location, The old Solars proved the folly of living
on conjured food, and even the markets of Wangler's Knob
are distressingly far. The characters might try importing
soil for a more successful greenhouse in the arctic, or Bax's
book might suggest a more incredible possibility, of redi-
recting some of the Manse's power to render the valley
warmer and more fertile. This would reduce the Manse
from five dots to three, but the Solars could recruit farmers
for their own mountain viilage

that the characters want to Reep the inwstble FortrLss

instead of abandoning or destroying it. Whether they stay

or leave, they still face danger. There’s still the matter of

‘the Wyld H:i;_mt and a few thousand (i:emons....

AFTERMATH

- Your- characters have traveled- hundreds of -miles, - -

_ fought monsters, demons, sadistic sp:;ts and nature itself.

They have tnumphed albeir at great cost. They are free to
do with'the nvlSlble Fortress wha they will-— loot it, -




make it a haven for themselves, turn it into a meeting
places for Solars the wotld over, anything.

The bulk of this section assumes that the characters
decide to stay in the Fortress, at least through the worst
parts of winter {roughly the next two to three months)
exploring its halls and learning as much as possible about
its past cccupants and the First Age. Of course, they could
choose to stay longer. Indeed, the Fortress might become
an important part of your overall series. But thatisuptothe
characters, some of whom will, no doubt, want take what-
ever they can carry and get the hell out, never speaking of
the place again.

Should the characters remain, they will quickly have
to learn how to operate the Fortress’ defenses as enemies
loom on multiple fronts. [f the characters take upresidence
in the Manse, more dangers lie ahead, including those that
killed the structure’s first inhabitants.

The Invisible Fortress is a great prize, but great
prizes always come at a high cost. Both to win them and
to keep them.

LooTinG

The simplest strategy the characters can adopt is to
take what they can carry and run. Even if they have yet to
discover the hidden cache of magical items, the various
First Age trinkets that lie abourt the Fortress will bring a
king’s ransom in Nexus or the Imperial City. The spun
stone and book fragments will be especially prized, as will
any bits of orichalcum they can lay their hands on. Minor
magical items, such as the Audient Quill in Ozandus Pal's
room, could bring ten times their weight in gems while the
more powerful First Age relics would make even the eldest
of the Sidereal drool... or run in terror.

Of course, the amount they can loot is limited.
Characters cannaot, for example, expect to carry out the
larger pieces of furniture, any of the exquisite inlaid
stonework found throughout the Fortress or the beautiful
map of the First Age world in the parlor. Indeed, they
could make four or five trips back to the F@rtress before
stripping. it completely bare.. .

While lootmg is the easiest strategy, it is by no means. .
now loaded down w1:h treasure;must

safe The characte

THe SALE OF HISTORY

. While there is always a market for First
Age items, that market is unregulated and,
thus, populated by shady middlemen looking
for a quick profit and more than ready to
reveal their source if the buyer will fork over
a few more coins. The Guild will dip its hand
in occasionally, and bidding wars have been
known to break out, but generally, relics
move slowly up the ladder from small buyer
to medium to large before landing in the
hands of the Immaculate Order or one of the
Great Families.

Prices will be highest in the Imperial

City and decrease the further away one trav-

els. Should a stray Dragon-Blood remain in
Wangler’s Knob when the characters return,
she might be interested — but only at a
discount. Characters looking to sell a large
number of items (more than three) in any
one place will begin to attract local atten-
tion. When relics do come to market, it is
almost always one at a time. To have a group
of people offering dozens (or more) generally
means that a cache of some kind has been
uncovered. Such news will create an uproar
and draw significant attention to the Circle,
as people try to pry into their affairs and jump
their claim.’ '

It is almost impossible for the characters to
sell all their loot at once, simply because liter-
ally nobody has the money to afford it. The
only person who might once have had was the
Empress, and she'd simply have taken it. Not
even of the greatest of the Dynastic houses can
afford the outlay to buy such a haul, even if
offered a steep discount.

Fencing items taken from the Fortress can
be an adventure in and of itself, involving the
chfimcters intheRealm's sometimes brutal free'

confronmtlon with the Guild; who WIH wan
piece of any larger transactions.

The amount the characters can make from
these sales should vary but, on average, a Circle
of up to six characters should easily be able to
increase their Resource rating up to *eeee
depending on where they sell and to whom.
Such a sudden increase in wealth may change
the character's lives drastically. Characters seek-
ing to raise an army or fund a revolution will
certainly be able to do so.




attack with wild abandon, driven by starvation. Parts of the
Stone Maw may even be totally blocked by avalanches or
massive rock slides. Characters who choose simply to loot the
Fortress and run may find themselves returning shortly,
trapped by the harsh weather.

STAYING

It may be smarter for the characters to stay in the
Fortress and, at the very least, let the worse of the winter
storms pass them by, While the Fortress does offer a great
deal of protection from the weather, holing up in it for a
few months will subject the characters to a number of
short-term threats including: starvation, Lahor and, of
course, the demons.

STARVATION

The demons long ago slaughtered all the animals that
made the 50 miles around the Fortress their home, and
very few wander into the area. They can smell the evil
radiating from it. Obviously, if the characters expect to
stay for the wintet (or longet), they will have to have food,
far more than they have on their backs. Regular foraging
is possible, though not particularly rewarding {(Perception
+ Survival at +1 difficulty, each success equals one quarter
pound of feod found, characters with a specialization in
“Foraging” may ignore the penalty). Magic-aided food
gathering is still reliable, but even this produces slim
pickings. The characters will go hungry, and starvation is
a very real possibility.

Better hunting and foraging prospects exist in the forest
beyond the barren plain, but to get there and back, the
characters must cross the Demonlands, Of course, the char-
acters could always hunt the largest game available: demon.

LAHOR

Sesus Lahor’sexpedition to the Invisible Fortress isan
ill-fated one. While his large and heavily armed parey
manages to reach the Demonlands, it takes heavy casual-
~ties from frostbite and the yeti attack. When Lahor comes
- .under-artack by the Ice Eaters, he-counterattacks aggres-
s:vely Drawn by the blood and the strife, more Ice Eaters
and Founders join rhe' ay. Though his men are tough and

" and beg for)' rﬂércy; intending to betray them later. He

"this latter c

ERSATZ F 00D

The First Age inhabitants of the Fontress
relied primarily on conjured food to survive
during their final years, and it is a viable stop-
gap for the characters as well, Should the Cook
Servitor survive the characters’ battle with the
Guardian, he will be more than happy to whip
up whatever meal they desire. Ifhe did not, they
might come across such a Charm either in the
page fragments scattered about the library or by
talking to some of the resident spirits.

SPIRITUAL SUSTENANCE

Cost: Variable

Duration: Variable

Type: Simple

Minimum Craft: 3

Minimum Essence: 2 :
Prerequisite Charms: Object-Strengthening
Touch

Characters utilizing this Charm can mold
edible food out of any other material, be it rock,
wood or even snow. The simpler the food and |
the smaller the portion, the less it costs to make.
Conjuring a loaf of bread requires just 1 mote of
Essence and about five minutes, while sculpting
an entire feast can cost 10 motes or more and
take an entire day. This food can be stored.
However, it will gradually lose its reality and
after a week, it will fade to wisps of Essence
when handled.

While it will fill the belly, conjured food:
offers little in the way of vitamins or minerals. - -
For every week that food created in this manner.
makes up more than 50 percent of a character’s
diet, he will lose one dot in Willpower. Obvi-
ously, if a character has mastered a sorcery thart
allows him to conjure real food, these penalties -
do not apply. -

ight get- mto the Fortress and die"lt the hands of the
Guardian mére minutes later and be left as an inexplicable

~corpse Yor the characters to discover. He may realize that

the Fortress is inhabited and lurk outside, sneaking inside
with® the Guardian's. tacit “assistance .to steal food and
clothmgand lurking outside under a rockfall otherwise. In
ase, he prov:des a perfect scapegoat for the




won't be around 1o ruin the Guardian’s frame jobs. What-
ever the case, the characters will probably ger some
satisfaction from his demise, and his fate serves to under-
score the severity of the demon problem.

Tue DeMONS

The Founders (and the ice-eaters cognizant enough
to afly with them) present the most constant and perva-
sive threatr to the characters and the Fortress, If the
characters do not sincerely agree (o aid them in their
quest to destroy the runestone, they will stage an assault
on the Fortress shortly after the characters enter, and che
demons will continue attacking at every opportunity
until the runestone is destroyed ot they are killed. They
will not stop. They will not negotiate with the characters
(they have no reason to trust them). The demons will
simply demand that the runestone be given to them.
They are starving and, essentially, going stir-crazy as a
culture. They have come to hate the Fortress with an
almost unimaginable zeal, and as soon as the characters
are associated with it, they will hate them as well.

The demons are well aware of the Fortress’ layout and
its weaknesses. Their attacks will be well planned and
quite effective (see below for specific strategies). While
they may not always succeed — as you've read, the Fortress
has a number of defense mechanisms geared specifically for
demon attacks — they will be a constant nuisance. They
will also go to great pains to stop the characters from
collecting supplies or even leaving the Demonlands (lay-
ing traps like the yeti’s avalanche), anything to make the
characters' lives miserable. Thus, sooner or later, the
characters must give serious thought 1o the demon prob-
lem and how it might be solved.

While it would not be impossible w kill all 5,000
demons on the barren plain, it would take years and be a
laborious process. They are trapped in that 50 mile area but
certainly not helpless. Also, the ice-eaters are reproducing
fairly quickly, around 100 more are bomn each year in
various litters and broods. Violence, in thisicase, is prob-
ably not the best solution. The characters might seriously.. .
consider breaking the runestone (assuming they find it). -
Doing so would certainly solve their problems. Oncefreed,”

the demons will fiee South quickly,-planning never-to---

~__comeanywhere near the Fortresseveragai urse, the




same ritual, just in reverse (see Exalted, p. 218, for
details on summoning sorceries). Unfortunately, like
all sorceries, a banishing is time intensive to work and
can only effect one demon at a time. While some would
volunteer to be sent back (anything to get out of the
Demonlands), otherswould have to be coerced or forced
into the circle. The more bestial ice-eaters especially
would be very difficult ro conrain for the amount of time
needed. The dungeons under the Fortress hold another
possibility, in the Last Chance room (see p. 81) is a
statue endowed with the power to enactadeath cath on
anyone who returns to or speaks of the Fortress. Any
demon who took this oath could be freed with little
chance of him revealing the location of the Fortress.
Still, again, the characters would be unleashing a plague
of evil upon the entire North, and getting all 5,000 to
take the ocath {especially the ice-earers who cannot
actually speak} would be a chore.

The simple truth is there is no easy answer to the
demon problem. The original occupants of the Manse
could not figure out a viable solution, and the charac-
ters may fare no better. They might just have to accept
them as a nuisance and try to minimize the damage
they can do.

STAYING (LONG TERM)

Should the characters decide to make the Invisible
Fortress a haven or even their base of operations, more
complications will arise. As you'll notice above, any of
the short-term threats thar are not dealt with will have a
far-reaching effects, be it repeated demon attacks or
initiation of the Wyld Hunt. Survival is also a problem;
food and supplies are more plentiful in the summer
months, but the characters will still have to compete
with demons for everything they get. Still, the longer
they stay in the Fortress, the easier it will become to hide
from the world once again.

DEALING WITH THE KNOB

- By-the-spring thaw; most of the treasure hunters

___and Dragon-Blooded in Wangler's Knob will have

made their way back South. Without Mahina there to
“protect the seekers through the threat of her wrath,

.the inhabitants.of the Knob, led by Tal Tak, forcibly:. |

‘some barbanans will take up remdence in it. From then,

it willbe a short time until they dlscover the Fortress

"""--and any characters that-live in it. Once they do, the -
o _barbarians,
" reactions:
«~or they-will-adopt the- characters-s-pseudo-manorial . - ..
. lords. From" that point Sy the tribes (however many. ..

gject most of.the tre

Te hiinters as th wmter wQrs-
_ens, to prevent: loou ‘ [

present an opportunity for the characrers. Miles Wan-
gler and the rest of the Knob's residents are desperate to
maintain the peace and prosperity the town has long
enjoyed, vet they know that the Realm will be little
more than an absentee landlord. Thus, they are in the
market for a new protector. The characters could fill
this role. The Knob would be more than happy to
provide whatever food and supplies the characrers need
to restock the Fortress in exchange for the character's
keeping barbarian tribes or rogue spirits from the town
(a few gems or First Age secrets, how to weave stone for
example, would certainly sweeten the pot). The charac-
ters do not have to explain why they are staying in the
Notth or where they live, they must simply agree to
protect the town and provide a convincing demonstra-
tion of their ability to do so. [n tum, the people of the
Knob will help them and keep their secret, something
they're used to after dealing with a god of ice and famine
for the last few centuries.

This method is the easiest way for the characters to
solve their food and supply problems, but they must keep
up their end of the bargain. Should a monster or raiders
attack and the characters not turn them back orride in to
save the day, the agreement will be considered void and
the characters no longer welcome in Wangler's Knob.

BARBARIANS

When the barbarian tribes return North in the
summer, they too can provide food to the characters at
a very reasonable cost, and like the people of Wangler’s
Knob, they are fairly trustworthy. Barbarians tend to
keep to themselves, showing little interest in where the
characters are living, outside of a few vague questions.
Even if they do learn of the Fortress and try to tell
others, who is going to trust the word of a barbarian? Of
course, dealing with barbarians brings it own quirks and
idiosyncrasies, but they are an option. Storytellers using
the Bull of the North (detailed in Scavenger Sons) will
have to incorporate this powerful figure’s reactions into
their series.

Should the characters manage to get rid of the
demons somehow (by banishing orfreeing them), the
barren plam will gradually grow into a fertile grassland
in about two to five years. Needing to graze their herds,

superstitious.dot, will have one.of two
y will consider the place cursed and run,




tion. They will essentially become rulers, albeit sea-
sonal ones, and gain all the advantages and disadvantages
that come along with that station.

The timetable for this is variable, but you can assume
one tribe will take up residence on the barren plain several
summers after it blooms (so, on average, year five). From
there the population will grow steadily {assume 200 new
barbarians a year) until peaking at around 2,000.

THE RETURN OF THE GUARDIAN

The Spirit Servitors of the Fortress have their own
hierarchy, and once the characters destroy the Guard-
ian, a lesser shade will be promoted to that now vacant
station (either the Valet or the ghost of the long dead
Music Master, Liwet Ohazia). This will not happen
instantly, but sometime in the first year after the Guard-
ian is destroyed, and it may not even be apparent to the
characters. They might simply return from an expedi-
tion or trip and find a new spirit in control. This new
Guardian, like its predecessor, will begin as a docile,
cbedient majordomo, keeping the Fortress in good re-
pair and helping the characters whenever possible. But,
like the old Guardian, it will absorb the characters own
emotions over time. lf the characters fight among them-
selves a great deal or keep damaging secrets from one
another, the new Guardian will fearn this behavior and,
slowly, become more and more like them, until, even-
tually, it turns against the characters just as the old
Guardian turned against its masters.

THe FORTRESS AS BASE OF OPERATIONS

Should the characters decide to make the Invisible
Fortress their base of operations, it will effect your
entire series. The Fortress is, by design, far away from
civilizarion. If the characrers wanr to spend a lot of time
fighting the Wyld or organizing a Solar resistance move-
ment, it is perfect. If they want to overthrow the Realm
or wander the streets of Nexus, obviously, the Fortress
is not the best place to make their home. That is not to

_ say they have to spend all their time in the North, but
travel to and from the Fortress will take't me —a lot of .

it. If the characters come to rely onl the
Jimit what they can and cannot do.-.
- Certainly,: th :

i terestmg, bar
-pects. The charac_,

DEFENDING THE FORTRESS

The Invisible Fortress’ defeinse systems
have been described in detail elsewhere, but
something must be said on the general logis-
tics of using those systems against various
forms of attack.

The Fortress' primary defense is its se-
crecy. As long as no one knows where it is,
its inhabitants are relatively save. Once the
Guardian is destroyed, the “tugging” that
drew other Exalted ceases. Still, demon at-
tacks, barbarians or, worse, the Wyld Hunt
could bring massive forces to bear against
the Fortress. Luckily, it was designed with
such assaults in mind. Transporting a large

army from the south through the mountains- -

to the Fortress valley is a major undertaking,
made even more dangerous if the characters
have taken a cue from the yeti and set traps
along Stone Maw. Even if an army manages
to make it through, the shape of the valley is
not conducive to battle. Once they enter,
troops are forced into a tight space in front
of the Fortress, where the Serpents can prey
on their magical champions and sorcery can
devastate their troops.-The Fortress’ thick,
almost invulnerable walls make a head on
charge almost impossible, and unless some
horrible lapse in judgment is made, the char-
acters should have little trouble turning back
a ground attack. If the Fortress falls, it will
fall to a long siege or a raid by powerful

magical beings, not to an army.

Demon attacks will be more sophisti-
cated and, generally, better planned than
those of armies. The demons know the For-
tress inside and out, and they will not be so
foolish as to attack it head on. Instead, they
will conscript large ice-eaters (those part -
yeddim or mammoth) and use them to assault -~

-the main- doors. This-ismezelw, 'Ldistractio'n,---

'scrambies for the skylight. Once inside, the_y

can wreck havoc, even through the various
defenses the original builders installed to keep
them at bay. This sort of attack, coming from
all directions, is far harder for the characters
to combat, and they will almost certainly be
reduced to doing barttle in the halls of the
Fortress fairly quickly.







Fakharu, a Lesser Elemental Dragon of Water (see
page 293 of Exalted) is a powerful functionary in the spirit
courtof the West. He wasonce acensor, but with thedecay
of the celestial order, Fakharu has grown indolent on
bribes and wributes offered up by those who would like to
evade the celestial mandates 1o some degree. Although
certainly still strong and fierce, he has little interest in
living up to the responsibilities of his post in the Celestial
Bureaucracy. Rather than spending his time in work and
investigation, he indulges in scholazly repose and in dalli-
ance with his mortal lover Amarel, in a golden palace on
a remote spire far out in the Western Ocean.

However, Fakharu’s peaceful existence has come to -
an abrupt halt. Three sirens, expelled from their-local-
. court after years of servitude, have kldnaped his more
“loverinanattemptto force him to scrutinize their previous
- Storm Mother ‘and == hopefully'= find hf;r guiltyof- as1

many indiscretions as possible. They have raken shelterin
the Archipelago of the Exiles; a small group of islands in

al

~rdSrved Sips=—found the UTConscious: Amarel and took her

friend, she is an old acquaintance of his, and he owes her
a number of minor favors for certain services. More dis-
turbing vet {for friendship can always be set aside and
favors forgotten), she has a number of friends in high
places, of rank equal to Fakharu or scarcely lower. Should
Fakharu mount an investigation against her and bring
charges (even if proof should appear to substantiate those
charges), she is in a position to present a strong counterat-
tack. Fakharu's own conduct and position will be
investigated —- and Fakharu has a less than perfect record.

The message left for Fakharu warned him that should
he attempt to trace his beloved in person, she would pay
the price. Fakharu's concern for his princess is genuine,
and he does not wish to placeherfuirther at risk. Also, ifhe
were 1o make a public pursuit, it woulq alerrother enemies *
‘of hisas to jUSI: how vu!nerable apoint his lover is for hlm '

omphcauon, Whld’l will unfo[d later, isthat
s icrimn.- While

_they]] h:d n the Island of Broken Masks an inhabitant of

‘the Minister for Par-

into custody for breakmg the 1slénd 3 cardmal law Th




with another power of the island — Golden Swallow, the
King's concubine — and are trying to find some way of
reacquiring their victim. Amarel herself is still uncon-
scious from the sorceries that were used on her and unable
to save herself. If there is to be a resolution to this matter,
it must come from the characrers.

THE BEGINNING

Fakharu desperately needs intelligent, powerful agents
to rescue his beloved — ideally, ones not currently subser-
vient to any spirit court, for the current situation would
become even more awkward if word of his predicament got
out. Solar Exalted are ideal candidates for such agents —
deadly fighters, powerful sorcerersand, in the modern times,
frequently in need of patronage such as only a high-ranking
official of the Celestial Bureaucracy can give.

Should the characters already be under Fakharu’s
patronage, he will contact them and request their assis-
tance. Even if they are only acquaintances, he will send
them a friendly letzer in the hopes of enlisting them as
allies. The message will be delivered to the person in the
group for whose discretion Fakharu has the greatest
respect. It is inscribed on sapphire-blue leather in letters
of glowingsilver, borne by a crystal-winged osprey. While
the style of the lerter demonstrates the dragon’s charac-
teristic good humor, sharp-wirted characters should be
aware that he would hardly request their presence for a
minor matter. The osprey will wait to carry back a reply.
The letter reads:

My good friends,

1 trust that the skies above you ave clement and that the seas
beneath you bring you prosperity. It has been too long since last
I had the pleasure of your company; may I invite you to my
small dwelling by the seashore? It might be that, while you are
there, we may come to some minor arrangement, which will
result in our mutual profit.

Should this be to your liking, please send me word of your
desire by the messenger who browught you this missive and then
jowmey to the nearest beach. A ship will be there at the sunset
of your arrival and will bear you to my humble sprre

Until we meet,

Falkharu

lfthecharactemhave noprioracquaintance \VtﬁlFaLharu,

In either case, a ship will indeed come at sunset on
the day that the characters arrive at the nearest seashore.
Asthe sun sinks in the west, a sudden stormwind will rise,
and a white ship will come scudding in from the sea. The
ship will pause just before it might run aground, and a
silver ladder will fall from its nacreousrail, so that waiting
characters may conveniently board it, While there are no
signs of any sailors on board, human shapes twist and
writhe in the waves around the hull, and unnatural winds
strain in the sails.

The ship is built of ivory and birchwood; its nails are
silver, and its sails are white silk. It is extremely luxurious,
with a separate cabin for each character, but has no weapons
on board and no crew. It is Fakhany's creation and has been
enchanted to catry the characters across the aceans from
wherever they may be to Fakharu's spire. It will arrive at
dawn on the following day, however far it may have had to
travel, comingroanchorsoundlesslyatan opalescent marble
pier at the foot of Fakharu's spire. Nothing else mars the
unbroken sea for miles around, save the pier, the spire, and
the island on which it stands. Other tropical islands are
distantly visible on the horizon. Dolphin spirits play in the
water at the end of the pier, more splendid and more glossy
than any living dolphins could ever be, and their eyes
display a human intelligence as they watch the characters.

ARRIVAL

Fakharu's spire is a lofty edifice of wrought gold that
sparkles in the dawn light. A couple of Wind Makers soar
high in the air around the top of the spire, their white
feathers flashing in the sunlight. The great portal of the
spire is a single piece of amber, carved omately into a
stylized representation of Fakharu himself. Five beautiful
young women will come out to greet the characters,
bareheaded, garbed in white linen and each wearing deco-
rations of one of the Five Magical Materials — bracelets,
necklace and girdle. They will bow and welcome the
characters to the spire in the name of Fakhary, Dragon of
Warer, Censor of the Celestial Bureaucracy. Their leader
{who wears orichalcum) will then invite the characters
into the spire, so that Fakharu himself may speak to them,
While leading rhe characters inside, they will make pleas-
ant conversation — if addressed — abour the beauties of

«-.Fakharu's spire, the honor in havmg so noble-a-dragon as

a master, the excellence of the weather and the clear
nobility and obvious skills of the characters. However,
they will not discuss the reasons why the characters might

i have been sumrnoned or any current political situation

{and indeed; they do not know why the characters are

“présent:) Th are niamed after the' ornamental substances
-~that- they wea and are-all- preasely 15 yeats of. age. -
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ripples and reshapes itself with every movement of the air.
Statues stand in alcoves down the length of the hall, all
Fakharu's own work and all of them in precious metals and
priceless gemstones. Each step on the worked gold floor
brings soft bell-like music, sweet harmonies that echo in
thedistance. Bright-winged bird-spirits perch in the arches,
like jewels in a carved setting.

Fakharu himself awaits the characters, curled upon
his throne in a shining mass of gold-green scales, his eyes
wide and patient, fixed upon etemity. Other spirits are
present — either pleading for a judgment in their favor or
performing their assigned duties around his court. Twao
elementals of earth, their hair and eyes emerald, their flesh
onyx, petition the dragon for ownership of a single perfect
ruby that they discovered together. A bent woman whose
body is formed from rusty water requests that she may be
aliowed to read Fakharny's history of the Tenth Kingdom
Under the Seventh Wave, so that she may find the name
of the third king who ruled there and fulfil the wish of a
sorcerer who bound her to the task. The spirit of a certain
river has come to apologize for the conduct of local
villagers in failing to make the proper sacrifices at the
proper seasons — and to promise to flood three times and
to sweep their valley clean of dwellings in consequence.
Qthers wair to make their own claims or declarations,
murmuring quietly to each other as they do so. However,
the whole assemblage conducts itself in a dignified and
respectful manner, mindful of the fact that they are in the
presence of a Censor of the Celestial Bureaucracy. The
hushed voices of the petitioners and servants should help
the characters to realize the esteem and fear in which
Fakharu is held and the power that this implies in him.

The young woman who has led the characters into the
hall will announce their amrival in a carrying voice, giving
their full names, ranks and castes {whether such things are
commonly known or not). At this, Fakharu will rouse from
his contemplation and welcome the characters to his dwell-
ing. He will declare thisdawn attendance overand invite his
new guests to join him in a private chamber for refresh-
ments, where they may better enjoy the view overthe sea. .
A polite response, while not absolutely necessary (stunned
silence will — barely — suffice) would he sppropriate.

While some of the petltloners wiltbe-annoyed at:this -

onwhat might be the second orthird floor of the spire. This
room has the entire west wall left open to the sea breezes,
looking out aver the Western Ocean. The pale gold walls
are ornately chased with hammered designs depicting
noble deeds of past Exalted, and one of Fakharu's finest
statues — depicting his beloved Amarel and carved from
a single emerald — stands near the door. Fakharu himself
isalready present, reclining on a pile of cushions sewn from
the finest silk and patterned with the hair of fire-spirirs,
and he inclineshis head in greeting as the charactersenter.
In the center of the room is a large table well spread with
the finest food and drink and a set of elegantly carved
ebony chairs equal in number to the characters.

The women will withdraw with a humble bow, leav-
ing the characters alone with the dragon.

FAKHARU’S REQUEST

Fakharu's approach to the charcters will depend on
whether or not he has met them previously and whether or
not he already stands as a patron of sorts to the group. In all
cases, hedoesnotwish toseem overly vulnerable, but hisneed
is urgent ~ as witness, the haste of his summoning of the
group — and he is prepared to go to some lengths to acquire
their help. However, he will not be amused by impertinence
ar disrespect: While this will not affect his wish to secure the
group’shelp, he will rememberit in the future, and hisattitude
toward them will cool perceptibly at that point.

As A PATRON

1f Fakharu is already a patton or friend to the group, his
approach will be simple and direct. He will ask after their
health, request that theyseat themselvesand take what food
and drink they may care for and, then, continue as follows.

“My friends, I must ask for your help. My beloved
Amarel has been kidnaped, and is being held far to the west,
in the Archipelago of the Exiles. While  desire to fly to her
side at once and bring hersafely back to my smali home here,
certain political considerations - and threats against my
love's safety — make it impossible for me to go in person.”
~He givesa draconicsmile; dropping his jaw, and continues
ina conﬁdentlal tone, ‘_‘Is it not fortunate that [ bave such -

' ‘.c*,"al and trustworthy umr.ds a3 yoL.rscl'v es?”

“Ar thls point;: he will pause 1o allow the:characters to
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The only surviving member of her escort wasable ro tellme
before he died that she was carried away by three sirens.
They left behind aset of demands and the information that
they were keeping her hostage in the archipelago — a
collection of islands inhabited by the exiles of Heaven and
Earth, a place of treachery and secrets, hidden from the
eyes of all by certain spells of long ago. Naturally, [ cannot
give way to such pressure, and I do not intend to. But if 1
should leave this place and go 1o find my Amarel, the
whole matter will become public knowledge. It may be
seen as a sign of improper conduct on my part, and my
enemies will certainly try to use my love for my princess
against me in the future. Worse yet, if the sitens learned of
my coming, they might slay Amarel before I could reach
her. No.” He shifts his wings with a small ripple of thunder,
and his eyes blaze harshly. “This cannot be permirred.
While I would like to personally rear these reckless sirens
limb from limb and roast them in boiling venom for a
thousand years, ] cannot permit myself this luxury. My
friends, 1 will give you the benefit of my advice and help,
but [ must ask you to undertake this rescue for me.”

As A STRANGER

If Fakharu has no prior acquaintance with the charac-
ters, he will introduce himself 1o them at this point, with
proper formality. “] am Fakharu, Dragon of the noble
element of water, having the honor to be named Censor of
the Celestial Bureaucracy. While we have never had the
good fortune of meeting in the past, your namesand fame are
well known to me.” He will pause to mention some notable
past exploit of each character, showing a good knowledge of
their history. Although he will be unaware of any genuine
secrets, spirits and elementals have informed him about the
Circle’s past and given him enough detail to be impressively
avuncular. When asked how he obtained this knowledge,
he will merely state that, “A spirit in my position finds it
useful to be informed about the doings of the Exalted.”

After this introduction, he will continue: “ find myself
inasomewhatdifficult position and would be grateful foryour

. -assistance in a certain matter. You will be properly rewarded
& for your efforts, of course, and I would hope that we might
- evenmaintainacontiniingassociation. Since weare preemi-
© nentamong the spiritsand other beingsof the courts, we have

statesthecharacters rank:--they certainlyaten 'tasimportant

ere. Nazutally, Lwoul
" Characters at aﬂfarml

certain interests in common.” While this drastically over- _

afterward ingratitude. Constant reque:
“ment oF extortionate demands will gét the desired itemsi
~Afterall, Fakhanu.isn't going to risk h
.. safery any

characters and wdl see to 1t that as mL

of those of Fakharu's rank would hesitate o abuse their
position and will take this statement with a grain of salt.”]
cannot go in person to rescue my beloved Amarel, much as
1 wish ro — not only would it give certain enemies of mine
unwelcome ideas, but these sirens would know that [ have
left my spire and might kill her before | could reach her.
Theyhave hidden herinacollection of islands known as the
Archipelago of the Exiles, a place hidden from the eyes of
Heaven and Earth by certain spells of long ago. [ need
trustworthy allies, noble Exalted, and I hope that | may ask
for your help in this emergency.”

Fakharu's approach is targeted to pique the charac-
ters' interest, by appealing to theirhonar, theirself-interest
or both together. The patronage — even friendship — of
a Censor of the Celestial Bureaucracy is an incredibly
useful thing to have, in political terms. An alliance with
someone as powerful and wealthy as Fakharu could be vital
to any Exalted. The dragon will do his best to make sure
thar his guests realize this, with casual references to his
political power, personal possessions and numerous el-
emental and human servants. During their stay at his spire,
from their arrival in his enchanted ship to when they leave
it, he will see to it that the characters are surrounded by
evidence of his wealth and generosity.

THE DEAL

Whether the characters are old allies or new acquain-
tances, Fakharu intends to reward them for their actions —
both in ways that will be immediately useful and in future
piftsand patronage. Characters will quickly realize that they
can profitfrom this. However, the fact that they could extort
agreatdeal from Fakharu doesn't necessarily mean that they
should. As a dragon and as Exalted, they may well live for
thousands of years and have to deal with each other as
friends or enemies throughout those millennia. Which is
more important— adaiklave now orareliable and powerful
ally whofeels genuine friendship toward them for the future?

Fakharu won't stint in handing over ships, items or
allies, if they should be clearly useful to the characters, but
he will resent pressure and extortion. The very nature of
his current predicament should remind the characters that
thev thomsebees don's cxist in & vacsum Aol el

Y LACIRSTVEsS quu T existin & vacuum and that tha time

may come when they will need trustworthy friends and

allies, rather than reluctant neutrals obtained. through - -

blackmail orthreats. An open approach to the matter and

.8, clear statement of possible problems will cause Fakharu

toreact geneérously and to offer whatever he can to resolve
situations — and probably“win the

sts for further equip-

her.- However, he 3 wdl;
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dealing with the characters afterward and may well be
hostile toward these upstart, overly proud Exalted.

The first problem likely to concemn the characters is
that of immediate transportation. To that end, Fakhan will
freely offer the small ship in which they arrived. It may be
conveniently handled by a crew of two, if one traveler takes
the tiller and the other the sails, and has been charmed
against storms, lightning and sargassos. However, the most
potent enchantment is laid upon iss tiller: Once a week, at
dusk, the ship may be commanded to sail to Fakharu’s spire.
If this order is given, the ship will travel without need for
satlors or steersman all nighr, sailing at whatever speed is
necessary, however incredible. lt witl come to land at the
spire at dawn on the next day. The ship will, of course, be
stocked wirh a month'’s supply of fresh water and food.

The characters will doubtless ask about maps next.
While Fakharuhas chartsof the seasherween hisspire and the
edge of the archipelago, he has none of the archipelago itself
and knows little of it or its inhabitants. Certain powerful
influences shield the area from astrology and scrying — this
ward is the work of powerful individuals in Heaven, who wish
the place to remain secret. Also, in the past, Fakharu's
interests as a censor have been best served by maintaining a
politic ignorance that the area even existed, which hindered
any serious attempts to investigate ir. Of course, he knows a
few rumors, but these should by no means be regarded as
fact.... Storytellers are encouraged to pick and choose details
from the islands mentioned in the description of the archi-
pelago and to add a few worrying suggestions of their own.

Fortunately, Fakharu can sugpest a method by which
the characters can get better information. Sikunare, an old
and powerful Storm Mother, holds her court midway
between Fakharu's spire and the archipelago. She is the
Storm Mother that Fakharu has been asked to bring
charges against, and it is from her court that the three
sirens came. Given all these facts, Fakharu will suggest
delicately, she will doubtless be able to provide a great deal
of useful information. If the characters request it, he can
also provide some valuable statues (of his own carving) as
a gift to mollify Sikunare: Storm Mothers ate not known -
for their calm demeanors, and she is no except:on_ '

Sheuld the chamacress seek magisal w capons, Fakharu

~has many treasures in his vaults; while he willnot willingly

" handoverthe most potent, askilled character mayreceive .
stance

an item of minor pawer. This is especially true if the choice
is left to Fakharu and the chardcter merely states hisnieed
for some particular sort of weapon. Likewise; Fakharu can

prov1de enchanted t'illsmans, amulets, trad .goods, trea-

sure in ‘gold or silver or any of the

enchanted tools such as a thrice-knotted blue sitk cord,
which produces a wind in the desired direction when
untied, or a black sapphire the size of a man's fist, set in
silver, which can be used to command a storm to cease.

TACTICS

Fakharu will proffer advice as to how the characters
should handle the situarion. Although he is unaware of the
precise layout of the islands, he can explain the nature of the
archipelago where Amarel is hidden, telling the characters
that itis arefuge for spiritand elemental exiles and fugirives.
“As such,” he will point out, “it is likely to be a place with
many different factions and groups, each of whom will have
their own enemies. [ am sure that you will have thoughts of
your own about how this may be exploited....” With a
draconic low-jawed grin and a knowing lock, he will not
press the point. However, if the characters appear willing to
listen, he has the following suggestions to make.

Ifthe groupisclearly oriented toward fighting, Fakharu
will point out the virtues of a swift martial strike into the
heart of the archipelago. Once they have ascertained
where Amarel is being kept — though, obviously, not
before then — it would only be sensible to play to the
group’s strengths and to rescue her by force. If the Exalted
are clearly interested in this prospect, Fakharu will gladly
supply them with weapons and similar useful items. Of
course, as he will remind them, Amarel's safety is of
paramount importance to him, and the characters will
need to be careful that they do not endanger her through
excessive force or impetuous actions.

Should the group be more interested in diplomacy,
Fakharu will suggest that the sirens themselves — or any
group with which they are affiliated — may be prepared ro
negotiate for Amarel'’s return. After all, there have to be
things that the kidnapers would want besides the disgrace
of the Storm Mother Sikunare. Fakharu can doubtless
supply a good many such things and will allow the charac-
ters to swear as much in his name. He can offer wealth,
power, valuable information, discreet assassinations, a
posmonmhiscourt.. .Also, ashewdlpomtout the group

~ of kidnapers may not be in rotal 3 agreement by this point.

" f some of the kidnap nre havma second’ rhnuths abour =
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This ploy may be particularly effective, the Dragon will
point out, if the kidnapers should turn out to be unexpect-
edlystrong or well defended. Naturally, Fakharuhas certain
items that he will be glad to donatre to the cause, such as
gems that cast auras of darkness, cloaks that render their
wearers invisible, cintments that allow the wearer to pass
through solid walls and so forth. While Fakharu would
personally like to see the kidnapers pay in blood and
torment for what they have done, he is realistic; Amarel’s
safety is more important to him. Naturally, after this isall
over, he will take great pleasure and devote a grear deal of
attention to a painful and lengthy revenge. Dragons have
certain standards to uphold.

Whichever course the characters decide to adopt and
whatever equipment they may receive, Fakharu will want
them to leave as soon as possible, It has already taken him
several days to contact the characters and obtain their
help, and Amarel’s time is running out.

Even using the white ship that he has given the
characters, it will take them ar least three days toreach the
archipelago — more, if they stop at Sikunare's court, The
Exalted should have some sense of the urgency that drives
him. He will never lose his courtesy and will even make the
odd joke, but he is constantly aware of Amarel's danger.

Fakharu does not want to attract undue attention to
the characters’ visit to his spire —should they be identified
openly as his agents when they reach the archipelago, it
may increase Amarel's danger. As matters stand, he sus-
pects that one or more of the petitioners currently presenu
may actually be aspy left to watch hisreactionsand to send
word if he goes in search of Amarel personally. For this
reason, he will ask the characters not to discuss Amarel's
kidnaping with anybody else in the spire and will, instead,
let it be generally known that these Exalted are visiting
him to discuss matters of his policy concerning the Im-
maculate Order. He will not speak of the kidnaping in
public with the characters and will insist that they leave at
night, in an attempt to foil spies or pursuit.

THE SPIRE

The spite is a lofty tower of beaten gold, which can be
seen for many leagues acrose the sea: Ir enrehon rthe sundight
during the day and the moonlight by night. Diamonds and
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own sculpting, in rare metals and precious gemstones, stand
inalcovesalong the walls. Musical tonessound with each step
on the floor, though never loud enough to interrupt conver-
sation, and bird-spirits perching in the archesadd living color
to the setting. Fakharu knows the value of first impressions
and has designed this audience hall to stupefy and daunt
visitors with his obvious wealth and power. During the day, he
holds audiences here at dawn, midday and dusk. At nigh, it
is occasionally used for grand parties but is, more often, left
empty, frequented only by menial servants whose task is to
burnish the golden floor and walls.

Without exception, the spire speaks of Fakharu's
wealth and taste. The dragon does not indulge in the gaudy
excesses of lesser spirits or the tawdry overdone ostenta-
tion of minor elementals artempting to impress mortals
with their power. While everything is made of precious
metals or gems or exotic materials from distant lands,
furnishings and structure are arranged in elegant and
discreer harmony and in patterns that bespeak occult
knowledge and hidden ritualistic meanings. Each door in
the spire opens onto a room of greater beauty than the last:
cortidors carved from living pearl, rooms walled in opal
and crystal, curtains of the ice-white silk that comes only
from the furthest East, scrolls with the hidden history of
spirits from times long ago. Even one of the Exalted could
wander here for years without growing bored.

Fakharu's favorite place in the entire spire is the vast
golden balcony that circles the roof, where he and his lover
take their dinner and watch the sunset when the weather
is fair. Major rooms throughout the spire are builtonascale
to suit his great draconic form, with wide doorways and
lofty ceilings. He is often to be found in the large library,
in the company of Shemaru the Librarian, or in a long
gemmed hall below the spire, decorated with works of art
by his own hand, where he works on his sculptures and
painting. The spire is also well supplied with smaller
meeting rooms, suitable for private discussions and subtle
bribery, and with suites of guest rooms for any sort of spirit
or elemental — or even the occasional visiiing Exalted.

~ Deep in the foundations are such rooms as dungeons-
and torture chambers — though Fakharu rarely utilizes:-

them

[ 44 )

thpve ars r)f-r"'u:lnnc when rl—mu a

=41 = -
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_.quarters on the. hlgher levels; it's far more cmhzed

Menial human servants are lodged in tmy attics or in
the cellars, wher their presence will not offend Fakharu or

necessary. Ha

— although humble in comparison to the rest of the
building — would bankrupt entire villages elsewhere.

FREQUENTLY APPEARING SERVITORS

Fakharu has anumber of trained and reliable servitors,
who are likely to be regular fixtures at the spire — they are
all too rrusted or too useful to be randomly slain on awhim
or to be disposed of as gifts. Other than the four listed
below, there are many spirits who serve the Censor insome
capacity and even certain selected humans who are chosen
for their skills or beauty. While the humans are almost all
subordinate to the spirits and generally understood to be
inferior to them, they are not mistreated: They are, after
all, Fakharu's property and, as such, should not be dam-
aged, for dragons have little patience for vandals.

These lower servants are generally happy in their
duties. Fakharu is not the willful kind of master who would
idly slay half a dozen before breakfast on a whim —so long
as the servants obey unquestioningly, they are treated well.
Human servants are trained from infancy for their posts.
Some are stolen from their criginal families while babies,
while others are collected from hillsides where they have
been left to die of exposure as sacrifices and presented to
the household by lower-ranking spirits who seek to gain
Burnished Mantis’ favor. Children who fail to show prom-
ise of to obey perfectly are disposed of, either given as gifts
to other spirits or simply killed — however, this is rare, as
the infants are taught that service to the Censor is the
highest duty to which they can aspire. Some grow up to
learn the skills of the courtesan or assassin, to act as agents
for Fakharu elsewhere, but most live and die in and around
the spire, existing in an atmosphere of humble servitude
and precise etiquette. They are as much ornaments as
menials and are given regular anagathics in their food w
retard their aging and preserve their youthful beauty.

BURNISHED MANTIS, CHAMBERLAIN

Description: Thisinsect-spiritserves Fakharuas cham-
berlain, major-domoand cringinglackey. Burnished Mantis

- fails-to-realize quite-how-useful he is to the Censor, and
‘Fakharu iintends for matters. o remam that way. Mantis .
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politics to them. He does his best to politely ignore the
existence of Shemaru the Librarian, wanting to avoid “ap-
preciation” of his master’s writings. However, Burnished
Mantis is extremely fond of Amarel; in his opinion, she is in
every way an acceptable lover for Fakharu, being beautiful,
devoted and perfectly skilled in etiquette.

Nature: Follower

Attributes: Strength 5, Dexterity 2, Stamina 3, Charisma
2, Manipulation 2, Appearance 2, Perception 5, Intelli-
gence 3, Wits 2

Virtues: Compassion 2, Conviction 4, Temperance 2,
Valor 3

Abilities: Awareness 4, Brawl 3, Dodge 3, Endurance 5,
Lote 3, Melee 3, Occult 2, Presence 3, Resistance 3,
Socialize 4, Stealth 3

Backgrounds: Allies 4

Charms: Camouflage, Instill Obedience, Materialize, Sense
Domain, Stillness, Summon Food, Tiny Gift

Cost To Materialize: 21

Base Initiative: 6
“Attack:

Bite: Speed 6 Accuracy ] Damage 4L Defense 4

Claw: Speed 7 Accuracy 7 Damage 3L L/‘_f-mc 3

Dodge Pool: 5 Soak: 4L /5B (Chitinous exoskeleton, 3L/3B)

4{ Incap
- Bssence: 3 Essence P’

0/-0/-0/ -1/-1{-1/:+2/-2{-2f ~we-

tipped with gamet styli. His voice sounds like fracturing
tose quartz. Shemaru commands miniature automata of
gold and gamer in the shape of cats, which patrol the
library day and night, watching for intruders. Shemaru
never leaves the library unless directly commanded to by
Fakharu, as the elemental is paranoid about his precious
storesof knowledge. He supervises the filing of every scroll,
book, carved plate or other artifact in his library and insists
onreplacing them himself if they are borrowed. Burnished
Mantis frequently has to reason with Shemaru concerning
proper behavior toward Fakharu’s guests and about allow-
ing the servants in to tidy the library and keep it spotless.
Shemaru admires Burnished Mantis’ skill — from a dis-
tance — but wants nothing to do with protocol, unless it
is absolurely necessary. Shemaru does, however, yearn for
new sources of knowledge and has more thanonce engaged
in private bargaining with visitors, promising to speak in
their favor with Fakhara. Shemaru firmly believes that he
would never betray his master on a matter of importance.
The Censor himself is well aware of this activity but
condones it as perfectly natural. Shemaru has little contact
with Amarel but finds her tolerable, for a human. Were it
not for her habit of reading books from the library, she
would be well-nigh perfect.

Nature: Bureaucrat

Attributes: Strength 3, Dexterity 4, Stamina 3, Charisma
2, Manipulation 4, Appearance |, Perception 3, Intelli-
gence 5, Wits 3

Virtues: Compassion 2, Conviction 3, Temperance 3,
Valor 2

Abilities: Awareness 4, Brawl 2, Dodge 3, Linguistics 4
(Native: Old Realm; Flametongue, High Realm, Low
Realm, Seatongue}, Lore 3, Cecult 4, Presence 2, Resis-
tance 3, Socialize 2, Stealth 3

Backgrounds: Allies 3




Charms: Confusion, Dematerialize, Derails, Hurry Home,
Landscape Travel, Memory Mirror, Narural Prognostica-
tion, Tracking

Elemental Powers: Aegis, Mobility

Cost To Dematerialize: 33

Base Initiativer 7

Attack:

Claw: Speed 7 Accuracy 7 Damage 4L Defense 5

Dodge Poel: 7 Soak: 4L/6B (Aegis, 31/3B)

Willpower: 7 Health Levels: -0f -1/-1/ -2/-2/-2/-2} -4/
Incap

Essence: 3 Essence Pool: 64

Qther Notes: None

MIRROR OF DIVINITY, SPYMISTRESS

Description: This water-elemental serves Fakharu as
a manipulator, diviner and spymistress — and is currently
in deep disgrace for her failure to prevent the kidnaping.
She is a Water Child, formed when a child slipped and fell
into a pool while watching her brother and sister lie
together, with an obsession for spying on others. She has
managed to sublimate this predilection into an urge two
report everything that she sees and hears to Fakharu, who,
in some ways, has taken the place of a parent to her.
Although she appears to be a [0-year-old peasant girl,
dripping with warer, she has the heavy dark eyes and deep
voice of a mature woman. A network of elementals, spirits
and humans reports to her, and she passes on relevant data
to Fakharu. While she prefers to spend her time at the spire
and to have her informants send their information to her,
from time to time, she is forced to travel to them or to
investigate a situation personally.

Mirror of Divinity treats most people impersenally, but
from rime to time, she will take a violent dislike to an
individual — usually one who has been reported to her as
behaving in a lustful manner — and will endeavor to find
some wrongdoing on his part that she can report to Fakharu.
She has little o do with Burnished Mantis or Shemaru,
though both are aware of her position and rank and treat
whatever she says with respect. Other denizens of the spire..
who are not part of her network believe her.to be merely
another servitor and treat her as such. While Mirror of ~

Ulv:mtynormaliyhasnopartlcularhkeord;sliketorAmarei -
the Water Child currently feels a strong antipathy toward

the woman — due to the spymistress’ current disgrace —
mingled with'a sense of gmlt for having failed-the Censor.
Nature: Martyr & ; 5

Attributes: Strength 5, Dexterity 2, Stamm 3, Chansma

2, Mampulanon yis Appearance 2, Percept n'5, Infelli-""
-gence 3,-Wits 2., :

Backgrounds: Allies 4

Charms: Confusion, Dematerialize, Element Touch,
Ghostly Presence, Landscape Travel, Memory Mirror,
Nartural Prognostication, Steal Sustenance, Stillness,
Tracking,

Elemental Powers: Aegis, Dragon’s Suspire, Mobility
(Water)

Cost To Dematerialize: 21

Base Initiative: 4

Attack:

Chill Touch: Speed 4 Accuracy 5 Damage 3L Defense 5
Dodge Pool: 5 Soak: 41./5B (Aegis, 3L/3B)

Willpower: 7 Health Levels: -0/-0/-0/ -1/-1/-1/ -2/-2{-2} -
4/ Incap

Essence: 2 Essence Pool: 63

Other Notes: None

STEEL SUN, PIRATE CAPTAIN

Description: Steel Sun is the haltbreed child of a
Dragon-Blood sorceress with the Elemental Aspect of Fire
“and herfire butterfly lover——oddly enough, he haschosen
to-make ‘his-home: on the high seas-and lives the ifeof a -
corsairinberveen
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romance. He encourages such gossip, as it makes many of
his targets more likely to surrender tohim after a brief fight.
While he has some atrophied sense of personal honor, its
only manifestations are his [oyalty to Fakharu and a refusal
to break his given word.

Steel Sun isa frequent visitor to the spire, ashe enjoys
the luxury of Fakharu's island. While he is technically
lower-ranked than Burnished Mantis, Mirmor of Divinity
or Shemaru, given that he is a halfbreed, none of them
condescend to him. He is a useful colleague, and all three
of them are prepared to overlook his mother's bloodline in
order to conduct private negotiations with him. Steel Sun
is aware of this prejudice and resents firstly his mother, for
‘being Dragon-Blooded, secondly his father, for siring him
on her, and thirdly, all those who look down on him as a
lesser being. Fakharu isone of the few to escape this general
bitterness: Steel Sun is aware that the dragon treatshim as
well as or better than most spirits and has no grievance
with the Censor. Ultimately, the corsair is a practical man
and controls his anger in order to make a profit. When
dealing with his crew, he attempts to win their respect on
purely human terms and, for the most part, succeeds.

Steal Sunis by now, oo well known among thepolincaily
astute as a servant of the: Censor’s. This, together with the fact
that he isweaker than the Exalted, iswhyhehasnot beengiven
the mission of rescuing Amare[ ~-and he bltterly résents that,

iri some mission, as embarrassmgiy as possible. ..

‘Nature: Gallant . :

Attributes: Strength 2, DextentyS ‘Stamina 4; harisma
3, Manipulation-2; A-apearanceS ‘Perception 2; Intelli=
gence 2, Wits 4~

Naturally, he hopes thatshe will be safely recovered; but inthe ..
future, he would notobjéct 1oseeing the Exalted characters fali f

'Conviction 3, Temperance 2;"/

Abilities: Archery 2, Athletics 3, Awareness 3, Brawl 3,
Dodge 2, Endurance 3, Medicine 2, Melee 3, Presence 2,
Resistance 2 (Disease +1), Sail 4, Socialize 2, Stealth 2,
Survival 1

Backgrounds: Allies 5, Backing 4, Contacts 4, Followers
5, Resources 4, any Artifact he needs

Charms: Element Touch, Tiny Damnation

Base Initiative: 6

Attack:

Fist: Speed 6 Accuracy 6 Damage 3B Defense 6

Kick: Speed 3 Accuracy 5 Damage 5B Defense 5

Knife: Speed 9 Accuracy 6 Damage 4L Defense 5
Chopping Sword: Speed 6 Accuracy 7 Damage 7L Defense 6
Dodge Pool: 5/2 Soak: 3L/3B

Willpower: 7 Health Levels: -0/-1/-1/-2/-2{-4/Incap
Essence: 2 Essence Pool: 20

Other Notes: Sreel Sun has inherited a weakened form of
his mother's Aspect of Fire and can spend 10 motes to burst
into flame. For the rest of the scene, he is immune to fire
damage, and anyone striking him without a weapon or
wrestling with him takes a number of dice of lethal damage
every turn equal to half his Essence. If he strikes with an
unarmed attack or wrestles with a character, his opponent
takes a like amount of damage,

OVER THE FLOWING SEA

Sikunare's court lies 300 miles west of Fakharu's
spire. Should the characters accept the Censor's offer of
his white ship, they will find thar, by virwe of its magic,
the ship is able to overcome the vagaries of current and
tide and maintain a constant, reliable speed of 20 knots
(20 nautical miles an hour). If they start at dawn and sail
by night and day without stopping, they will arrive at
Sikunare’s court in the early afternoon of the following
day. The Storyteller may insert encounters for the
characters, should she desire it, but the voyage is likely
to be without incident: Fakharu has commanded his
allies tomake the trip smooth and easy, as faras is within
their power, and they have chased away predators and
calmed the waters.

SIKUNARE'S CQURT

L S

This Storm Mother’s court is situated almost exactly
- halfway between Fakharu’s spire and the Archipelago of
the Exiles. Aswith all Storm Mothers® ' domains, its bound-
aries are :Hgnalecl by the water beneath the shlp s keel

e




While Sikunare is not the oldest or most powerful of
Storm Mothers, being only a few millennia old, she has
managed to negotiate her position as ruler of the closest
court to the archipelago into a certain amount of political
power. The rulers of many other courts owe her favors for
allowing certain refugees or exiles to reach the islands
safely —orforseeing toit that they died on their way there.
Partly as a resulc of this, Sikunare’s court is mostly com-
posed of spirits skilled in war and in martial Charms.
Sikunare herself takes care not to meddle in the affairs of
the archipelago and does not permit her subjects to do so
either. This is in order to protect herself from taint by
association in the eyes of other spirits — and also to avoid
the possibility of the exiles uniting to attack her. While she
could call on help, should that occur, it would invalve
cashing in most of the political favors that she has built up
and would severely damage her reputation,

If the characters arrive in Fakharu's ship or, immedi-
ately upon crossing into Sikunare's domain, present some
kind of sign that they are working for him, the Storm Mother
will give them due respect as his representatives. Three
shark-spirits will come circling to the surface of the waves
and take human form — rall, cold-eyed men in white robes.
The shark-spirits will greet the Exalted politely, asfriends of
the Censor, and offer woven bracelets of coral beads that
will allow characters wearing them to breathe water while
under the sea and to ignore the effects of depth. The spirits
will also issue an inviration from Sikunare herself to journey
below the waves and discuss matters of current interest.

Should the characters not give any obvious sign that
they are allied with Fakharu, but attempt to contact the
local spirits, then the spirits will react with curiosity. This
area is hardly a frequent trade route or a stopping-point for
Exalted. Sikunare herself, once she finds out that she has
visitors, will be interested in speaking with them purely to
find out why they are here, and the shark-spirits will offer
enchanted bracelets, as above,

Deep below the waves, Sikunare’s court is attended by
waterelementals of many kinds, all bearing we?pons of some

sort — it should be obvious to characters thar the spirits--

present are ready and even eager for battle. Sikunare herself

rnr‘ilnﬂc an oa thamlu er‘]npd ti‘\r{\np nF cruEn!‘ﬂd r'()ml \‘lrlf}‘\ -
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_two chained sirens kneeling at her feet. Statues, jewels and-

the figureheads of sunken ships ornament the wide crater in
the seabed that serves the Storm Mother as a throne room.

Perceptive charactérs may recognize several of the statuesas

examples of Fakharu s work, although not és good as the

piecesinthespire. Si unare wdlgreetthecharac erbbrusquely
 but politely and "
- Presentingany gift$th
ably mollify_her te mper The characters .
* mention their mission from Fakharu, ¢
" that they are passmg through the :

say more in pnvate then

dismiss the test of her court and invite them to a secluded
obsidian grotto to discuss matters further. She will be
incensed at the news of the sirens’ plans and (althaugh she
will not say so) surprised that Fakharu should value ahuman
consortso highly. Since itisin herinterest to cooperate with
the characters, she will give them what information she can
about the sirens and the archipelago.

If the Exalted lie and claim to be merely traveling
through, Sikunare will offer them the hospitality of her
courtfor the evening, She will then order some of hermore
prepossessing servants — the chained sirens and several
other elementals who can take attractive human form —
to attempt to seduce the characters and find our what their
true business is, The ensuing evening will include a lavish
feast, with many strange wines from ancient shipwrecks,
dancing and exhibition duels (in which the Exalted will be
invited to join) between the weapon-masters of the court.
If the characters reveal nothing but act with proper deco-
rum, they will be allowed to leave the next moming and
may discover some useful information from the inhabit-
ants of the court during the evening’s revelry. Should they
let it be known that they are on a private mission for
Fakharu but not mention what it is, then Sikunare will
respect their privacy, but think less of their discretion.
Should any of them reveal what their mission actually is,
they will be summoned to an immediate audience with
Sikunare, who will berare them for their indiscretion and
then give them what help she can— Fakharu will, afterall,
owe her a sizeable favor for this assistance.

DIsCUSSIONS, INVESTIGATIONS AND ASSISTANCE

Sikunare is unaware of the threat that the three sirens
pose to her — in fact, she didn't even realize that they'd
passed through her waters with Amarel roward the archi-
pelago. Perceptive characters may think of questioning
the other sirens who are currently held as the Storm
Mother's slaves — unfortunately, these are not the sirens
the characters are looking for, and they have no knowledge
of their sisters’ plans. They will admit, however (if out of
the Storm Mother’s hearing), that they could understand
the other sirens’ desire for revenge only too well. These

sirens wﬂl also plead “with the ‘characters t6 ‘perstiade |
-blkunare to release them and
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recently acquired 70 large peasls from an unspecified source.
She has been using them as gambling stakes in the evenings,
and most of the court has seen them. Should she be ques-
tioned, any threat of force will make her rapidly confess that
she did indeed see the sirens passing through and that they
gave her the pearls in exchange for herssilence. These are the
very pearls thar Amarel was collecting when she was kid-
naped, and any character familiar with Fakharu's spire may
recognize them as similar to others they have seen Amarel
wear in the past.

Dancing Emptiness will tell the characters that the
sirens were carrying an unconscious woman with them (the
description is clearly that of Amarel) and that they were
journeying toward the Archipelago of the Exiles. This
happened three days before the characters were summoned
to Fakharu’s spire. The wave-foam spirit assumed that the
sirens had got into trouble with some dignitary or otherand
was happy to take a payoff and let them slip past. If
questioned about their destination, she does remember the
leading siren, Chamae, mentioned something about “hid-
ing herbeauty in the least likely of places” but is unsure what
the siren meant by that. (Chamae was referring to hiding
Amarel on the Island of Broken Masks, where all inhabit-
ants are disfigured by the law of the isle.)

Sikunare will inflict a suitable punishment for disobedi-
ence and bribe-taking on Dancing Emptiness once the
characters have finished with her. She can also give the
charactersinformarionon thesirens: She willdescribe Chamae
as decisive but rash, Aekalle as submissive but vengeful and
Tenereshe as manipulative but emotionally fragile. Without
remorse, she will describe how the three can easily be told
apart by their scars: Chamae is missing her left eye, Ackalle
lacks both thumbs, and Tenereshe has had her torso tattooed
in zigzag pattemns of white and gray. She will not be amused
by any suggestions that she should moderate her treatment of
members of her court, though this will not cause her to take
immediate action against the characters — or, at least, not
while she knows that Fakharu stands behind them.

Should the charactersbe inneed of suppliesor trade goods,
Sikunare can provide these easily from sunken ships. She will
not be as generous as Fakharu, but can provide most common
goods—even barrelsoffreshwater —and somegiftsof precicus
metals and works of art. She will not provide enchanted items,

L though characters.who mehow please her lhrough gtft.s or::

"‘fBackgrounds. Followers 3, Inﬂuence 4, Resources 5

SIKUNARE, STORM MOTHER

Description: Sikunare is spectacularly ugly; her thin
blue hair floats in matted clumps around her wizened face,
and her muscular body is twisted and hunched. Her one
vanity and indulgence is the care of her long nails, and she
has ornamented them with inset diamonds and sapphires,
filing the edges and coating them with gold. She is proud
of the position and influence that she has won and expects
due respect from visitors — even from the Exalted. Her
pride is not unwarranted, as when she gained control of
this court 300 years ago (by killing the previous Storm
Mother), it was a relatively minor location and group of
spirits. Sikunare took advantage of its position close to the
archipelagoand built up a network of favors and debrs with
other spirits. As a result, today, her court is widely known
and receives many gifts from those who would like exiles
to pass through to the archipelago unharmed — or those
who want fugitives prevented from reaching it.

Given the nature of her power and the type of favors
she so often grants, Sikunare is neither indolent nor
luxurious. She does not disdain to lead hunts against
fugitives herself and occasionally tests her strength in
duels against visitors to her court. However, she hasa great
jealousy for sirens and other beautiful water elementals,
given her own ugliness, and expresses this envy by chain-
ing them in slavery at her court, forcing them to labor at
menial tasks. After a few centuries of this treatment, when
her victims no longer respond to insults and humiliations,
she expels them from the court— sometimes permanently
marred, sometimes still physically beautiful. She has a
similar hatred for beautiful humans, burt sailors who ply
these waters know of a Storm Mother's presence and take
due precautions with sacrifices and decorated figureheads.
Nature: Autocrat
Attributes: Strength 5, Dexterity 3, Stamina 4, Charisma
1, Manipulation 3, Appearance 0, Perception 3, Intelli-
gence 3, Wits 3
Virtues: Compassion 1, Conviction 3, Temperance 2,
Valor 5
Abilities: Awareness 3, Brawl 3, Craft (Weaponcraft) 3,
Dodge 2, Endurance 4, Linguistics (Native: Old Realm;
High Reaim, Searongue) 2, Occult 3, Presence 4, Resis-
tance 1, Sail 3, Survival 3 :

Charms: Afﬁmw Element Controk Benefaction, Ele-

. mient Infusion, Imprecation, lnst:liObedlence Landscape

Travel, Maledlctlon Materialize, MeasuretheWmd Para-

“lyze; Stoke the Flame, TmyDamnauon WeatherControl
Lost To Materlahze. 38
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nobedy who pgoes there sver keaves it — however, this
“means that few outside the island know preéjselij why it is
“so dangerous. Most contact between islandsiis in the form -~

of raids, resulting in a general distrust of strangers. The

Willpower: 8 Health Levels: -0/-0/-0f -1/-1/-1/ -2{-2{-2} -
4/ Incap

Essence: 3 Essence Pool: 76

Other Notes: None

THE ARCHIPELAGO
OF THE EXILES

This archipelago lies 600 miles to the west of Fakharu's
spire, shielded from astrology and scrying by highly placed
individuals in Heaven who wish it to remain secret. It has
existed as a haven for exiles for thousands of years, with a
constant slow influx of new arrivals. There are many other
islands beyond the ones mentioned here: However, the Island
of Broken Masks is one of the largest islands, and the ones
described below lie on the direct route between Fakharu's spire
and the Island of Broken Masks, where Amarel is being held.

Generallyspeaking, few islanders knowanything about
those who dwell on the other islands: Those who come
here are exiles or refugees and are more concerned with
trying to hide or live undisturbed than in exploration or
building alliances. The Island of Broken Masks is feared, as-

human tribes or villages on:these islands:are generally
made up of primitive, uneducated men and women who

have never been exposed to-civilizing influences. They -
~may regard the Exalted as visiting gods = or as'demons.

In cither case, the natives’ reactions may range from

o ,wq;ship o assau_lt, c!i_epending on theirnat_u;__e _aﬁd h‘tiw;he_“‘ -
. characters present themselves. The one certaitityis thar the
-arrival of the Exalted will be an uniisual;once-i etime

.. Occasion

‘and'a'fatin r; Shaof :
.and Mihka; the most skilled.of thejgoatherds. . .cc...

seen strangers from beyond the nearest islands before, let
alonie know anything of civilization or of the great nations to
the East. Ships larger than fishing boats will be astonishing to
them. Clothing other than loincloths or leather wraps will be
regarded as divine luxury on some islands. Alcoho! must
sutely be the very nectar of the gods and will quickly provoke
innocent natives to staggering drunkenness.

The spirits who dwell on the islands will have more
experience with visitors and with other lands and will
probably be aware of what the Exalted are and what they
are capable of. Since many of the spirits had to flee their
homelands or were exiled under penalty of death, they will
be duly suspicious of strangers.

THE ISLAND OF BLASPHEMOUS PRAYER

GEOGRAPHY AND SITUATION

This island is one of the first that characters sailing
westward can encounter; itseemsa last refuge of civilization,
but it hides an ancient, dark secret. The island supports two
main groups of people: a small monastery containing 40
Immaculates and z tiny village of farmers and herders, who
supply the monastery’s needs. The monastery was founded
200 vears ago by an exploring group of Immaculates —
mostly followers of Hesiesh, Reciter of Loud Hymns and
Efficacious Prayers — who hoped 1o bring proper practices
and teaching to the savages who inhabited this archipelago.
Unfortunately, the Immaculates have never managed to
expand further than this island. This is not merely because
of their lack of resources or any failure in enthusiasm, but
because they accidentally built their monastery over the
prison of ademonic child, Akianshi, who has taken pleasure
from thatday to thisone in corrupting the Immaculates here
and leading them into decadence.

The humble folk of the village are the descendants of a
primitive tribe that was living on the island when the
Immaculates arrived, sustaining itself on the date-palms and
thin native goats. The natives were taught agriculture, proper
behavior, religion, reading and writing and other important

_ derails of civilization. In gratitude, they still provide food and

drink for the Immaculates, and -

: ; from time totimé —a
young man or woman from “the

of the village are Komish, the oldest inhabitant -
‘the village healer and wife to Komish
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from a split personality; while the sun is above the horizon,
he is a truly believing Immaculate, virtuous and upright,
unaware of his other nature, but by night, he worships
Akianshi, performing blood sacrifices and obscene ceremo-
niesin the monastery cellars. Tenof the other 40 Immaculates
(who are all human) have been initiated into Akianshi's
cult. These corrupted Immaculatesare all aware of Marahd’s
condition and hide their doings from him by day.

The remaining Immaculates are honest, sincere and
virtuous; the nightmares that visit them each night are
considered to be demonic temptations —as, indeed, they
are — and are ignored as far as possible. While a few of the
uncorrupted Immaculates suspect that something is wrong
or that there is some ev:l on the island, they have yet o
discaver where or wha it is. Should they find any evidence
- of Marahd’s evil or Aklansht s existence, the demon and
. her rmmons will

_The Tmmacplates themselves were dehghted_ to discover
" the foundation of an older building, W

" they were rajsing their home | upon a demon s prison.

island, she is aware of the fate of her parents and fears possible
retribution if she comes to the atrention of more powerful
demons. For the moment, therefore, she practices the arts of
manipulation, seduction and torture. She knows the truth
about the Island of Broken Masks and will never go there, as
she doesn't want ro risk losing her beauty.

The island itself is quite small: The monastery is a
small, clay-brick building on an older stone foundation,
situated at the center of the istand and nestled among a few
fow hills, and the village is to the north. The villagers
themselves pasture their goats all around the island, mov-
ing them from place to place to take advantage of the
vegetation. The most convenient bay for landing a ship is
to the north, next to the village; while the villagers have
fishing boats, these are small weak things, barely copable

of reachingithe closest islands. The:ship on whlch the

,,.,_lmmacuiates first arrived, centuries ago, was long since

‘dismantled to provide building timber for the monastery.

hich they werte able
to use for [hﬁ monastery’s base. Little did they realize that
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ever returnt. Sesus, in particular, will be eager for news of his
homeland and house. While he knows of the disappearance of
the Empress, more specific news is hard to come by so far out in
the Threshold. If the characters demonstrate any understand-
ing of Dynastic politics, he will insist that they stay at least a
short while to rest and share information. Should he discover
that the characters are Anathema, he will be properly shocked
bur will view his meeting with them as divinely sent opportu-
nity to guide them to righteousness. In fact, it has been some
yearssince he'shad the opportunity to eruly extend himself and
givea proper sermon to unbelievers— the characters will have
to endure the benefit of this accumulated zeal. He is generally
tolerant, however, and wil! not condemn them outright,
especially if they have presented themselves ethically and
senstbly. He will merely try to make them realize their commpt
and blasphemous nature and exhortthem rodevote themselves
to religion and rightecusness,

Of course, if the characrers are still there at night, they
will become the targets of the corrupted Immaculates. These
evil souls will atterpt to kidnap one or more of the Exalted
for sacrifice or perversion, if they think the characters are
weak orunsuspicious, and will then claim in the morning that
the missing Exalted must have left or have been carried off by
emissaries from another island. Should the corrupt
Immaculates decide that the characters are too strong, they
will content themselves with kidnapinga young maidenfrom
the village and bringing her down to the cellars that night.

LocaL CHARACTERS

MARAHD, DRAGON-BLOODED JMMACULATE

Description: Marahd was a righteous, upright Im-
maculate — and during the day, he still is.

Marahd still has no suspicion of the evil that taints the
island or of his own actions at night, thinking that he is
mertely a heavy sleeper and that enemies from other islands
raid frequently. This is partly due to hisdark side taking care
to hide the evidence of such actions and partly a subcon-
scious refusal toadmit thathe could doanything so depraved.
Marahd has spent.his life trying to avoid_and deny the

orgiastic lifestyle of House Sesus in himself, and even now, _
he does not wish to consider tharsuch a thmg could be'f'_‘-

_.:possmle in him. lt would take eyewitness. testimony trom ..

By night, Marahd's eyes acquire a crueler edge, and his
voice takes on a subtle, mocking note. If he should be
conversing with characters, he will attempt to undermine
their faith and question their ethics under the guise of
philosophical debate. He will openly gloat over captives if
alone with them, delighting in his power and will curse his
day selfasaself-limiting fool who wilfully castrates his own
power. However, Marahd is intelligent and can play the
virtuous Immaculate if necessary. The characters will be
extremely tempting to him, as this side of Marahd has
grown bored with the victims that the island offers. Should
he discover that they are Anathema, he will try to persuade
them to join him in service to Akianshi, promising them
chaos, destruction and satisfaction of their wildest desires.
Aspect: Fire
Nature: Architect
Acttributes: Strength 3, Dexterity 4, Stamina 3, Charisma
3, Manipulation 3, Appearance 3, Perception 3, Intelli-
gence 3, Wits 4
Virtues: Compassion 2, Conviction 3, Temperance 3,
Valor 4
Abilities: Archery 3, Awareness 2, Bureaucracy 2, Craft
{Calligraphy} 1, Dodge 3, Endurance 3, Martial Arts 2,
Medicine 2, Melee 4 (Swords +2}, Performance 2, Pres-
ence 2, Resistance 3, Socialize 3 (Religious Doctrine +2),
Stealth 2, Survival 2
Backgrounds: Followers 2, Influence 2, Resources 2
Charms: As an Immaculate, Marahd has specialized in medi-
tative Charms, though he has a few military Charms as well
from his youth, For 1 mote of Essence, Marahd can create a ball
of flame that floats directly above his right hand for 10 minutes
—thiscanbeused asan aid in meditation or to light adark area.
By spending 2 maotes of Essence, he can cause both hands o
burn for the rest of the scene. If he strikes with an unarmed
attack or wrestles with a character, his opponent takes 3L
damage every tum. This ability can also be used (and is) for
torture in his midnight rites. Finally, with a roll of his Dexterity
+ Archery Marahd can throw bolts of fire, with arange in yards
equal to 10 times his Essence. For every 3 motes he spends, the
- bolt does: lethal damage equal to his Essence. Extra successes

" other Immaculates whiom he trusted to convince him'that

“anything is wrong with him or physical evidence that could’
not be explained i 1n any other way. Since he will have-no- -

particular reason to automatically trust the characters their
statements won tnecessanly be proof of his spht personality.

'Marahd wears'a sunple robe of white- homespun clothrand—
.. OBS. barefoot: His old sword and bow (still in good condl- o

tion) hang on the wall in his quarters. His dark hair is cut
.~short,and hehas pa]e eyesandacalm, fiendlyvoi
E the"day. he is clearly an honest and devo

and wdl be

esp,ec'_ally.-;. _




AxiaNsHI, DEmMoN CHILD

Description: Akianshi is a very young demon, as
demons go, and is unknown to sorcerers or lorebooks —
when her parents were slain, their names were removed
from the records of the demonic courts, and her own
name was never entered. Though her birth and the ritual
of being washed in her parents’ blood have made her a
demon of the second circle, no sorcerer has ever spoken
her name in summoning, and no other demons have
raught her the ways of demonic protocol. The voices of
her parents whispered to her as their blood slowly dried
on her skin, teaching her the skills of corruption and
seduction. She thirsts to walk the world by night and to
frequent the towers of sorcerers, and she dreams of seduc-
ing the Abyssal Exalted, seeing them as fit mates for her
— Marahd has told her the legends of the Anathema, and
she likes what she has heard.

In the meantime, however, she lurks on this small
island, being unsure whether or not the crimes of her
parents will keep her an exile from demonic society. She
rationalizes it to herself that she is merely practicing her
skills, but she despises all the Immaculates present— hoth
those who have yielded to her corruption, as weaklings,
and those who are still virtuous, as fools. If she could
succeed in mastering Or corrupting an outsider, particu-
larly an Exalted, she might feel confident enough to
venture beyond the archipelago. As soon as she learns of
the arrival of the characters, she will make plans to corrupt
or sacrifice one of them that night.

Akianshi appears asa young maiden with pale hair and
eyes, accompanied by the scent of lilies. Her fingernails are

" long black claws, and she hides her hands behind her back
when speaking to strangers. She speaks blasphemies and
seduction in a child's innocent voice. A virgin's blood on
black stones will appease her for as long as it takes for her to
lick the blood away. She may only be truly slain by having
her head struck from her shoulders with a weapon that has
been dipped in the blood of a loving martied couple.

Nature; Child '

Attributes: Strength3 Dexterity 3, Stamina 2, Charisma
-5, Manipulation 3, Appearance 3, Perce p{'o" 3 Intelli-
i . gence 3, Wits 2 : :

. Virtues: Comp3551on

' Valor 2

Convactlon 4 Tem

Dodge 3, Endu'rﬁn'cé
KH1gh Realm), Lore 2,

nge';'
Glft R

" woman to prove her lack of virginity than a man, many of
-+the tribe’s Y,_ uths dotheir best to be vaught in flagrante -

Stoke "

Attack:

Claw: Speed 6 Accuracy 7 Damage 4B Defense 8

Kick: Speed 4 Accuracy 5 Damage 3B Defense 7

Dodge Pool: 6 Soak: 41./5B (Tough Skin, 3L/3BR)
Willpower: 8 Health Levels: 07-0/-1/-1/-1-1/-2/-2{-2/-2f
-2[-2{-4/Incap

Essence: 5 Essence Pool: 96

QOther Notes: None

THe IstAND OF LITTLE FOXES

GEOGRAPHY AND SITUATION

The seas are always calm around this island — mislead-
ingly so, for an Undertow haunts the deeper waters here and
is always eager to drag down any swimmers who should dare
the waves. The island irself is large but harsh and arid: The
trees are dry and twisted, and the surest source of water is the
wide-leaved, grayish succulent plants that growin clumpsin
the shadows of hillocks. Small hares and tiny rodents roam
the dusty plains, hunted by ferocious green-furred foxes that
have no fear of sleeping humans.

A tribe ruled by women lives here: Descent is reckoned
through the mother's line, and women are customatily
warriors, armed with stone knives, while the men tend the
children and perform the domestic tasks. The men are not
generally despised as such, but they are not considered to
have a woman’s strength or intelligence and have no legal
rights. However, it is considered shameful conduct for a
worman to strike a man unnecessarily or to kill him without
good reason, as she is of the stronger sex. Marriage does not
necessarily imply a monogamousrelationship, though it can
do so: It is more a partnership between the two parties
involved and a vow of affection. While a man of the tribe
may become a warrior if he proves himself — by defeating
three women in duels consecutively — he is then consid-
ered an honorary woman and must marry one of the
“domestic” men, if he desires a spouse. All warriors must
spend a night alone on the plains, during which they must
stalk and kill seven foxes and braid a belr of green fur from
the beasts’ tails. The tribe travels around the island, living
in tents woven from the dried leaves of the succulent plants.

‘The oldest men lead the tribe in worship of the Great
Devourer of the Sea (the Undertow, as the tribe perceives
it} A v1rgm sacrifice must be offered to the Great De- .
vourer once every year, cast bound into the deep waters at
a time prescribed by the stars above: This offering is
.preferably a kidnaped outsider, but if none are available,
- thenitisa member of the tribe. Smce it is far easier for a

dellcto, in.order to.make. itel au:hat they.are. mellglble

 their’ potent




From time to time, the tribe raids other islands or is
raided by them: It has developed certain customs to take
this into account. If a female outsider defeats one of the
tribe’s warriors but leaves her alive, then the tribe must
either adopt the outsider as one of their own or must kill
her. If a male outsider defeats one of the tribe's warriors,
then the warrior is obliged to marry him, in order to breed
strong children for the tribe. (While a full marriage cer-
emony under the stars and permanent cohabitation is
preferred, a short-term relationship and the conception of
a single child is technically acceptable.)

Any visitors to the tribe’s island are traditionally
greeted with an offer of ceremonial single combat to first
serious wound between champions ~—this challenge can
be refused, but if it is accepted, then the above tribal laws
apply to the result. If the tribal warrior wins in the ceremo-
nial fight, then she will spare her opponent, and neither
side receives any obligation. If the fight is refused, the tribe
will not object vocally, but will suspect the visitors of
cowardice. It is a long-held item of belief among the
warriors of the tribe that if they truly perfect their fighting
skills, the stars in the heavens will take mortal form and
come down to defear them in battle and sire mighty
daughters upon them.

The current leader of the tribe is named Bshenai, a
battle-scarred vereran whose plaived beltis white with age.
Her husband is Varen: He is also the oldest man in the
tribe, and his position as high priest only adds to her status
— she won him in single combat in a duel with the
previous leader, Bshenai has three children, two daughters
and a son; the daughters were both bomn from men of the
tribe, at her own choice, but the son, Brao, wassired by a
warrior from the Island that is White as Bone. While she
should theoretically value him as brood stock, she person-
ally detests him as a reminder of her defeat, and other
warriors of the tribe follow her lead in despising him.
Bshenai sees no reason not to negotiate with powerful
outsiders, particularly if they will sire strong children for
the tribe, but she will not tolerate being mocked. Should

this happen, or should characters attack the tribe whole--.

sale, she will lead the tribe in an intelligent. defense': The
natives will wage guerilla war on charactess, s
“intimate knowledge of the island to good advantage -and-
" _they will attempr 1o burn the characrers’ ship. .
Should the characters choose to stop at this lsiand

" they will find that thie anial sacrifice is dué on' the next
day and that the:lot (with' some sleight-of-hand from
Varen) w11| fall upon Btao Attempts toint rfere with this-

3 court wn:h a

~-2;Manipulation 3, -Appearance 0, Perception 3, Intelli-
- gence 4, ?W;ts 3 :

ldden Open— e

While he knows nothing about Fakharu's lover (although
he will be interested to learn about that situation), Hidden
Opening knows of the Island of Broken Masks, and he
knows of the rose chamber that its king keeps secret. He
will gladly share this knowledge with characters, in return
for a secret of importance to them.

Locat CHARACTERS

Hippen OpPENING, UNDERTOW

Description: Hidden Opening views everything
mildly; he feels mild satisfaction with his current position,
mild annoyance at the type of sacrifices he receives and
mild interest in visitors. The arrival of the Exalted will be
the most interesting thing that has happened in decades,
and the Undertow would be glad to spend weeks talking to
them. Since he is unlikely to have this opportunity, he will
ask them to visit again in the future. He is willing to trade
secrets and knows the basic nature of all the other islands,
as well as the King's secret on the Island of Broken Masks.
Hidden Opening speaks in a low, whispering tone that
sounds like wave-foam lapping at the shore. While he
prowls the shores of the island from time to time, he is most
usually found in adeep cave near the deep waters where the
sacrifices are thrown, drifting through the bones and
corpses, longing for more secrets.

One thing that Hidden Opening would appreciate is
a better class of sacrifice — as far as he is concerned,
maidens and youths are uninteresting and have no worth-
while secrets, and virginity is a quality about which he
couldn't care less. He'd far rather have experienced war-
riors or wise elders, who could provide intelligent
conversation and who would have many, many more
secrets to share with him, Should this desire be made plain
to the tribe, it would cause general uproar, as the younger
members of the tribe tum against their elders, who will be
accused of having known but kept silent.
Nature: Explorer
Attributes: Strength 1, Dexterity 4, Stamina 3, Charisma

_fflkmty ’Elemeat Contrbl Con s:on;"
Hoodwmk ~Natural-

1t’SDomam, E.n.Sh_TU.Ud:




Attack:

Touch: Speed 7 Accuracy 7 Damage 1B Defense 3
Dodge Pool: 6 Soak: 6L/7B (Aegis and scales, 6L/6B)
Willpower: 7 Health Levels: 0f-1/-1/-2{-2{-4f Incap
Essence: 2 Essence Pool: 63

Other Notes: None

BsHENAL TRiBAL LEADER

Description: Bshenai won her position through blood
and sweat and has little tolerance for those who would do
otherwise. She rules the island with a grip of iron, and where
her personal force does not suffice to keep her warriors in
line, she uses the threat of having their daughters chosen for
sacrifice. While she is not cruel by nature, Bshenai has no
tolerance for the weakness of others and sees dreaming as a
waste of time. Her daughters and husband are dear to her,
but her son, Btao, is a sad disappointment to her and a
perpetual reminder that she was defeated in battle. Bshenai
has a hoarse voice, roughened by battle cries, and her hairis
as white as her fox-pelt belt, but she is still strong and
muscular and moves with calm self-confidence.

Bshenai has no grandiose schemes to expand the
tribe’s influence outside the island —all that she hopes for
is to continue to hold it securely against other raiding
tribes and to breed strong daughters who will follow in her
footsteps. She is more practical in her aspirations than
many of her warriors, who have been suggesting that the
tribe should expand and conquer the neatby istands. This
rask would be nearly impossible, as all the nearest islands
are as strong as the Island of Little Foxes, Bshenai is thus
faced with having to control her expansionist followers,
while simultaneously maintaining her position as a coura-
geous warleader. While her enemies in the tribe are still
waiting for an opportunity to move against her, it can only
be a matter of time until they do. She is hoping for advice
from the Grear Devourer of the Sea (the Undertow) and
intends to sacrifice Btao to obtain the god's favor.
Nature: Architect
Attributes: Strength 2, Dexterity 3, Stamina 4, Charisma
3, Manipulation 2, Appearance 3, Perception 2, Intelli-
gence 2, Wits 4 _ :
Virtues: Cumpassionf 2, Conviction 3, Tempie_rance 7
Valord o
Abilities: Athletics 3] Awareness 3, Brawl 3,
Endurance 3; Medicine 2; M |

Dodge 2,

“Kick: Speed}@g?l Accuracy 3 Damage 7  Defense 3

" Willpower:
——~Essencetl _

_QOther Note

Willpower: 7 Health Levels: 0f-1/-1/-2{-2/-4/Incap
Essence: |
Other Notes: None

BTAO, UNFORTUNATE SON

Description: Btao is a pleasant young teenager who
truly wishes that his mother would love himas she loves his
sisters. He tries in every way to behave like a proper young
man of the tribe, with proper modesty and self-effacement,
and has managed to learn about herbs and bonesetting
from the tribal healer, but it has not gained himany respect
from his family. Btao is a dreamer and listens eagerly to
stories of islands elsewhere in the archipelago or of distant
countries far beyond these seas — he has even heard of
lands where men can hold power in their own right, a
concept that he finds unnatural, if interesting. Btao is a
handsome boy, with flowing black hairand large dark eyes,
though he does not have the training as a warrior —or the
muscles — that the women of the island have.

Btao is one of the people on the island most likely to
approach the Exalted out of genuine curiosity and will be
willing to talk to them without any pressure or bribes,
though any information he gives them will be filtered
through his own prejudices. Even if he is saved from
sacrifice, Btao will still be an object of contempt to most of
the tribe. However, he is one of the few on the island who
is young and malleable enough to be able to accept other
cultures or other ways. If he learns that his mother was
behind the sacrifice (Bshenai will make aconvincing show
of controlled grief} or truly despairs of winning her affec-
tion, he will beg the characters to take him with them and
will vow eternal loyalty to them. He is likely to fixate on
a powerful-appearing female character in particular, who
he will treat as a substitute mother.

Attributes: Strength 2, Dexterity 2, Stamina 3, Charisma
3, Manipulation 2, Appearance 3, Perception 3, Inelli-
gence 2, Wits 2

Virtues: Compassion 3, Conviction 2, Temperance 3,
Valor 2

Abilities: Awareness 3, Brawl 1, Dodge 2, Endurance 2,
Medicine 3, Presence 1, Resistance 2, Socialize 1, Stealth
7, Survivat 2
Backgrounds: None
Base Initiative: 4
Attack:

Fist: Speed 4 Accuracy 4 Damage 2§fDefense 4

Dodge Pools 4/2 Soaks OL{3B" ) o
Health Levels: -0/-1/- 1-2/-2]-4{lncap

5: None




THEISLE OF SERPENTS AND FLOWERS

GEQGRAPHY AND SITUATION

Beautiful flowers run like flame across this island, like
a cascade of demonic jewels, weaving through the dark grass
in chains of color. Five hills of bare earth stand clear of the
blossoms, dotted with the shelters of the few humans who
inhabit this island. Snakes infest the flowery lowlands, their
bodiesasbrightly colored as the petals, but leave the dry hills
alone. A single river cuts across the center of the island,
running from a spring on the highest hill in the north down
to empty into the sea in the small bay in the south.

The setpents of the isle are ruled by a renegade Serpent-
and-Egg, Sliding Mirror. She was cast out of her own court
when a sorcerer competled her to reveal the names of three
spiritsand then used thatknowledge toslay them. For herpart
in the affair, unwilling as it was, Sliding Mitror was expelled
from the court, and her egg was branded with the chamacters
“spirit-slayer.” She gathered the spirits of other serpents
around herand led them to this island, where they hunt those
humans who dare disturb the flowers. Two sirens play in the
sea around the Island, Harusha and Meshime, both of whom
fled the jealousy of a Storm Mother 50 years ago and now
desire only to live in peace and take occasional human prey.

There are barely 200 humans on the istand; some were
born here, and others are inadvertent guests. From time to

time, ships are wrecked here, lured in by the sirens, or land
in the bay, thinking thatso beautiful an island must be safe.
When this happens, the sirens rip planks from the hull of
the ship and strand the sailors on the isle as victims of
Sliding Mirror and her subjects. The humans strive to
harvest vegetables, hunt rodents and fish — without being
caught by the serpents that dwellamong the flowers—and
scrape a pitiful living on the dry hills. Their shelters are
made from the remains of their ships or from the occasionat
harvested tree (though it is rare for a tree to be successfully
cut down without at least one victim dying at the fangs of
the snakes). The people’s clothes are rags, and they live
and die in the vain hope of rescue from a passing ship. The
children grow up on dreams of escape and signal frantically
to any passing ships. Alas, this often results in the travelers
from those ships being trapped themselves.... Tribal soci-
ety is savage and vicious, with the most powerful on each
of the five hills ruling through brute strength.
Thesnakes curl lazilyamong the flowers, more brightly
colored than any of them, but refrain from trespassing on
the hills; it is Sliding Mirror's will that if the humans know
their boundaries {as that long-distant sorcerer did not)
then they may live in peace. At night, the serpents are
often — though not always — dormant, and when rain-
storms come, they curl up beneath the thickest bushes to
hide from the darkness and falling water. At these times,

//
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the humans can come down from their hills to risk collect-
ing food. Sliding Mirror herself waits at the source of the
river, curled around her egg and guarded by nine viper
spirits as red as rubies. From time to time, the sirens swim
up the river from the sea to report to her, and during those
times, the sea is safe — but they are never there for long,
as Sliding Mirror finds them tedious and inconsequential.

Should characters visit this island - passibly spurred
onby the people they can see waving to them from the hills
inland — their ship will be in immediate peril from the
sirens if they venture inland and leave it unattended. If it
is obviously a sorcerous craft, then the sirens will hesitate
before attacking it. If only one person remains on board,
then Harusha and Meshime will attempt to lure him to
them as socn as other characters are out of earshot.

The nearest of the five hills to the bay holds 50 people
atop it— 30 men, 15 women and 5 young children in rags
and tatters whose gender is hidden by dust and dirt. They
are led by Damith, a gray-haired woman who was once
captain of a slave-trading vessel and who is now shipless
and reduced to scrabbling for existence here. The people
will beg the characters for transport from the island and
warn them about the serpents and the sirens. While they
do not know about Sliding Mirror, they do know that the
serpents seem thickest near the mouth of the river, “as
though guarding something.” If it looks as though the
characters are going to leave them on the island, they will
attack in a furious mob, desperate for a chance of escape.

The sirens will attempt to seduce and drown charac-
tess. [f resisted vigorously and bribed or threatened, they will
tell the characters about the island and about Sliding
Mirror. The sirens are also aware that three sisters of theirs
passed by a few days ago, carrying a sleeping woman with
them. If the sirens describe the woman, it is obviously
Fakharu's beloved. If the characters go to the mouth of the
river and question Sliding Mirror, she will be amused
enough to answer their questions -~ she has not had
intellectual conversation in a while, and would be intrigued
by news of other islands. However, she will not tolerate

~“her”-humans being removed from the isle. She is aware,
_ through methods of het own, that Fakharu’s loverismow on
the Tske of Droken Masks and will tell the characrers this s

that they may seek their own destruction there.

1 'LOCAL CHARAC ERSW' o

__are currentl

opinion, and unworthy of her attention. She considers the
sirens as barely more intelligent and treats them as inferi-
ors. (Thesirens, for their part, consider heran undemanding
ally who allows them to toy with the humans on the island
and are quite content to remain here.)

The Serpent-and-Egg does acknowledge that Exalted
deserve some respect and will greet them coutteously,
though with a constant air of boredom and depression.
Presenting her with news of disasters or tragedies elsewhere
will please her — as much as anything can please her—and
will make her more willing to help the characters. She
knows the nature of all the other islands in the archipelago
and will provide the characters with enough information to
venture further, in the sure hope that they will meet a tragic
end by doing so. She does not wish to part with any of her
collection of humans: If the characters threaten to remaove
them, she will threaten, in tumn, to rouse the serpents of the
island and cause them to invade the previously safe hills.
Sliding Mirror would rather have the humans of the island
dead than living elsewhere and achieving a happier destiny.
Nature: Critic
Attributes: Strength 2, Dexterity 4, Stamina 2, Charisma
2, Manipulation 4, Appearance 4, Perception 4, Intelli-
gence 4, Wits 2
Virtues: Compassion 1, Conviction 4, Temperance 2,
Valor 2
Abilities: Awareness 4, Brawl 2, Dodge 3, Lore 3, Occult
4, Presence 1, Stealth 3, Survival 2
Backgrounds: None
Charms: Dematerialize, Foretell the Future, Landscape
Travel, Memory Mirror, Natwral Prognostication, Para-
lyze, Steal Sustenance, Stillness, Sustenance
Elemental Powers: None
Cost To Dematerialize: 48
Base Initiative: 6
Attacks:

Bite: Speed 6 Accuracy 6 Damage 1L Defense 1

Dodge Pool: 7 Soak: 3L/4B (Scales, ZL/2B)

Willpower: 6 Health Levels: -0/-0f -1/-1/-1/ -2/-2/-2f -4/
Incap

Essence: 3 Essence Pool: 66

Other Notes: None

. DAM]TH, 1SLAND LEADER AND SHIPWRECKED SLAVER

Descmptlon Damith is desperate to leave this island.

_ .She has managed to keep her position of power through a
combmation of threats, violence and nartural authority,

but she kngws that it's only a ma_tter of time before
" someone kills her for her jacket and knife. Given the
.+barren island and the sparse conditions, these possessions. .. .
i minto the archi- & .

_aluable She was b




©  ‘blackrock whlchthesea_beatsa ai

was on the island, and she found herself stranded with her
prospective prey. Since she had not yet declared her true
intentions, she has managed tokeep her identityasaslave-
trader secrer, and the three members of her crew still
surviving support her story that she was a merchant trader,
Damith is prepared to make any sort of bargain with
the characters, as long as they’ll take her — and preferably
her surviving men, too — with them when they leave the
island. She will keep her word, too, as long as she is in the
characters’ company — she didn't rise to her capraincy by
1aking foolish chances with powerful magical beings. Should
the characters seem to be sympathetic, ethical types, she'll
pull our all the stops and deliver a tearful appeal for them
toat least take the children off the island, hoping that such
ademonstration of virtue will win her passage as well. If the
characters clearly don't intend to take her when they
leave, then she'll attempt to stow away on their ship or
even lead an attempt to capture it. The rest of the humans
on the hill will follow her in such an attempt: They’re all
desperate, although she's the most violent. She knows that
the serpents protect something important at the mouth of
the river and that the sirens go there at times, too. She
knows nothing about the other islands in the archipelago
and willswear [oudly and vehemently that she wishes she'd
never come anywhere neat this gods-accursed place.
Nature: Bravo
Attributes: Strength 2, Dexterity 2, Stamina 2, Charisma
3, Manipulation 4, Appearance 2, Perception 2, Intelli-
gence 3, Wits 3
Virtues: Compassion 2, Conviction 3, Temperance 4,
Valor 2
Abilities: Athletics I, Awareness 3, Brawl 2, Bureaucracy
3 (Business +2), Endurance 2 (Resisting Disease +2),
Intimidation 3, Linguistics 3 (Native: Seatongue; Guild
Cant, Low Realm, Riverspeak), Medicine 2, Melee 2,
Occult 2, Presence 3 (Appearing Trustworthy +2), Resis-
tance 2 (Resisting Disease +2), Sailing 4, Survival 3
Backgrounds: Allies 2
Base Initiative: 5
Attack: :
Fist: Speed 4 Accuracy 4 Damage ZB Defense 4
Kick: Speed 1 Accuracy 3 Damage 4B Defense 3
Knife: Speed 7 Accuracy 4 Damage 3L -Defense 2 -

6B, -2 mobility penaity)
Willpower: 8Health Levels 0/ 1/-1/-2/- 2{ 4/1ncap
Essence: |

Other Notes None

THEISLEOF THE F]ERYWOMB

"GEOGRAPHY AND SITUATION "
“ 2. This tiny lsfand rises into a hlgh crat :

'hve here rhéy could not survwc the heat 0 ‘_'he:iava at the

center of the isle or the frequent anger of the two fire
butterflies that play at its heart. These two elementals, who
call themselves Ascending and Descending, delight in
watching ships pass by. They frequently descend to try to set
fire to the ships if anybody on deck is openly wearing gold.

Ascending and Descending left their court in the frozen
North under sentence of execution after they destroyed a
perfectly made gold statue — a gift from nearby miners to the
local spirits. They still resent the order of execution, feeling
that it was unjust. From time to time, one of them attempts to
take a mortal lover from a nearby island, assuming human
form to do so, but the other immediately kills the human
before the relationship can be consummared.

Seagullshaunt the cliffs of thissmall istand, streaking the
obsidian and marble of the rock with their droppings. The
sides of the island form a crater, and ar the center boils a hot
pool of lava. The fire butterflies play there, dancing through
the smoke that rises from the bubbling liquid rock. Occasion-
ally, they journey to the nearby islands, though they never go
to the Isle of Broken Masks, as they do not wish to risk their
beauty. The waters around the istand are teacherous: There
is no convenient bay to anchor a ship, and there are shallow
rocks that can tear out the hull of most boats if the helmsman
isnotskilful. Should this happen, Ascendingand Descending
hover above the drowning sailors, laughing in bell-sweer
tones and dancing in beautiful pattems as the humans die on
the sharp rocks and drown in the undertow.

Ascending and Descending remember the recent pas-
sage of the sirens with Fakharu's beloved very well indeed.
The three water elementals bore the sleeping human be-
tween them, swimming on the surface of the waves in the
meonlight. While the fire butterflies could tolerate the
presence of the sirens, they found Amarel’s appearance
profoundly offensive, as she was far more beauriful than they
were. They descended on the sirens in fury but were easily
driven off by the water elementals and forced to retreat to
their island. It will rake little more than a casual comment
for the fire butterflies to tell this story, in chorus and in
increasing tones of anger. Should the characrers agree to

--find- Amarel-and-spoil her beauty in some way, Ascending
. and Descendmg will allow any sorcerers present to harvest
7 their cmaller lower wmaq for the :_-;.nwdrar thar coars them.

- Should th1s bargain be betrayed; the fire butterflies will hear--i_};-
..Dodge Pool: 3 Soak: 5L/8B (Remforced buff ]acket SL/__ i '

: 10 seek vengeance.

approach e

utterﬂles claim’ that they
T i'fThe frequent occasmns on-which they disagree <~
ick 'y'_:orgottenanddemedbvthern—andwllldrawdxe:r s
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be very physically demonstrative, attempting to drape himse!f
over his object of affection and whispering suggestions into his
victim's ear. The other butterfly will immediately become
furious and will attack shortly afterward. Possible ways to
handle such asituation without angering either butterfly to the
point of murder include claiming celibacy due to religious
reasons, claiming to be already married, proving to be far more
powerful than the butterfly or declaring humbly that you are
unworthy of the butterfly’s attention. An attempt to evade the
situation by saying the butterflies are too beautiful to choose
between will cause both of them to become angry.

Ascending is always the first one to make a decision, to
rush headfirst into a situation or to take an interest in an
attractive mortal, He will approach the characters if they
trespass on his island or if they should sail conveniently near
it and will be curious to know precisely why they have come
so far and what they are looking for. Mentioning Amarel’s
beauty will cause him to abruptly lose interest. He is avid for
new experiencesand would consider journeying on with the
characters to one of the other islands and even helping them
in their quest. However, he is arrogant, unreliable and
incapable of keeping his temper for more than a few min-
utes, so he may not be a very useful ally.

Descending is apparently more placid, but he holds
grudges far more bitterly than Ascending and takes offence
very easily. Descending is quite content with their current
island: If Ascending leaves it temporarily, perhaps due to a
deal with the characters, Descending will follow and con-
stantly beg his fellow elemental to return. The fire butterfly
will whine, moan and complain, as well as assert that his
elemental nature is superior to “human scum” and inflict his
Tiny Damnation Charm on anybody who annoys him.
Nature: Hedonist (Ascending}, Critic (Descending)
Attributes: Strength 0, Dexterity 5, Stamina I, Charisma
2, Manipulation 2, Appearance 3, Perception 4, Intelli-
gence 2, Wits 3
Virtues: Compassion 2, Conviction 2, Temperance 1,
Valor 2
Abilities: Awareness 4, Dodge 5, Endurance 1, Linguistics
1 (Native: Old Realm; Seatongue), Lore 3, Resistance 1,
Socialize 2, Stealth 4,:Survival 1
Backgrounds: None ¢
Charms: Dematerializ¢, Element Touch; Hoodwmk Land-
scape Travel, Narural
Stillness; Tiny Damna
Elemental Powers: Con
rianon ’
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THE ISLAND THAT 1S WHITE AS BONE

GEOGRAPHY AND SITUATION

This island shimmers like a patch of leprosy from a
distance, its ivory tree-towers reaching like immaculate
claws toward the sky. The sand is white and soft, scattered
with seashells, and it offers an easy landing for boats. Small
groups of pallid-leaved shrubs cluster around the three
high trees at the center of the island, sheltering the small
tribe of humans who live here and worship the Pale Ones.

This island is the haven of three depraved, cannibalis-
tic Artisans — Erefan, Carenneme and Lassemasera, They
were expelled from their own original court, far to the east,
when they were found conspiring to slaughter the spirit of a
sitver birch so that they could craft its wood. Fleeing across
the land and sea, they found shelter here in thisarchipelago,
warping the three tallest trees of the island into living
towers. Here they dwell, accepting the ignorant worshipand
service of the primitive tribe that inhabits the island.

The fisher-folk that live here tegard it as taboo to
harm any tree on the island and, in particular, the three
White Lords {as they call them) at the center. From time
to time, the natives sail or swim to neighboring islands, to
cut down the trees there and bring the wood back for
crafting. They also sometimes bring back living captives,
who are sacrificed to the Pale Ones; the natives cur the
throats of their prisoners and let the blood run out over the
roots of the White Lords. The people here know little of
the world, other than the closest islands, and theit lives are
full of petty rituals meant to propitiate the spiritsall around
them. Should they die serving the Pale Ones, they believe
that they will be reborn as trees themselves. Many of the
families believe that certain stunted shrubs on the island
contain the spirits of theirmore famous ancestors, and they
hang bleeding captured seagulls on them so that the blood
may nourish their roots,

The three great trees are each so large that six men
with their arms outstretched could not encompass a single
trunk. Narrow passages lead inside them, through the
living wood of the tree — barely wide enough for a human
to slither through but comfortable enough for the slender
Artisans. A spiral ramp at the center of each rree threads
its way upward, with small window-slits in the white bark

Artisan’s work. Erefan has the center tree Carenneme the

“smaller one to the right, and Lassemasera the larger one to
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cloths. Their only weapons are their fishing spears and nets,
made from wood and leaffibre taken from nearby islands. The
leader of the tribe is Chizzu, a proud man who has grown old
intheservice ofhismastetsand hasled many warraids tobring
back sacrifices of wood and blood.

The three Pale Ones have grown to expect deference
from the mortals around them and have not seen any of the
Exalted in 500 years. The elementals will underestimate
the characters — and covet their ship. The Artisans will
watch visitors from hiding, using their Charms, while the
tribe offers the Exalts salted fish and fresh water. The water
is poisoned with extracts of rare jellyfish, and the player of
any character drinking a swallow or more of it must roll
against his character’s Stamina + Resistance, with a diffi-
culty of 2 — should the roll fail, the character will fall
unconsciocusand sleep foran hour. (Players of mortals must
roll against a difficulty of 4, and their characters will sleep
for six hours if the roll fails.} However, several of the tribe
will be impressed by the godlike bearing and strange
possessions of the characters. Should the characters dis-
play powers, sorcery or Charms, these half-dozen rebels
will fall at the Exalted’s feet and worship them, telling
them about the Pale Ones and the poison.

If the Artisans’ trees are threatened, particularly with
fire, the spirits will reluctantly give details on the nearby
islands. They will, ifanything, underestimate the danger of
landingelsewhere in the archipelago —anything to get rid
of the characters! Bribes of wood and respectful dialogue,
or a sorcerer's compelling, can procure a more unbiased
account with a reasonable assessment of the dangers. The
Pale Ones know nothing of Fakharu's princess; they do
remember sirens swimming past the islands, “within the
last moon” and traveling further into the archipelago.

Local CHARACTERS

EREFAN, CARENNEME AND LASSEMASERA

Description: While all three Artisans have the same
characteristics, they have verydifferent personalities. They

will act in unity against intruders, but should a truce-be--
proposed, they each have different objectives. However, -
they will not betray each other: Time and exile have forged
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elemental once a year in his name. It doesn’t matter to
Erefan who the wood elemental might be or if such an
elemental should be affiliated with his original court —-
the Artisan just wants to know that somewhere, somehow,
one of his own kind is suffering and dying. He is blunt and
straightforward in his speech, frequently pausing to curse
the Grandfather Tree who rules the court that exiled him.

Carenneme is the least focused of the three Artisans.
He was regarded in his original court as slightly perverted,
as he enjoys the worship of humans almost as much as the
joy of crafting. Were it not for him, the others would not
make so many appearances to the local tribe — and would
not be feared so greatly. He would be interested in more
hurnans for “his” tribe, the better to pay him due honor.
His own pieces of craft all show humans bowing, trees or
forest-spirits, and his greatest grievance against those who
exiled him is that he now has so small a group of human
admirers. While Carenneme will be courteous toward
Exalted, he will miss no opportunity to throw in snide
comments or to suggest that, with their great powers, the
Exalted should be able to manage without any assistance
from him or his brothers.

Lassemasera is devoted to his craft and viewed the
murder and usage of other wood elementals asareasonable
sacrifice for the sake of art. He sometimes makes his own
brothers slightly nervous, as they wonder whether they
might become his victims, should the supply of available
wood run low. He has a charming personality, should he
manage to lift his attention from his work, and his favored
compliments are to tell people that they are as beautiful as
various sorts of trees. Lassenasera will be eager for new
sources of wood in any negotiation and will cast covetous
eves upon Fakharu's ship, should the characters be using
that. However, he can be bought off easily enough with
promises of a few trees from nearby istands — the more
exotic, the better. Ultimately, most conversations bore
him, and he will endeavor to end them as quickly as
possible so that he can return to his crafting.

Nature: Architect (Erefan), Gallant (Carenneme), Vi-
. -sionary (Lassemasera)- -
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-Dodge Pool

Razor Finger Slash: Speed 7 Accuracy 8 Damage 2L
Defense 5

Dodge Pool: 7 Soak: 3L/4B (Aegis, 3L/3B)

Willpower: 4 Health Levels: -0/-1/-2/-3{-4{Incap
Essence: 2 Essence Pool: 48

Other Notes: None

CHizzu, T RIBAL LEADER

Description: Chizzu has grown to a grizzled middle
age in the service of the Pale Ones and has never viewed
them as anything other than gods. He is quite sure that
other islands have other gods but that such deities must
obviously be less powerful than his own. Chizzu rules his
own tribe justly and fairly, arbitrating fishing disputes and
courageously leading each raid. His three wives all respect
him as the most powerful man of the tribe and have secretly
poisoned at least two of his rivals. He is calm in speech,
stoic in appearance and bears several disfiguring scars that
prove his courage in battle.

Chizzu will not be as shaken as some of the other
tribesmen by the arrival of a sailing ship — after all, his
own tribe has boats, so why should other tribes not have
bigger boats? However, he will undergo a crisis of faith if
the Exalted prove to be in every way superior to his own
tribe — and especially if he is defeated in battle. Should
this occur, he will be forced to weigh the immediate
proximity of his own gods to the fact that the newcomers
obviously have better gods. If the Artisans should be slain,
he will immediately lead the entire tribe into a mass
conversion to whatever gods the characters may claim to
follow. The characters themselves are likely to be adored
asdemigodsand offered the best that the tribe can provide,
up to and including human sacrifices.

Nature: Leader

Attributes: Strength 3, Dexterity 2, Stamina 3, Charisma
2, Manipulation 2, Appearance 2, Perception 3, Intelli-
gence 2, Wits 3

Virtues: Compassion 2, Conviction 3, Temperance 2,
Valor 3

Abilities: Athletics 2, Awareness 2, Brawl 2, Dodge 2,
Endurance 2 (Wilderness +3), Medicine 1, Melee 2 (Spear
+1), Performance 1, Presence 1, Resistance 2, Socialize 1,
Stealth 2, Survival 3 (Native Environment +1}
_Backgrounds: Allies 2, Backing 1, Followers 3

“Base Initiative: 5

Atack:

“Fist: Speed 4 Accuracy 4 Damage 3B Defense 4

Kick: Speed 2 Accuracy 3 Damage 5B Defense 3

"Short Spear ‘Speed 7 Accuracy 5 Damage 51 Defense 4
-4/2 Soaks 3L/7B (Buff]acket, 3LM4BY -
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'THE ISLAND OF BROKEN MAsKks

GEOGRAPHY AND SITUATION

Thisisland isone of the largest in the archipelagoand has
enough cliffsand coves thata ship could landsecretly by night
and remain hidden froma cursory search. A white-walled city
stands at its center, surrounded by orange and lemon trees,
and scarlet silk banners flutter from its high towers, Sweet
perfurmnes drift from the city, carried on the sea breezes to any
ships sailing near the island, and the sound of song and music
can be heard coming from the highest tower. Arnight, bright
lights bumn in the windows, and the noise of revelry can be
heard as far away as the nearest islands. By day, humans work
in the fields, gaudily and incongruously dressed in fine silks
and velvets—and only those who come close to them can see
the hideous scars upon their faces and the bitterness in their
eyes. The spirits and humans that inhabit the city might seem
to be normal enough city-dwellers, with their taverns, their
duties and their affections: But they all have their private
desires — and public mutilations. Many would kill to leave
this island — and many have wied.

The king who rules here has set down only one law:
None who are perfect may alight upon the shores of the
island. All who dwell here must be marred in some way,
whether in face or body or spirit. Beauty is a mask and a lie
— and cannot be tolerated. He has thus named this place
the “Island of Broken Masks,” to signify that those who
dwell here must shatter perfection and destroy anything
that is less than ugly. Any obviously unmarred visitors will
be the targets of a mob, which will endeavor to drag them ro
the main square. There, they will be held prisoners and the
Minister for Pardoned Sins summoned, so that they can be
subjected to the due process of “justice.” Naturally, those
who rule here are the ugliest of all and are acclaimed by their
subjects as virtuous superiors who display their true selves
without the “mask” of beauty. Little here is private: Most
inhabitants of the island know the general nature of the
ministers and the animosity that they bear to one another.

The King of the Island of Broken Masks has no known
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Amethyst, and she is an earth-spirit. She was bomn last of
seven; that a seventh child should be born was considered
unpropitious, and she was exiled. Both her amethyst eyes
have been removed and now sparkle in a pendant that she
wearsupon her chest. Her form is otherwise that of a beautiful
maiden of 10 years, carved in black marble, with two gouged
holes where her eyesshould be. She wears ared silk sash about
her waist, with seven daggers dependent from it.

The Minister for Understood Pains has control over
the logistics of the island, and it is his duty to ensure that the
humans have enouph to eat and that the court is supplied
with all due necessities and luxuries. A strict hierarchy of
servants reports to him and keeps records of the distribution
of all goods. He is called Starved Tiger and is a tiger-spirit:
His name is never used to address him by any save the King
or the other ministers, as he takes it asa personal insult. His
mother died protecting him from Exalted hunters, and he
was found hungrily gnawing on her corpse by other wood-
spirits. They gave him his name and exiled himfor the deed.
His form is that of a great tiger but with long wounds graven
into his hide along his ribs and spine, leaving massive ridged
scars. He speaks with a high, sweet voice.

The Minister for Pardoned Sins has the enjoyable
duty of ensuring that all obey the prime law of the island
— thatof imperfection. His name is Rejoicesin Decay, and
he is a spirit of rot and foulness, appearing as 2 man-sized
hollow swarm of buzzing blowflies. While not actually a
demon, he has a certain sympathy for many of their causes
and is one of the most vicious inhabitants of the island. He
travels constantly, day and night, slipping through the
cracks of windows and under doors, lurking onroofs and in
cellars, seeking any living being on the island who lacks
the mandated ugliness. He is not actually an exile— when
he heard of this place from a Water Child who escaped i,
he tote her to pieces and then deliberately soughr it out.
His voice is low and mellow, like the tones of a bass flute,
and he is accompanied by the smell of rotting meat.

Another who wields influence on the island is the
King's concubine, Golden Swallow. She is a bird-spirit who
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against each other. The King knows of this and encourages
her, to keep the ministers in check.

AtthecenterofthecityistheKing'scastle, builtfrom rose-
pink quartz, the walls stained with daily applications of blood.
It is triangular, with a tower at each comner — one for each
minister—andatowerar thecenterfor theKing. Theministers
must change towers every lunar month, an occasion that
provokes much confusion and conflict among their servants.
The castle contains all the facilities that could reasonably be
asked for by an island of exiled spirits: feasting halls, bedrooms,
torture chambers, salles for weapon practice, dungeons and
alchemical laboratories. Of course, just as no one here can be
perfect, so, also, no thing can be perfect—all objects of beauty
arescarred and mutilated in some way. Vasesare cracked, jewels
are marred and flawed, tapestriesare ripped and rom, flowersare
soiled and warped and the elegant mosaics that cover the floors
and ceilings are dented and scarred.

On the ground floor of the King’s tower is the Hall of
Promiscuous Justice, where all trials for the crime of beauty
take place. It is a lofty room, with high arched windows in
all four walls, and conrains seats for all the nobles of the
city. The trial and sentencing of others, not tomention the
infliction of suitable punishment, is one of the few things
that makes life on this island endurable for most of the
inhabitants. For this reason, trials and punishments are
announced well in advance through the city. The office of
chief mutitator, or Inflicter of Scars, is currently held by a
fire elemental named QOrnament, who frequently mani-
fests in the form of a wizened old woman and who bitterly
resents the loss of her left hand at the hands of the previous
Inflicter. The position of Inflicter of Scars is frequently
passed on to a new incumbent, as many new residents of
the city — once they have recovered from their mutila-
tions — attempt the quiet assassination of the person who
actually gave them their scars.

Far beneath the Hall of Promiscuous Justice, at the end
of a corridor warded with shadows and ice, ina cellar behind
nine locks and seven bolts, lies the King's greatest secret —
a rose garden. These roses are perhaps the only thing of
- beauty in the-entire island. They flourish in the sorcerous
© light of an amificial sun, fed by wellsprings from deep
beneath the island. A thousand enchanted butterflies dwell
in the chamber, and each time one dies, a petaifalisfromone

gainst the island’se
e doomed ro-die at ¢

dsilver comb that Cha
hair.:8} discovered the day;b

ower struggle between the threes

trived -at the island “and -is*currently the -




The King has no compunction about damaging her
beauty, ashe finds her far less lovely than his roses. He has
tetained custody of her in order to prolong the quarrel
between the ministers, in the hopes that they will all
weaken themselves.

Amarel is held in the highest room of the tower, in
aroom of ivory whose windows are barred and whose door
has 11 locks that answer to a key that the King wears at
his waist. An earless wolf-spirit, Gray Wrath, with seven
human subordinates (equal to Elite Troops), guards the
corridor thart leads to that door. Gray Wrath has been
promised high rewards by each of the ministers for keep-
ing Amare! safe from both the others, and therefore, he
will not allow anybody to pass unless they can show
permission from the King himself. Neither he nor his
human minicns will accept bribes.

A white hawk-spirit whose wings are stained with
blood and rust, who was exiled from his people for the
crime of loving a human, perches on the roof of the tower
and watches for intruders. Should he see anybody on the
roof or walls of the tower whom he does not recognize, he
will give the alarm at once. However, he has an hour’s
rest from duty at sunser, which he spends drinking warm
honey at a tavern in the city. Should he be approached
then, he is willing to take a bribe of gemstones to let
rescuers go by and will keep his word.

PERSONAL OPINIONS AND DESIRES

SiLver Roge

Silver Robe’s primary concerns are the safety of the
island, his personal power and his rose garden. Ifhe isfaced
with a plausible threat to the island as a whole, he will be
prepared to release Amarel to the characters —— but on the
condition that they smuggle her out secretly, to prevent a
popular uprising. Such a threat might consist of several
other islands uniting to attack his own kingdom or a full-
scale invasion by courts eager to reclaim and punish their
exiles and will probably involve a lot of bluff from charac-
ters, Silver Robe-will not believe that Fakharu would

personally threaten the island for a mere human lover's
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SEVENTH AMETHYST

The Minister for Unforeseen Eventsisdispleased thar
the three sirens dared to break the law_of the is

' ;?the islany He will assume

island and out of the archipelago — but without the action
being traced to her, as she cannot afford to be seen
breaking the law. Given this, she will be prepared to deal
with agents of Fakharu, should such appear, although she
will not betray her own urgency. Seventh Amethyst would
also like to have the three sirens in custody: either to send
back with Amarel as a demonstration of the island’s
innocence or to publicly try on the island as scapegoats.

STARVED TIGER

The Minister for Understood Pains sees no reason
why Amarel should escape the law. However, he is con-
vinced that the whole matter is some sort of power play by
Rejoices in Decay and is watching the other minister’s
agents closely, trying to deduce their goals. He is person-
ally indifferent to Amarel and thinks that Seventh
Amethyst is mistaken in her claims about Fakharu's inter-
est in the woman. A very significant bribe (gems or
magical items) or the assassination of Rejoices in Decay
would persuade him to lock the other way while Amarel is
removed from the island. However, if he has not been
warned and paid off, and if his agents uncover efforts by the
characters to rescue Amarel, he will investigate efficiently
and will be sure that they are working for Rejoices in Decay
or Golden Swallow.

REjoIcESs 1N DECAY

The Minister for Pardoned Sins intends to see that
Anmarel pays the full penalty for trespassing on the island
while being beautiful, whether or not it was her choice o
visit. While he accepts that Seventh Amethyst may be
accurate about Amarel’s identity as Fakharu’s consort, he
doesn't believe that the Censor would interfere in the
archipelago’s affairs. He overrates the archipelago’s protec-
tion and underrates Fakharu's capabilities. Amarel’s
undoubted beauty has only increased his desire to see her
mutilated, and neither bribery nor offers of power will
convince him to assist in her escape. He claims that he also
wants to see the three sirens suffering along with her,
although'he privately finds them léss interesting and would
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combined with the annoyance it causes the ministers, whoare
looking for the three sirens — has caused her to offer them
sanctuary and hide them in a bay on the south coast of the
island. An offer of genuine healing would cause her to
cooperate fully with the characters: Failing that, the downfall
of one of the ministers, especially Rejoices in Decay, could
provoke her interest. Unless she is fleeing the island, Golden
Swallow is not interested in deposing the King, as most of her
power base comes from her connection with him.

THE SIRENS

The three sirens are growing desperate: They have lost
their hostage, and they may also have lost their safe haven
from Fakharu if Golden Swallow withdraws her protection
and they are forced to flee the istand. They do not have the
power to kidnap Amarel again from where she is currently
kept, and they have been identified by other citizens of the
cityas the ones responsible for bringing her to the istand. As
such, the agents of all three ministers are seeking the sirens.
Theyare currently paranoid and would even cooperate with
agents of Fakharu, in return for promises of mercy. Although
they know that they are sought by Rejoices in Decay and his
minions, they are making regular forays into the city in
disguise, to keep abreast of current events.

Chamae wants tosteal Amarel from the tower where she
is being held and then attempt to continue the original plan.
If the characters should rescue Amaret with help from the
sirens, then Chamae will try to flee with Fakharu’s consort
and with her sisters, unless specifically bound by ocath 1o
refrain. Aekalle has begun to blame the other two sirens for
everything that has gone wrong with the scheme and will
happily agree to any plans that let her escape safely but leave
the other two 1o punishment. Tenereshe will attempt to
persuade characters that the whole thingisaplot of Sikunare’s
that the sirens were enchanted into following and that they
are, therefore, innocent. However, the siren privately blames
herself for not preventing the plan in the first place and has
a self-destructive tendency thar may lead her to uncon-
sciously betray plans or to fail at crucial moments.

PossiBLE TACTICS
 The chamciers Ridy aliempt i DEgoUaE W ith the resi-
- - denits of the Island of Broken Masks, to stealAmarel away —
: ortosimpl ﬁght:th i iri
rescue the p incess.

Swallow—andprobably from Seventh Amethystand Starved
Tiger as well (unless their public appeal for Amarel's return
would obviously have alienated those ministers) — offering
termsfor Amarel. [rwill be up to the characters to choose who
to negotiate with and what sort of deal to take — though they
should be aware of the possibility of betrayal.

Should the characters land on the island and make
enquiries quietly, then they will quickly be able to gain full
information about Amatel’s current location, her guards
and the fact that the three sirens have escaped. Some sort of
real or feigned disfigurement is advised, should they wish to
be inconspicuous. The characters may choose 1o make a
private approach to one of the ministers, to Golden Swallow
or to the King himself. Depending on the secrecy with
which this is done and the inducements that they offer, the
characters may be able to come to a speedy arrangement.
Naturally, some fighting and stealch may still be required.
Even if the dignitary who has been blackmailed or bribed
into acquiescence can let the characters reach Amarel’s
room, there will still be servitors and spies of the other
ministers to be disposed of, sentries to be silenced and so on.

The characters may wish to operate stealthily and
remove Amarel from her prison clandestinely. To do so,
they will need to find out where she is being held — which
will probably involve some interaction with inhabitants of
the island -— and may also want to investigate the defenses
of her prison before putting their plan into operation, The
Exalts will also need some sort of plan for escape, as any
discovery of Amarel’s disappearance will cause agents of all
three ministers to pursue, along with the castle guard.
Characters might wish to leave clues incriminating one of
the notables of the island ot to lay a false trail away —
perhaps with the help of the sirens. The characters may even
choose to hide on the island while the searchers check the
nearest islesand the local sea, though Rejoicesin Decay and
his minions make this a dangerous procedure.

LocAL CHARACTERS

SiLver ROBE
Descriptiom There was a time when Silver Robe

weni b d-lU\.le’r namse and \'\.'S‘E\.\.u the steppes ﬁm:d the
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winter winds, bringing the snow and ice behind him. His

.., face was beaunful then, and his hands were as delicareand

fragile as thé frost that he loved. All of that ended on the

_-day-when heé was to bring the first snow of winter, and he

discovered a single lace rose still blogining on a rosebush.

. He could nof bring himself toharmit; ‘and so, he held back

the snow ‘until the last petal had fallen. When the higher

1 .
-+~ powers discovered his action, he was sentenccd toexilein~~
orth, where. the Fair Folk tore his face and. .

,...,the farthes :

ey were nothing’ but a mass of sc_ars




-1, Manipulation

Masks, slaying the previous queen on the eve of the winter
solstice. He rules with a cold-blooded even hand, enforcing
the law uniformly and disliking all three ministers equally.
When dealing with ambassadors from other islands — or
even from beyond the archipelago — he speaks with a
gentle, dark voice that belies his horribly scarred face and
constantly uses weather-related similes. Silver Robe never
outwardly loses his temper: However, he grows more and
more coldly dangerous if he is insulted or angered and freezes
small things that he touches,

He began to grow his enchanted roses shortly after
becoming King, despising the weakness for beauty that
cost him his position but unable to resist. Few in the castle
know that the cellar even exists, and none of those few
know what it is that their king keeps there — they assume
that it is a private torture chamber or something of that
sort. He keeps Golden Swallow as an obvious indulgence,
to prevent the ministers or his other servitors from won-
dering about his private pursuits and because her
manipulation of the ministers is useful. He has no particu-

lar feelings for her, besides a dry amusement ar her actions.”

Nature: Hedonist:
Attribares: Sty

Y

e gence 5, Wits 4.

AblImeS' Aware;
Endurance 4: Lm

ss 3',~ Brawl3, Bureaucra
lSthS 2 (Natwe Old Real

Attack:

Claw: Speed 7 Accuracy 8 Damage 6L Defense 8
Scepter: Speed 6 Accuracy 7 Damage 8L Defense 8
Dodge Pool: 5 Soak: 531L/8B (Tough hide, 3L/3B})
Willpower: 8Health Levels: -0/.0/-0/-1/-1/-1/-2/-2/-2/4{Incap
Essence: 4 Essence Pool: 88

Other Notes: None

SEVENTH AMETHYST

Description: The Minister for Unforeseen Eventsisa
patient, calm and utterly reliable spirit — the King knows
that she can be trusted with the defense of the island, and
her enemies know that her vows of revenge will be carried
out. She is as placid and precise as the marble that forms
her body, and her voice echoes like the wind in under-
ground caverns. However, she dislikes inactivity and loathes
other earth elementals, finding them a constant reminder
of how she was exiled at birth. Seventh Amethyst is
constantly in motion, striding smoothly through the cor-
ridors of the castle, and it can be hard, at times, for her
subordinates to find her to make their reports. She has
never considered this particularly important, as she be-
lHeves most of the islanders to be incompetent, inany case.
While she respects the King, she has nothing but con-
tempt for Rejoices in Decay and dislikes Starved Tiger,
thinking him an incompetent cannibal. (A competent
one wouldn’t have been caught.)

As minister in charge of the defense of the island,
Seventh Amethyst regularly patrols the walls and checks
with the sentries. She distrusts the junior officers who are
supposed to bring her reports — not only does she think
they're incompetent, she is convinced thar they are in-
triguing against her. However, her placid exterior hides
her paranoid doubts, and there are few who would believe
quite how suspicious she is or how many quiet assassina-
tions among the military were a result of her personal




orders. If it were not for her skill in tactics and the fact that
few other islands could mount more than a derisory attack
against the Island of Broken Masks, she might have severe
problems as a result of her constant removal of competent
fighters. However, her 600 yearsas minister have given her
an authority that few dare 10 question.

Nature: Survivor

Attributes: Strength 4, Dexterity 2, Stamina 3, Charisma
1, Manipulation 2, Appearance 1, Perception 3, Intelli-
gence 4, Wits 3

Virtues: Compassion 2, Conviction 4, Temperance 3,
Valor 3

Abilities: Brawl 4, Dodge 3, Endurance 3, Lore 4, Marrial
Arts 2, Presence 2, Stealth 3, Tactics 4, Torture 3
Backgrounds: Backing 4, Followers 5, Resources2
Charms: Affinity Element Control, Camouflage, Pema-
terialize, Landscape Travel, Memory Mirror, Paralyze,
Sreal Sustenance, Stillness

Elemental Powers: Improved Aegis, Rejuvenation

Cost To Dematerialize: 45

Base Initiative: 7

Attacks:

Fist: Speed 6 Accuracy 7 Damage 4L Defense 5

Kick: Speed 6 Accuracy 6 Damage 31 Defense 5

Dodge Pool: 7 Soak: 7L/9B (Improved Aegis, 6L/6B)
Willpower: 5 Health Levels: -0/-0/-1/-1/-1/-2/-2/-2/-4/Incap
Essence: 5 Essence Pool: 92

Other Notes: None

STARVED TIGER

Description: The Minister for Understood Pains
still resents the order of exile which forced him from his
home and hates the wood-spirits who refused to accept
him — but most of all, he hates the Exalted, who slew his
mother and who would have killed him as well. Should
any of them come within his reach, he would take great
pleasure in making them suffer by any and all means
possible, whether or not they had anything to do with his
* mother’s death.” As matters stand, he is an efficient
_gquartermaster for the city and has held his post for 700
years with only three complaints.

Starved Tiger is‘Widely known among his subordi-

" . nates, and the rest of the istand, as being fair to those who

serve him, evenhand d in hls treatment of d:sputes and
not wantonly vicious _argument ‘he
is relentless 79) those W

flutelike and seems to*

fraglhty._. Starved Tage ]
he-ple

refers to tear
.. “thing of malice, cortuption and blttemess The Island of

. points out to victims and servants alike, he is merely
" doing his sg
~shouldhard

T

Starved Tiger is certain that the blowfly-spirit is in league
with demons, plotting the destruction of the island.
Nature: Judge

Attributes: Strength 4, Dexterity 4, Stamina 3, Charisma
2, Manipulation 3, Appearance 1, Perception 2, Intelli-
gence 4, Wits 4

Virtues: Compassion 3, Conviction 3, Temperance 4, Valor 2
Abilities: Athletics 6, Awareness 5, Brawl 4, Dodge 4,
Endurance 5, Linguistics 3 (Native: Old Realm; Forest-
tongue, Riverspeak, Seatongue), Presence 2 {Intimidation
+2), Resistance 4, Stealth 2, Survival 4

Backgrounds: Allies 3, Backing 4, Followers 3, Resources 3
Charms: Camouflage, Hoodwink, Materialize, Stillness,
Sustenance, Tracking, Transport

Cost To Materialize: 46

Base Initiative: 9

Atrtack:

Bite: Speed 6 Accuracy 10 Damage 11L Defense 8

Claw: Speed 9 Accuracy 9 Damage 9L Defense 9

Dodge Pool: 9 Soak: 5L{8B (Hide, 3L/3B)

Willpower: 8 Health Levels: -0/-0/-1/-1/-1}-2/-2/-2/-4{Incap
Essence: 4 Essence Pool: 88

Uther Notcs: None

;.-.:::RE]O]CES in DECAY

Descnptlon. The Minister for “Pardoned Sins is a

Broken Masks is truly his home, for nothmg pleases him

~so.much as. thf: sight of béaury marred However, ‘as he..

iritval duty-and obeym‘g his nature, so he
yheblamedfor themost ofhigservants™




Cost To Matena e:-50
- Base Initiative: 7

servitude, as yet another aspect of corruption. Rejoices in
Decay grovels to the King, just as he expects his servants
to grovel to him, and treats the other ministers with
barely contained anger.

Rejoices in Decay has very little interest in life beside
the thrill of the hunt, the capture of prey and the destruc-
tion of the beautiful. It is partly this focus that has allowed
him to hold power through the centuries and partly the
factthat very few spirits are capable of the sheer malice and
anger which the Ministry for Pardoned Sins demands.
(Indeed, it is whispered that the previous spirit to hold the
post destroyed herself in anguish at what she had become.)
While he intrigues against the other ministers, it is more
in order to protect himself against them than out of any
genuine desire to unseat them.

Nature: Conniver

Attributes: Strength 2, Dexterity 3, Stamina 2, Cha-
risma 1, Manipulation 3, Appearance 1, Perception 4,
Intelligence 4, Wits 4

Virtues: Compassion 1, Conviction 4, Ternperance4 Valor2

AbllltlesoAthIEtlcS"r(Aerobat;cs +3), Awareness4, Dodge :
3, Endurance 5, Linguistics 3 (Native:2Old- Reaim,*'-"-

Resources 2.
Charms: Camouﬂage, CunmngThu:f Dream ane, Essence
Bite, Materialize, Measure the Wind, Prmcxple of Motion

Other Notes: * The woundsinflicted by Rejoicesin Decay
are extraordinarily likely to become infected. The diffi-
culty of the Stamina + Resistance roll to resist infection
from one of the spirit's wounds is increased by 2.

GOLDEN SWALLOW

Description: The King's concubine is spiteful, fret-
ful, discontented and attempts to work off her tension
by setting the ministers against each other. Several of
the island’s spirits have been persuaded to serve her
devotedly, as she has promised them revenge against
those ministers who have personally aggrieved them.
She has only been on the island for 50 years now and has
yet to fully realize that she is merely one in a long chain
of concubines and personal servants whom the King has
temporarily favored in order to destabilize the minis-
ters. For the moment, her wounded pride and bitterness
keep her occupied with plans to bring the ministers into
conflict. She tolerates the King, as she knows she
cannot challenge him, and she accepts that she is
dependent on him for power, even though his cold
touch personally revolts her.

Golden Swallow always wears golden robes and
sandals in human form, despite her constantly open
bleeding wounds, and her voice sounds like 10 birds
singing in harmony. While she currently protects the
sirens, both through a vague sense of altruism and in
order to confuse the ministers, she will grow bared with
the situation soon and will act to worsen it. She dislikes
all three ministers, but particularly loathes Rejoices in
Decay, who personally oversaw her disfigurement, and
refuses to tolerate his company in public.

Nature: Thrillseeker

Attributes: Strength 1, Dexterity 3, Stamina 2, Cha-
risma 4, Manipulation 4, Appearance 2, Perception 5,
Intelligence 3, Wits 3

,z uC‘.l.uhguL, 1 ugu P\Cal:u, uﬁalnguL}, Lure Loy, Muarti [
"1, Presence 1, Resistance 2, Stealth 4, Torture 3
‘Backgrounds: Backing 4, Contacts 5, FoIlowers 3,




Virtues: Compassion 3, Conviction 3, Temperance 2, Valorl
Abilities: Athletics 3, Awareness 5, Dodge 3, Endurance
1, Investigation 3, Larceny 2, Lore 2, Martial Arts 3,
Presence 3, Resistance 3, Stealth 2, Survival 3
Backgrounds: Allies 1, Backing 4, Influence 3, Mentor 4
Charms: Affinity Element Control, Materialize, Tiny
Damnation, Tiny Gift, Tracking

Cost To Materialize: 35

Base Initiative: 7

Attack:

Fist: Speed 6 Accuracy 7 Damage 1L Defense 3

Kick: Speed 6 Accuracy 6 Damage 1L Defense 3

Dedge Pool: 8 Soak: 1L{2B

Willpower: 6 Health Levels: -0/-1/-1/-2/-2/-4/Incap
Essence: 1 Essence Pool: 52

Other Notes: None

THE SIRENS —

CHAMAE, AEKALLE, AND T ENERESHE

Description: Hundreds of years of slavery can build a
grudge: Scars and disfigurement can only reinforce it. Each
day in service to Sikunare saw these three sirens swear
private vows of revenge, and even if this current scheme
fails, they will seek to pursue their vengeance against the
Storm Mother in some other way. They heard about the
Censor’s fondness for his mortal consort from some of
Fakharu's occasional envoys to Sikunate, and Chamae
came up with their current plan — to use Amarel as alever
to force Fakharu to persecure Sikunare. They knew of the
archipelago's existence — again, from Sikunare’s dealings
with it — and it seemed the perfect place to hide. Amarel
washidden inside an ivory casket, inside asilk shawl, in the
deepest cellarof aresidence on the Island of Broken Masks,
where they thought that nobody could ever find her. None
of them are precisely sure where the whole brilliantscheme
went wrong, and certainly none of them expect agents of
Fakharu to pursue them into the archipelago.

While all three sirens are somewhatalike, Chamae, the
eldest of the three, can easily be recognized by her scarred,

~ - empty left eye socket'and by her firm voice. Chamae has
% always felt pamcu}arly 1nsulted by Sikunare's s power over
her, heing proud and seif-willed. Unider tio <d

_ will'she goanywhere riear the Storm Mother's court again,
- whatever the induce She will negotiate- w1th charac'
tersas thougH'from a
“her innate. distast'

';} MLALCTE

2 Cost To Matenahze. 20

many sailors. She schemes with far greater subtlety than
Chamae, but her plots can be so convoluted that they
never reach fruition.

Tenereshe’s body is tattooed in zigzag lines of gray and
white, although this only seems to add to her beauty. While
the sirens were Sikunare’s slaves, Tenereshe frequently
manipulated other members of the court into attracting the
Storm Mother’s anger — and thus sparing the sirens her
wrath. She speaks calmly and placidly, with athythm in her
voice like the deep tides, and rarely moves unnecessarily.
While she desires some sort of revenge on Sikunare, she
wauld not have undertaken this scheme had she not fele
responsible for the others, as it is hasty and dangerous.
Nature: Leader (Chamae), Conniver { Aekalle), Caregiver
(Tenereshe)

Attributes: Strength 4, Dexterity 4, Stamina 2, Charisma

5, Manipulation 2, Appearance 3, Perception 2 (Ackalle

4), Intelligence 2 {Chamae 4), Wits 2 (Tenereshe 4)

Virtues: Compassion 2, Conviction 3, Temperance 2,

Valor 3

Abilities: Awareness 2 (Aekalle), Brawl 4, Craft 2, Dodge

2, Endurance 2, Linguistics 1 (Native: Old Realm;

S&azongue},‘ Performance 3, Lore 2 {Tenereshe), Tresence
I (Chamae 3), Stealth 3, Survival 2

Backgrounds Resource 0 (but each carries enough gems

forseveral Resources * ¢ ® purchases)

- 'Charms: Confu51on (Tenereshe), Details, Instill Obedi-

ence, Landscape Travel, Materialize, Measure the Wind,

~...Sustenance (Chamac),TmyDamnanqn {Chamae), Track- -

_ing {Aekalle




Willpower: 6 Health Levels: /-0/-0/-1/-1/-2/-2{-3/-4{Incap
Essence: 2 Essence Pool: 58
Other Notes: None

CONCLUSIONS

Ideally, the characters retrieve Amarel safely and retum
her to Fakharu. The Censor will be delighted by such a tum
of events and will express his gratitude concretely, with
further gifts of gems, precious metals and enchantments. He
will also strive to assist the characters in any current project.
Thisaid will primarily express itself in terms of information or
allies. Should the Solars be in search of a Manse, he may be
able to provide maps or legends that would help them locate
one, or if a character has a personal quest, the Censor can
locate relevant data, blackmail material, suitable allies and so
forth. The dragon will also act as a patron to the characters in
the future, if he wasnot doingso already, which will gain them
respect from other spirits. This patronage has its dangerous
side, however: It will bring the characters to the notice of
powerful and dangerous beings in high places and to the
attention of Fakharu's enemies.

Should Amarel be wounded or mutilated on the Island
of Broken Masks but otherwise safe, Fakharu will not be as
overwhelmingly pleased. He will, however, be grateful that
she has been retumed and will still make gifts wo the
characters and act as their patron, though he will be less
prompt to trust them with delicate missions. Healing Amarel
may be adifficult matrer, as the mutilations on the [sland of
Broken Masks are not meant to heal easily. An attempt may
well require a quest to obtain certain magical or rare ingre-
dients, which the characters will doubtless wish to undertake
to restore their standing in the Censor's eyes.

If Amarel is dead, or cannot be retrieved, characters
may well not wish to return to Fakharu with such news.
Upon receiving such news, the dragon will instantly dis-
patch a stronger expedition to attempt to rescue his
consort, should she be alive, or to lay waste to the people
responsible for her death, if she is dead. Characters may
attempt to mollify the furious and heartbroken dragon by
searching the world for some way of restoring his love to
him. Should thﬁy not properly express theircontrition—
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The world overflows with danger, and everyone has
an opinion on what is the greatest of peril. Little do any of
them know that the threat comes not from beyond or
within, but below. Creation will scon know what danger
the restless dreams of a deity brings. Autochthon, the
Great Maker, sleeps beneath the world and grows ever
more fitful, for itknows that it is slowly dying. Event amidst
forced slumber, it grows aware and seeks to draw suste-
nance from the world once more.

ABOUT THIS ADVENTURE

Crusaders of the Machine God explores the first signs off .

a5 by =

Creation's: **"'4 cnzal invason l: VWM.BVW.U"

-sudden- appearancé throws-a-wrench mtoy the- polmcal-
wheels of the Southwest dispIacmg the dehcate balanceof :

Opportumsts traltors, the plOUS, fools,-the nghteous, muy-
_derers, pohtmlans, ‘thieves, the. desperate, refugees,

_missionaries and hopefu[ souls searching:for

normal human characters can fit, with a little work on the
part of the Storyteller. Simply consider the power levels
involved todetermine whether the players' characrers deal
with an important Storyteller character directly or only
ever interact with its minions.

Thefoursectionsof the adventure break down asfollows:

» The Swamp of Bitter Tears, a close examination of
the swamp in the Southwest and its many denizens.

® The Lap provides further detail about the largest

Southlarid city close to the Swamp of Bitter Tears.

* Autochthonia describes the realm of brass-and
shadow-that hangs below the world, as well as the Great .
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" life” Amidse this turmoil come the players’ ch;
- thelrownplans standmg at thecusp of herois

' 1 for a campaign...




AutOoWHAT?
Pronunciation once again rears its ugly head. If

you care about that kind of thing, when talking
about the Great Maker, note that the “ch” is silent -
—vyoushould pronounceit“aw-toh-THO-nee-uh.”

THE SsWAMP OF BITTER TEARS

Those who travel to the Southwest until they reach
the shores of the Western Ocean find themselves in the
great swamp of Calan's Loss. Legends speak of two lovers
from the First Age, the great warrior Calan and the scholar
Tomun, her husband. Many throughout the Old Realm
knew the accounts of their exploits, both in story and song,
but the rale of Calan’s Loss was the last. Today, the stories
of their adventures survive only in fragmentary form and
debased into folklore, but once, the story of Calan's Loss
was the culmination of a great historical epic.

Calan and Tomun tracked the villainous Thrice-
Damned Gorol, who had betrayed the Solar Deliberative
and become a servant of the Yozis, to the woods of the
Southlands — for where Calan's Loss now stands, there
was once a great forest. The two feared Gorol would take
1o the sea and lose them on the Western Ocean, so they
made a pact with the grearest spirits of the forest to speed
their travel and hinder Gorol’s. In return, they pledged to

serve as guardians to the region after they completed their
business with their mortal enemy.

The gamble worked. They found Gorol at the heart of
the forest, and Calan met him in battle. Gorol flipped and
whirled in circles just out of Calan's reach, his black staves
deflecting her silver axes, but neither could land a telling
blow. After the passage of anight and a day, Gorol grew weary
and lost his footing, allowing Calan to slip past his guard and
mortally wound him. Yet Gorol's villainy was limitless, for he
expelled a thick cloud of venom from his chest as he fell.
Calan dropped to the ground, writhing in pain.

Tomun rushed to his lover's side but could do noth-
ing, for he did not know the poison. He besought Gorol to
teach him the antidote, to save the woman he loved. The
treacherous Goroal told Tomun the cure with his dying
breath: Only the life’s blood of the victim’s mate could
diffuse the venom, transforming the poison, and in doing
50, trading one life for another. Tomun saw Gorol's trap for
what it was, knowing the villain would rather his mortal
enemy Calan lived without her lover than trick Tomun
into joining her in death. Still, Tomun began the transfu-
sion without hesitation, filtering Calan's blood with his
own and drawing the poison into his body.

Calan awoke to find her beautiful lover dying beside her,
with Gorol’s body nowhere to be found. She knew that she
must take Tomun quickly to the great healer Ya Vanu or he
would perish, Unfortunately for the two, the forest spirits
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approached and demanded the lovers serve their time as
guardians. The spirits feared Calan’s pleas to leave the forest
were some sort of trick to renege on the bargain struck and
refused to let the loversdepart. Her supplication fell upon deaf
ears, and Tomun soon died at Calan’s feet. The spirits
immediately demanded that Calan's position as guardian be
doubled in length to make up for Tomun's loss of service.

Furious at their words, Calan cursed the forest with an
eternity of her grief. She'd pledged to serve as guardian by
the side of her husband in his life and now pledged todo the
same in his death. She would guard the land around his
corpse with her tears, which would spread to all corners of
the forest. So she said, and her words speke true. The years
passed, and her grief slowly twisted the forest into a swamp.
The forest spirits could do nothing, for they could not harm
the guardian they themselves selected, nor reduce the
service for which they themselves bargained. Eventually,
the spirits grew twisted as well, and the once great forest of
the Southlands fell to Calan’s anguish. Such are the hazards
of those who would lord over the Exalted. Southlanders
named theswamp Calan's Loss, though, today, its origins are
all but forgotten, and it is called the Swamp of Bitzer Tears,
though few save the savants know why.

RecionaL COMPOSITION

Due to its large size and inconsistent terrain, cartog-
raphers often split Calan's Loss into different regions,
dependent on local custom. Cartographers often insist
upon drawing elaborate circles radiating out from the
geographical center, believing danger lessens away from
the innermost rings. Others insist on a grid-like separa-
tion, breaking the swamp into ordered quadrants, with
junctures placed ar important landmarks to ease naviga-
tion. The most sensible divide the swamp into areas
demarcating important shifts in terrain, noting significant
areas of interest and known dangers in each. This latter
approach is used here, for ease of reference.

THE VIOLET COAST

When the sun kisses the Elemenral Eble of Waté'f.' -
each evening, the'dark-red sands separating Calan’sLoss:.

h’n"(" ThL “.’ esrermb i JCEAn MInAn iniense !"J
‘even through the dark of a moonless mght Too deep a
-color to truly glow; those who walk the sandsat night-can-

. poorest. of condmons RSETT

“éscape the fate they sealed for thit i‘fmselves “Theie anguish ™

_nevertheless see jf;ist enough to be sure of their footing.

contend that the putple of the sands is Calan’s spilled
blood, shining in the sunset.

Death of all kinds certainly stalks the Violer Coast
from aquatic Fair Folk luring travelers below the waves to
barbarian raiders from the islands far to the west. Most
dangerous at night, and luckily quite rare, are the lonely
ghosts of those who sought true love on the coast and
found only death. These restless spirits, known as the
domunsoka, often appear as lonely souls in wedding garb.
Ghosts of those who committed suicide for unrequited
love, they trudge aimlessly across the glowing sands. These
hungry ghostsare instantly recognizable by their backward
feet and seem drawn to the area from hundreds or even
thousands of miles away.

Farbeyond the Violet Coast lies Bluehaven, patrolled
by the dreaded pirates of the Lintha Family. Most of the
pirates steer clear of the Violet Coast, believing the sundry
superstitionsattached to this particularseashore asstrongly
as any who sail the Westemn Ocean. A daring few venture
along the coast in the daytime, burying supplies and wealth
in secret caches lining the many shallows winding inland.

THE WAILING FEN

The bulk of Calan’s Loss consists of the Wailing Fen,
known throughout the Southwest for its marsh dragons,
weeping willows and the terrifying wailing of the swamp
itself. The fen is home to sticky mud, looming trees, a
thorough dampness to everything within, the omnipres-
ent chittering of insects, quicksand, hundreds upon
hundreds of streams and small rivers, swamp-grass, cattails
and willows that weep brine. These trees, called Calan’s
Tears, weep water, making the soil around them too wet for
most plants. Those near the sea weep not just water, but
brine, furtherhindering encroachment. In the east, thefen
is mostly a mire, formed by mountain runoff pooling in
areas with clay undersoil and poor drainage. Toward the
West, the fen is much more of a bayou. Here, much of the
fen consists of backwaters connected to the seaduring high
tide or storm surges, but otherwise isolated from it.

The spirits of the fen have spent millennia wracked
with a constant, gnawing pain ; as part of Calano 's curse, -
ied 10 the
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tion of the curse. However, the spirits do not seek their
own destruction. As gods of life itself, such a concept is
horrific and impossible for them to comprehend. All
desperately want the curse to end, yet none can conceive
of releasing their grasp on life.

Scattered pockets of human villages, Wyld barbar-
ian tribes and beastmen clans exist throughout the area.
Occasionally, these denizens can be persuaded toserve as
puides to the region in return for goods or services.
Warring amongst these groups is common, although the
fighting itself rarely causes more than a deep gash or a
bruised limb. Most practice the art of counting coup, and
any deemed “killed” separate themselves from battle and
await the final outcome.

When the battle ends, enemy hostages are traded in
a one-for-one exchange for the group’s “dead.” Any
remaining hostages are purchased with goods or are
brought as captives to the winning side’s village to work
off their debt as servants for periods rarely exceeding a
month’s time. Savants call this odd rradition the most
bizarre form of commerce in the South. Such customs are
in marked contrast to the natives of the southernmost
portion of the swamps, where their brutality in battle is
matched only by their desire for isolation from anything
beyond their own ancestral lands.

THE FONT OF MOURNING

The dark heart of Calan’s Loss culminates in the Font
of Mourning, an oblong area roughly 100 miles in diam-
eter. Those who pay the legends heed name the Font as the
site of Calan’s battle with Gorol, but all know it as a no
man's land where those who travel rarely return. Willows
sprout amidst once mighty redwoods, now warped into
twisted, looming columns filled with rot yet never quite
decayed enough to fall. The spirits themselves are twisted
and sullen, dreaming of greatness long past, and rarely
tolerate the intrusion of others into their affairs. The
muted calm is occasionally broken by the dull droning of
giant dragonflies with tails as long as men are tall, skitting

- -along the swampa’s sutface on errands of insectoid impor-
¢ tance. Marsh dtagons"'prowl silently through the waters,
feeding upon carrion of the cocasional lemur m:xl VERLUTES
too far from the safetyﬁ.of the trees above.

Rarely/does one
covered by atleast th
surface of the: tepld

y swamp water is oft
ra1n¢d eye asa dull— |

Tforéing t;__veryp lng. i
.clear.the skies.. The-

Goroi’s FATE

According to legend, Thrice-Damned
Gorol's body disappeared after Calan's fight and
was never found. None know what happened to
the body — it is probable that Calan mutilated
it and thoroughly hid the fragments to prevent
Gorol'sanimal soul from everresting. His higher
soul was, of course, snatched away to the courts
of the Yozis.

Gorol's lowersoul is now a hungry ghost tied
tothe region by Calan'scurse. He is bound to the
swamp and has spent millennia in awful, soul-
searing pain, just like the other spirits. It is his
anger and power that draws hungry ghosts to the
area. His spirit no longer has any real memory of
who he was before; it simply knows that grief
over the death of a lover has tied it to the area,
that it is somehow at fault and that it longs to
move away from this unliving hell, yet cannot.

Gorol’s ghost can communicate with people
passing through and often attempts to do so,
trying, in hisanimal way, to convince passer’s to
somehow free him. Unfortunately, while he
may be a tormented soul, he is also a hungry
ghost. His intelligence is rudimentary at best,
and he is often overcome by a bestial hunger for
the Essence of the living.

from heat exhaustion in the balmy clime. Reliable, rela-
tively safe travel is only possible by skiff or canoe, yet
frequent snarls and deadends amongst mazes of knotted
roots, sticky mud and thick moss remain inevitable. Sim-
ply put, the Font is inhospitable to human life.
Nevertheless, the Font is home to a small collec-
tion of humans and beastmen who adapted to the
harsh conditions of the area. They took to the trees to
avoid the dangers of the ground, constructing a vast
netwotk of platforms and structures built around and
within hollowed-out trees, connected with swaying
rope bridgss and wooden carwalks, thar they cait Ref-

uge. Three distinct tribes live amorigst the trees, often

_kirmishmg with words; if not weapons. They feed on- -
birds, creatures from the swamp below and an abun-

& moss that coats the.

i domesncat:'d lemurs to cultivate natural material for
~the, medicmes and poultices neceséary when living so.
. deepinthes wamp. These tribesare slowly dymg our—

“they were once a single, much larger group, but the

i -~ passing-of-years-has-seen‘:the-slow- decay of their-
niore than IOfeet Malana and . gt

hlle those”:_: '
kly suffer

cultureilt isinteresting to note that.

_along 1deo ogical and not 1 racial lines
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"THE S1LENT CRESCENT

The reach of Calan’s Loss begins to fade where it
intersects with the Banyan Jungle along its eastern edge.
This overlap generally spans 10 miles, but it can extend to
20 miles or shrink to three in some places. The trees and
vines thicken noticeably, the ground grows harder packed,
and the muted, earthy colots of the swamp gradually
brighten to the sharp, vibrant hues of the jungle. Streams
and rivers originating in the mountains far to the east flow
through this crescent and terminate in the Wailing Fen.
Banyan and willow grow side by side, and strong, hazy
sunlight pours through the leaves to soak the fertile earth
below. Residents call this quiet, beautiful stretch of land
the Silent Crescent, although technically it is neither.

In truth, cartographers note two crescents (referred wo
asNorthern and Southern, respectively), shaped more like
a lazy letter “E” than a single, large curve. Its vaunted
silence is only relative in comparison to the Wailing Fen
to the west and the Banyan Jungle to the east, but this
winding stretch of land can be, in places, idyllic. Finding
predators from these bordering regions within the crescent
is atypical, and they often display docility not found
anywhere else in the area. Plant life isn’tas overtly danger-
ous to man and beast. Banana trees are sporadic but
common to the area.

By no means does this make the crescent a safe place.
Rather, travelersfind themselvesin less direct danger in this
region than theydo in Calan’s Loss or the Banyan Jungle. A
few Wyld Barbarian tribes live in the Southemn Crescent,
with reactions to travelers varying from reserved tolerance
to outright hostility. Thankfully, tribal territory is clearly
marked, and even the most xenophaobic of these tribes rarely
atracks outsiders unless they threaten these boundaries.

The Northern Crescent is home to small human
villages eking out an existence away from the Realm, its
rributaries or Southern city-states. Little of the land is
arable, but the villages manage a decent subsistence away
from the rest of Creation. Many of the villages believe they
have a Lunar Exalted named Ten Stripes and his pack of

jaguar beastmen tothank for their relative safety and often :

leave small gifts of food and supphes out as thanks for its
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. phenomena long ago withina splrltual conte

crescent exists as the byproduct of a deal brokered long ago
between man and nature to create a respite between the
regions. Of this handful of savants, two theorize that when
the terms of this deal end, the crescent will vanish within
a decade. However, none have found direct evidence to
support these theories.

THE BANYAN JUNGLE

To the east of Calan’s Loss lies the Banyan Jungle, so
named for the prominent, massive banyan trees that grip
the land. Whereas the swamp itself offers a muted look at
a once-proud forest, the Banyan Jungle offers a testament
to life unbound. Brilliant colors, strange sounds and the
primal struggle of life defines this region. Wild banana
trees bloom throughout the area, found in clusters where
the banyans don’t choke the land. Gaggles of bough squids
swoop through the air to snatch hyenas from the ground
below and disappear once more amongst the trees. Insects
the size of a grown man’s fist teem along branches, devour-
ing leaf and bark as they go. Beastmen tribes inhabit the
jungle, privy to its many secrets.

One secret the Banyan Jungle holds is the location
of the yeddim graveyard. Rumored to be positioned deep
within the jungle, the Valley of Bone and Sleep has
eluded those who seek it for as long as the jungle has
existed. Wild yeddim throughout the South make a
solitary journey here when their years grow short, and
even domesticated yeddim that pass too close to the
jungle have been known to give in to its call. Few who try
tofind the graveyard return with bodies and sanity intact,
even amongst the ranks of the dead. Why the subjects of
the shadowlands seem unknowing and even slightly
afraid of this place of death remains a great mystery.

EcoLogy oF PerIL

Travel through Calan’s Loss is rarely without dan-
ger. Whether as a result of quicksand or marsh dragon,
human travelers can easily find themselves in over their
heads without suitable preparation. The swamp itself
"offers peril to the unsuspecting. Sinkholes thatdrop into
water-soaked -caverns;’ mud as sticky as the- strongest ;

entoften collapses ;
~victim dLeper, Ieavmg h[m




the trapped person with little effort. The easiest way to
circumvent quicksand is foremost to avoid walking on sand
or, altematively, tocarry along walking stick used to test the
ground ahead. This is an easier matter when one's travel
isn’t in haste or in the dead of night. Experienced travelers
can swim out of quicksand if they know how — it requires
a Wits + Survival roll at difficuley 2 and a Survival of at feast
» . Anyone without companions or the necessary survival
skills will drown over several minutes.

FiasH FLoobs

Although rare throughout Calan's Loss, flash floods
can occur in the rainy season during or just after periods of
heavy rain. A wall of water, restricted in its path by the
landscape, rushes along at alarming speed and sweeps away
everything in its path not firmly attached to the ground.
Qutrunning a flood is impossible for normal humans.
However, running perpendicular to the floed’s path can
often lead those fleeing the waters out of the brunt of the
ontushing deluge, and climbing a (very) sturdy tree may
allow victims to escape the water as well.

People or beasts caught in the flood are at the mercy
of the water's speed and direction. Drowning is certainly a
possibility, but the threat of slamming into solid objects
such as tree trunks or outcroppings of rock is the greater
danger. Strength + Athletics rolls allow a modicum of
control in avoiding large objects, but the truly unlucky
could suffer the equivalent of falling damage from up to 60
feet high, depending upon the size and force of the flood.
Luckily, flash floods in Calan’s Loss rarely last beyond a
minute and only ever affect narrow swaths of land.

FLORA & FAUNA

“Calun’s Loss is a cesspool of life,” noted scholar Swift
Quill in RY 707. “For every manner of being that fights to
sutvive in the harsh clime, there are at least 30 more ready
to dine upon its corpse.”

Little has changed since the dawn of the century.
Much of the focal plant life is poisonous to consume or to
touch. As a general rule of thumb, the deadlier plants are
the most obvious ones. Brilliant yellow and orange
F - Leily eenely sbeautifel, passalonaa de""r“‘*
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by touch called “orange brain-fever” that drives afflicted

creatures mad Incontgast, the most. nondescnpt plantlife.._.
“creatures that flit about with no more dlrecnon than instinct
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m indeterminate number(
stall areas of the swamp, se

the dead flesh of plant and beast alike. However, the
distinctiveness of some creatures bears special mention.

DOMUNSOKA

The feared domunsoka prowl the Violet Coast. Not
dissimilar to hungry ghosts, most domunsoka seern to be the
product of individuals who were killed by or committed
suicide for those they loved. They are drawn to the sands of
the Violet Coast by unknown powers {the grief of Gorol,
primarily}, and from their modes of dress, these spirits travel
here from all over the South and West. None seem to have
their corpses, and they seem, instead, to sleep in the violet
sands of the beach. When a domunscka encounters a
potential victim, it begs for help, presenting a story of an
unfaithful companion who left it for dead in the sands. As
the night passes, the domunsoka grows increasingly enam-
ored of the target, slowly making more blatant advances,
until dawn is merely minutes away. The spirit then pleads
with its target, begging to join with it forever, to culminate
their passion or some other variation on this theme. Should
the potential mate accept, the domunsoka then embraces its
“love,” and drains him of life. Declining the advances of a
domunsoka proves to be only slightly less dangerous. Re-
buffed in life, a subsequent spurning invokes the rage of
death. The domunsoka channels its final memories of
intense humiliation and rejection into raw physical fury.
There really isn't a good way toreact to these ghosts, and the
Violet Coast is widely avoided, even by pirates, as a result.

MARSH DRAGONS

Marsh dragons found throughout Calan’s Loss are, for
all intents and purposes, river dragons with slight differences
in coloration and a broader, shorter snout. The marsh
dragons in this area rarely exceed a length of 25 feet, but
adult marsh dragons found in the Font of Mouming can
exceed 40 feet in length — the largest found in the swamp.
Barbarian tribes often hunt these creatures for theirarmored
hides, coming into conflict with marsh-dragon blooded
beastmen, who revere the creatures as divine.

GIANT DRAGONFLIES
The giant dragonflies found in the Font of Mourning
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mammals and reptiles. They are docile but unintelligent

in its most ruchmentary form. Giant dragonﬂ1es weigh very

“ietle, clinging to the trunks of redwoods or landing on the

backs of marsh dragons when resting théir diaphanous wings.

~Local mbes consider their meat a delicacy.




GIANT DRAGONFLY

Physical Attributes
Str/Dex/Sta

4/6/3 2

Note: Like alf beasts, giant dragonflies poss

use the provided Acc value for both attacks and parries.

Wilipower

THe TwWIN POWERS OF THE SOUTHWEST

The Southern cities known as the Lap and
Gem provide much for the region, from the
abundance of the Lap’s agriculture to Gem's im-

- mense wealthand influence upon local economies.
Neither city operates ina true symbiosis, although
“each enjoys a highly profitable relationship with
the other- The Lap trades its excess grains in
‘return for riches hoarded by Rankar VII, Gem's
hereditary- despot. Gem also devotes funds to
maintain the “Diamond Road,” a well-traveled
trade-route between the two cities, and the Lap
provides the troops to patrol the road. The Lap
and Gem remain somewhat dependent upon one
another, though neither wishes to admit it

Both cities also feature prominently in Cru-

- saders of the Machine God, for the two serve as the
first targets of the danger lurking below the world.

The Lap gets its name from its unique location: The
mountain was long ago carved into the shape of a meditat-
ing hermit sitting in a cross-legged posture. Much of the
city itself nestles into the “lap” of the mountain, though
some outlying houses spill out across the broad legs.

The identity of the colossal worshiper remains question-
able. It's known as the Old Man or the Last Supplicant,
depending on whom one speaks with. Many suspect that this
wondet of the First Age was quite literally defaced during the
Great Contagion, for the damage to its head seems 00
precise. Nevertheless, its broken face and robust body pomt

northeast to the lmperlal Clty that lies-across the sea -~ =~
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“dreds of miles aréund, from the distant 1slands of the
Western Ocean tothe dark clouds of smoke that pour from~

the smithies of Nexus. Few dare the ascent, fqarmg danger-

ous birds of prey and feline beasts that dwellnear the top.
Those who do reach the Shoulders speak: in- wh:spers,
~fearing that conversation might rouse the Old Man As the
local phllosopherFaukTanuh onceasked, “\
we expect when-the Supplicant wakens

Health Levels
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Dodge/Soak Abilities

Athletics 5

small valley of fertile land between the Old Man's legs
called the Verdant Triangle. Laplanders navigate their
city by body part: Northleg primarily contains markets,
while most industry is located along Eastleg to take
advantage of winds from the Inland Sea to blow forge
smoke in a southerly direction. Government buildings
and an Immaculate temple are central in the Lap Proper,
but nearly everybody refers to the area as the Crotch. The
area along the Supplicant’s folded legs — called the Fold,
unsurprisingly — is similar to a dockyard, consisting of
windmills that process the crops allocated for rations,
large warehouses that store the harvest and giant hoists
that transfer material vo and from caravans below.

Houses ate sprinkled liberally throughout the Lap,
from the sophisticated homes along Northleg to the
Jower-quality housing sprouting from the northern face
of Eastleg. According to the Golden Triumvirate, few
live on the Fold, but the desperate, the criminally
inclined and the poorest of the poor make it their home.
An elaborate network of aqueducts and artificial reser-
voirs known as the Step Fountains run throughout the
massive honeycomb of buildings and collect water from
rain, melted snow and streams that trickie down from
the Supplicant. Those of means live along the topmost
pottions of the legs and are privy to the freshest of water,
while the poor who live in buildings positioned closer to
the edges receive the grimy, gritty fluid that spills down
to the Verdant Triangle.

Twocovered tunnels have been carved into the statue
where each foot meets the leg. Longago, a third tunnel was
dug through the middle of the Fold, about halfway along

~~the northeast face; butitis mostly restricted to business

traffic. All three tunne[s have a
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THE SURROUNDING AREA

The mountain that forms the Old Man protrudes from
the middle of gently rolling mediterranean hills, and
farmland stretches for miles around, for thousands upon
thousands of square acres of arable land exist within the
foothills. Sandstorms are nowhere near as frequent this far
north, and even if sand blows in and kills outlying crops,
the Lap has enough stored and preserved food to last two
or three years, even with a full export of crops. This
stockpile is one of the largest in Creation, and “starving
the Lap” is synonymous with a futile gesture. Bandits and
thieves occasionally raid farms but, usually, only one or
two at a time — there are few organized gangs in this area.

_Any that threaten the Lap face retaliation by the Imperial
° forces garrisoned there, so most bandits restrict themselves
" to caravans well outside of the Lap's boundaries.

ECONOMY

The e*:tenswe cu vauon'of cchps is the:_ backb_one of the
Lap’s economy. The amount of food prod 'ed in the state
: can feed: its”

legions and any auxlhary forces rhey e deployed without: any
 reliance on the Bless' sle always allowed. the Empress an

AD with the most adva.nc

; Qd agncui« :
ic Jlmral savants of the. Lap have access .

1o Fitst Age prodigies such as advanced fertilizers, crop yield-
enhancementartifacts, unbreakable plowshares, artifactsthat
can till many rows at once and so forth.

Longago, the leadership of the Lap abandoned outright
slavery in favor of a system of indentured servitude with
gradual incentives for more productive work. Children live
with their biological families and leam to wotk the fields. At
the age of 13, they legally enter adulthood and must make a
choice: spend the next 30 years as a ward of the state with the
possibility of amassing great wealth or leave the Lapand never
return. Those exiled have the tips of both little fingers
removed to the fist knuckle to indicate their choice and are
turned away at the gates should they attempt to return (orare
tried and executed if caught within the walls).

Those who stay are in for 30 years of what is often
backbreaking labor, tilling, sowing and reaping. Every five
vears, the individual citizen is evaluated. and those who
have performed well or demonstrated an ability to lead are

Sz promoted. At 43 years of age, a citizen is allowed to retire

with a pension based on the rank and position he attained,
-and for thejtruly successful, luxurious government ap-
" pointments or the management of state plantations await.
This system} has always beenon the verge of collapse, with
influential 1ndmduals trading favors:with other worthies

00pS; 85—t advanice thelr childtenr and allies. For those wmh pull :
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MART]AL STRENGTH

: three Fritines commands several thousand H

The Empress saw to it that the system was kept efficient
enough to function and feed her armies. Since her disappear-
ance, the various magnates controlling the city's bureaucracy
have been more and more open about their political ambi-
tions, and they have begun to resemble the autocratic large
landholders so common in the South. Already, the patronage
system is hardening into a hierarchy, and the “middle class”
of bureaucrats and craftsmen are becoming mere servants of
the influence-brokers who rule the kingdom.

POLITICAL INFLUENCE

FLaplander politics are known for careful alliances and
strained goodwill. A council of large landholders props up a
figurehead on the throne of the kingdom, while a Golden
Triumvirate, rather than a single satrap, represents the
interests of the Dynasty. Currently, the Triumvirate con-
sistsof Cathak Sijip, Ragara Aloruand the recently appointed
Peleps Tuchet. Each Dynast represents his or her family
individually and the Realm as a whole. Privately, the three
do a great deal of Dynastic squabbling — the Empress
deliberately appointed rivals to the post—-but the Triumvi-
rate votes unanimously on all public decisions.

Often, the Dynasts effectively rule the region, passing
the will of Realm 1o the ruling junta, which implements it
without question. The council rarely butts heads with the
Dynasts, generally acceding to the Realm’s wishes. The
council’s pliant character has helped keep their city free and
the children of the juntaat home and not in the Scarlet Court
as hostages. Recently, the council has begun to explore the
possibility of exerting its influence against that of the triunes,
but the reprisals that resulted from the last attempt have
convinced them that if the time is coming, it isn’t yetathand.

The Lap's existence as an extremely close tributary of
the Realm affords it a unique political position within the
region. Although many city-states run the gamut from
staunch allies ro nominal tributaries, none are as closely
allied as the Lap. The Realm also uses this fact as a lever.
When the Realm desires stability in the region, city-states
wishing to purchase part of the Lap's regular surplus must

pay two, three or even four times as much per unit to™
prevent stockpiling for tations or extended sieges.. The

threar of withholding agriculfural exporrs rdi'warring city-

~states weighs heavily on the Lap's neighbors, leading many
toattempt more diplomatic measures prior tooutright war. .. 5

The Lap’s position as a lever for peace rankles many
Southlanders, but none wish to antagonize the Realm by
threatemng a state S0 closely assocnted w1th the empire.

“Oncehomet to he largest force of Real

region; theLap retainsa mixed garrison of troops: Fheres -
: an jmperial ieglon deployed here, probably_the Tast full

legion deployed outside the Blessed Tsle. A achof the

¢ Lroops,

i troops in the

bringing the total number of imperial troops deployed here
tojust over 10,000. In addition, there are an equal number
of local soldiers. The actual government of the Lap fields
one mediocre legion organized along imperial lines and
6,000 gendarmes suited for little more than supporting tax
collection and chasing bandits. In addition, the various
magnates have several thousand individuals tasked with
plantation security loyal to them as well. While these are
mostly straw bosses, chaindogs and bodyguards of little
military value, they do have some impact in local politics
and, thus, merit mention.

Through various political machinations around the
time of the shrinkage of the imperial armed forces from
37 to 30 legions, forces loyal to House Ragara came to
dominate the local garrison. While the house allows
Letal, the Cathak garrison commander, to remain in a
position of authority, it is to serve as a testament o his
own incompetence. Bancba predicts Letal will eventu-
ally display his ineptitude in a gloriously catastrophic
manner, at which point Ragara plans to swiftly remave
him and promote Letal's well-liked second, Omapa, to
the status of garrison commander. House Cathak seems
unaware of Ragara's subtle rreachery or, perhaps, remains
more concerned with events closer to the Blessed Isle.
Regardliess, Cathak has yet to make any perceprible
response to Ragara’s maneuvering.

The Lap is well provided with troops but poorly
prepared for war, While its food stores are simply im-
mense, the rest of the region’s military preparations are
laughable. There has not been a serious effort to attack
the city in over a century, and the stocks of raw metal,
spare weapons and armor, the plans for drilling new
troops and the city’s fortifications have all fallen into
terrible disrepair. War is “impossible” or “will never
happen,” and so, money is spent on war monuments and
arenas rather than on preparedness.

ProMiNenT C1TIZENS OF THE LAP

MaeNaTE UTONO, ]LLUSTRIOUS LIJAISON TO

BANOBA OF HOUSE RAGARA

V”'t her lack of love forthe
al- efficiency in serving -
; her past two decades o
service hadho small part in doubhng the Lap's total output |
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CATHAK LETAL, GARRISON COMMANDER

With the Scarler Throne in contention, House Cathak
must take great care in the placement of its troops. This
becomes immediartely evident with the house's assignment
of Letal, who is situated as far from the Blessed Isle as
Cathak Cainan can get him, Letal proved a great embar-
rassment to his house when the imperial legions expelled
him for commanding his entire dragon to its accidental
demise. Cathak Cainan revoked Letal’s subsequent posi-
tion inone of the house's standing armies after he managed
‘tolose an entire caravan to a bandit force five times smaller
than his own. The house eventually shuffled him to the
Lap, where they suspected he could do the least damage.

Although not a stupid man, Letal is prone to com-
pletely misconstruing the motives of others and taking
grossly inappropriate actions based on these misunder-
standings. Few of the forces at Lap's garrison respect him
and remain thankful that Letal hashad no real opportunity
to take a day-to-day interest in their affairs.

GEM

Gem is a city built on an extinct volcano,
ruled the hereditary despor Rankar VII and
founded on the wealth of gems harvested from -
the volcano and the hills around it. Gem is

detailed more full in Scavenger Sons. While
space does not permit a recapitulation of the
material in that book, Storytellers without ac-
cess to it should feel free to make up material
about the city to suit their series.

AUTOCHTHONIA

Autochthonia is the realm of brass and shadow, where
millions live scattered through the veins of a long-forgot-
ten deity. Far from the sprawling ciry-states of Creation,
each cluster of humanity dedicates much of its efforts to
sustaining Autochthon. Constantly, they do what they
can to alert the slumbering mass that surrounds them of
their presence or risk being purged by an unknowing god.

HisToRry

Autochthon's dreams hearken back to the dawn of
the First Age of Man, when people referred to it as the
Great Maker or the Machine God. [t remembers the many
humans that worshiped it as a deity of tools and innova-
tion, though with a curious detachment, for Autochthon
is not a god, but a Primordial. Tales now lost for millennia
once spoke of the Great Maker's role in the forging of the
gods themselves. Some told of Autochthon apprenticing
the pods in creation of their own 1wols, including the
various types of Exalted.

Once Autochthon accounted for the gods and their
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“-ity. Generations passed, and humanity littered Creation,

leammg how to properly employ the three gifts of Autoch-
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descending into a self-induced state of hibernation from
which it would wake when the dying fury of the Great Curse
no longer touched the world. But the Machine Ged did not
travel to its rest alone. With it came loyal adherents,
outspoken zealots and worshipers, as well as thousandsupon
thousands of unlucky souls caught in its grasp. They were to
serve as caretakers and fuel, scattered throughout its inner
workings and left to fend for themselves in its depths.
Fend they did, carving out an extensive civilization
over the course of millennia. Whole nations eke our a harsh
subsistence in pockets strewn throughout its bowels, taking
the name “Autochthonians” to describe the unique rela-
tionship they hold with their deity. No man or woman
amongst them is unaware of this forced symbiosis: If they
grow lax in their responsibilities, then Autochthon shall
die, and they shall perish with it. The recent troubles have
not gone unnoticed, forcing the hand of one nation anxious
1o prevent the Machine God’s demise. Its plan involves
breaking the Seal of Eight Divinities and opening a gate to
Creation, where its citizens hope to find the resources that
Aurtochthonia so desperately craves. Whether they damn
themselves and their deity in the process remains to be seen.

INSIDE THE MACHINE GOD

The realm of brass and shadow is a nightmare world of
steam, murk and neverending passages of stippled metal.
Corridor upon endless corridor spiral through the dark-
ness, twisting to and fro with a chaotic sort of precision.
The insides of a deity are as temrible as they are wondrous,
and the cavernous depths are home to the vast autonomic
processes of the slumbering god.

That Autochthon lives is obvious, forits thick, tangled
veins run through every corridor, stapled to the walls and
ceilings, pumping viscous fluids and furious energies. lts
thickest veins are 10 times as wide as a man is tall, covered
in fatstriations of pliable metals woven into the thick elastic
walls. To the touch, the veins are often hor enough to sear
flesh or so cold that exposed skin adheres to them. They
carry air, water, nutrients, lubricants and waste to and from

the countless spaces of the Machine God, filling and-emp--~--
tying vast internal reservoirs and driving the countless_,-l_y

alchernical reactions that sustain the sleeping god.

There is never true silence, for Autocrgthon sm_gs‘ m”
itssleep. The air within is filled with the sounds of rurning .

gears, the thrumming of the veing’s contents flowing
through them, th*é‘"\'ie'htihg'of steam in shri
snap of electrical arcs and the creak of the v ast hinges and
flexors that support the weight of the machme god.
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cities of men, but living cities. They are extensions of the
Great Maker itself, created through the union of the beings
known as Alchemical Exalted with the various processes
and systems of Autochthon in a surreal fusion of dwelling
place and machinery. The cities of Autochthonia are
divided into eight great nations, one of which, Yugash, is
the trigger and centetpoint of this adventure.

AUTOCHTHONIAN SOCIETY

The daily life of the average Autochthonian is fraught
with dangerous, often mindless labor. The Autochthonian
peoples must survive in a world where dissent can lead to
destruction and where social turmoil and conflicts between
individuals threaten society as a whole. In the dark places
within the machine god, they struggle to sustain their deity’s
life processes. They struggle among themselves, not for
riches and power and dominion over their fellow men, but
over what rites must be performed to sustain their sleeping
deity and preserve their own existence.

LeGenDS AND HEROES

When Autochthon lent its support to the destruction
of the other Primordials, it delivered a vision unto eight of
its most capable worshipers, revealing that it soon planned
to leave the world. Before it did so, it needed them to craft
a prodigious container of mystical aspect, to seek out the
Well of Souls, to fill the newly crafted Ewer and to return
to whence they came. The Ewer was to be filled with souls,
for Autochthonia wasahungry god, and it needed the light
and radiance of souls to sustain itself in the dark places
outside Creation. And so, the eight heroes forged the Ewer
as the Great Maker commanded. Today, each of the eight
nations of Autochthonian bears the name of one of these
eight heroes. Yugash, who founded the nation central to
this adventure, is said to have traveled throughout Cre-
ation to obtain the perfect materials with which to craft
the Radiant Amphora of Celestial Accumulation.

AN ECONOMY OF SOULS

Souls sustain the Machine God in his dark slumber,
and theyare central to Autochthonian society. When an

" Autochthonian is bom, a'smoul Tises from the Radiant .
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within a week of their birth, and they wear it throughout
their life. At their death its contents, like their bodies, are
returned to the Machine God for reprocessing.

Because there are only a finite number of souls within
Autochthon, the lineage of individuals can be traced.
Through divinations performed on certain banks of dials
and gauges in sacred spots deep within the Great Maker,
the Theomachracy can discern which soul has come to
inhabita given child. An individual'ssoul is believed to be
of critical importance toher achievement in life, and those
with distinguished previous incarnations are groomed for
positions of leadership and influence. This belief has
created a permanent class division within Autochthonia,
as those deemed to have superior souls are constantly
placed into positions of responsibility, thus reinforcing
their soul's perceived importance, while those with lesser,
inferior souls are kept forever among the laboring class.
While there is some movement between the classes, it has
grown less and less as time passes.

Recently, a temrible crisis has begun to make itself
known. After almost 5,000 years of recycling souls, the
Radiant Amphora has begun torun dry. Acrossall the Eight
Nations, children are stillbom. If a new source of souls isnot
found soon, the Sleeping God will surely consume all who
dwell within it to sustain itself in its slumber.

TiME

The Autochthonians split their 25 hourday into five
shifts tied to the five elements, beginning with Earth-
shiftand progressing to Wood-, Fire-, Water- and Air-shift
respectively. Each shiftis divided into five hours, with 12
1/2 minutes of time at the beginning and end of each shift
serving as a transit and break period. This buffer, a total
of 25 minutes in length, known as the shift change,
allows time for an Autochthonian to get to an assigned
area and take over the controls from a previous worker
without ceasing the controls’ operation. Days, months
and years are identical to the Old Realm method of
determining the passage of years, but Autochthonians
- date the beginning of their calendar from the creation of
Autochthonia. The current year is 4878 DA (Dawn of
Autochthoma) by the1r reckoning.

Autochthoman citiesare: packed with great factones

are taught to conserve energy and to be diligent, attentive
and unfailing. Because many of the tasks required to
sustain Autochthon are highly repetitive, children are
taught to perform even the most mindless tasks withour
having their attention slip.

Home LiFe

Most Autochthonianslive in large dormitories, sleep-
ing in communal spaces, where several dozen individuals
bunk together. Typically, these living arrangements are on
a per-work-unit basis, and an Autochthonian will sleep,
eat, work and play with the same people. In many places,
“hot bunking” {(where different people sleep in the same
bunk on different shifts) is practiced, and individuals have
no personal space whatsoever. Higher-status individuals
have small apartments. Foremen typically live in suites
that house six individuals, and members of the Olgorary,
the Theomachracy and the Sodalities typically have small
private areas. The apartments of extremely important
individuals are often quite palatial, and the amount of
living space one possesses is a sign of status among those
who dwell within the Machine God.

Food within Autochthonia is in the form of nutrients
tapped from the veins of the Great Maker himself. Elaborate
mechanisms draw broth and mush from Autochthon's vast
veins. Workers go 1o cafeterias, where they are served por-
tions of food from greatdispensersattached to the Maker. The
Theomachracy considers this to be one of the holiest times
and enjoins all denizens of Autochthon to eat in silent
contemplation of their duty. Not even the highest-status
individual eatsalone in Autochthon, though, of course, more
important members of society eat with their peers in smaller
dining rooms, away from the Lumpen and the Populat.

Leisure LiFe

In what time they have to themselves, the
Autochthonians enjoy a variety of recreational pastimes.
Like all humans, Autochthonians socialize in their spare
time, and much of their leisure time is taken up relaxing
and associating with friends. These include potential sexual
partners, and though they are far less emotional about it
than the denizens of Creation, humanity's favorite pas-
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POSsESSIONS

No monetary system exists in Autochthonia. Indi-
viduals have their needs provided for them by their cities
and work units. Should one city produce an excess of
materials, the surplus is stored until it can be used or is
shipped to another city that needs it. Haggling between
cities and organizations is often quite complex, and favors
owed can be traded about like currency, however, there is
no fixed unit of account to measure them with.

Clothing consists of color-coded hats, tops and slacks
made from a material as strong and light as silk. The color
coding indicates the worker’s job and rank. Boots, socksand
belts are of standard design, and everyone in Autochthonia
wears the same makes and models. Individuals in areas
where there is appreciable precipitaticn use poncho-like,
black, artificial leather rain slickers. When special protec-
tive gear is required, the Autochthonian's work unit assigns
it. The clothing is factory-manufactured, and workers typi-
cally discard their daily clothes for recycling each day and
pick up a new set in the morming.

Factories often reward workers in particularly produc-
tive work units with specialized or high-quality tools and
give individuals small medals for good annual perfor-
mance. There are also a number of small religious icons
that an individual is likely to possess — most commonly
the gear-and-cross symbol or the interlocking rings.

While trade officially occurs between nations and
organizations and not individuals, in practice, every

Autochthonian has something to trade, be it a good or
service. Most everyone accepts that this is an inescapable
reality of the human condition — but only so long as it
doesn't exceed acertain critical threshold. Extensive stock-
piling for personal use or individual gain is a crime worthy
of demotion to the ranks of the Lumpen.

Important individuals often amass considerable
material goods, typically those related to the practice
of their profession. The logic is that important mem-
bers of the Sodalities and the Theomachracy have
important tanks to perform and should not be hin-
dered in these critical duties by waiting for communal
resources. Mostly, this is in fact the case, but there is
a certain amount of acquisitiveness that passes under
the umbrella of increased performance.

TRANSPORTATION

Autochthonians typically walk from one area 1o an-
other or travel viamechanical rickshaws that can transport
one or two individuals at fair speed. These rickshaws are
difficult to maintain, however, and are generally reserved
for the infirm and high-status individuals. Most long-
distance or large-load rransport in Autochthonia is done
by means of pneumatic trams. These trams move from
station to station through specialized veins, pulled by
suction in front of them and impelled by air pressure
behind them. Some move vertically, allowing transport
berween the tiers of the Autochthonian cities, while
others fan out across the tier or connect cities together.

,‘{n / i
{‘;/I///'/ ) ‘!&u

i

N
/ : / X /‘\ )

ST

o,
' 5]




Transport between nations is accomplished through
massive cargo trams. While some are suitable for passen-
gers, most have no protection against the hostile conditions
of the large transport veins. Where the goods transported
are important — for example caches of Magical Marerials
— Alchemical Exalted are used to oversee them, since the
Alchemicals need not breathe.

LANGUAGE

The tongue spoken by the Autochthonians is known as
Autochthonic, a bastardized dialect of Old Realm. Those
who speak Old Realm can communicate basic needs or
concepts with someone who speaks Aurochthonic but can-
not express complex concepts or idioms. Autochthonic has
no true written form — the majority of Autochthonians are
illiterate. The closest equivalent to a written language is the
system of pictographic icons used to demarcate places, things
andconceptsofimportance. These iconscan be foundall over
Autochthonian cities, communicating concepts such as*No
Entry,”“Cafeteria”and “Danger! Hotsurface!"” Inareas where
light is nonexistent or nearly so, systems of chimes denote
hazardous areas and convey important information.

Sex & GENDER

Autochthonians see few functional differences be-
tween men and women. If a worker is deemed physically
and mentally capable of performing a task, that worker is
assigned to that task without thought of gender. Conse-
quently, both men and women can be found at all levels
of Autochthonian society. Rarely is the balance equal —
some areas have more women than men, and vice versa,
This is not a function of gender dominance, but the result
_of job selection based upon suitability rather than an
artificial balance of the sexes. The Autochthonians sim-
ply don’t view most matters along gender lines, so a
forced numerical equality isn’t seen as more or less
desirable than inequality.

Coed housing predominates, with men and women
sharing living quarters. Sexual activity is quite common
and only discouraged if at all dangerous to one or more

partners. Most Autochthonians take at least one lover,
" and manyhave several: Marriage doesn't existamongst the
~ Autochibonians as ic-does upon the face of Creation.

are raised in créches in any case, and so, rearing activities are
restricted to visits by the parents.

Matters are somewhat different in Yugash, where the
desire for a larger population encourages multiple preg-
nancies. Here, the birthbond affords special privileges
such as housing in nusseties through the child's fifth year
and a limitation to twa shifts’ work daily in the factories in
return for a third shift spent with the child. Neglecting the
birthbond's responsibilities in Yugash is grounds for exile,
dependent upon the severity. The birthbond in no way
coerces monogamy, and legislation exists allowing other
adults to enter the bond in a rearing role if one parent dies
or violates the terms of the birthbond.

Unlike most other Autochthonian nations, Yugash also
frowns on homosexuality, primarily because such practices
prevent the nation's propagation of new workers. However,
the stigma is informal, and homosexuality is not illegal,
though it can present a challenge to promotion and social
relationships. Additionally, much as among the Dragon-
Blooded, taking same-sex lovers is considered perfectly
acceptable if neither party neglects their duty to repreduce.

THe HuMAN FACTOR

In a society that treats the bulk of its
populace as faceless drones who exist only to
pull levers and push buttons, are the people
actually faceless drones?

Of course not.

Theaverage Autochtheniandiffers little from
a person upon the face of Creation. Certainly,
fewer options for altering the course of one’s life
exist, but the Autochthonian is guaranteed at
least ewo meals daily and asafe place tosleep. The
benefits and drawbacks of such a society remain
topics for the philosophers to argue until the end
of time, but the Autochthonian is just as human
as any other. Although Autochthonian govern-
ment restricts personal freedoms and encourages
social conformity, its people still love, hate, lie,
grow jealous, laugh, sing, socialize, pray, dream

_ and desire. Indlwduals in.a amﬁphmma,g,mg.
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tains a class of warriors known as the Militat, However, in
general, the nations conform to the following guidelines.

LUMPEN

At the lowest level are the Lumpen: social outcasts,
exiles and slaves amongst a society of slaves. Although this
status can only be assigned by the central authorities, many
Autochthonians use the term “Lumpen” derisively when
referring to anyone who deesn't pull her own weight, those
who aren't seen as appropriately reverent to Autochthon
and those who hold controversial views. This section
discusses the differences between the three in ascending
order of severity.

Social outcasts are the least ostracized of the Lumpen.
They suffer arganized punishment and privare retribution
for their misconduct. Autochthonians reserve a special
sort of Lumpen status for criminals guilty of trivial miscon-
ductorsocial disorder, the moderately hererical and habirual
offenders guilty of minor thought-crimes such as selfish-
ness or privacy. Yugash also reserves this status for those
with consistently low productivity.

Official punishments meted out to Lumpen typically
include the addition of extra shifts, the removal of privi-
leges (such as the right to personal belongings and to
artend gatherings) or the denial of contact with lovers and
offspring. Privately, other Autochthonians treat these
Lumpen with scorn, and they exclude them socially.
Qutcasts have three concentric circles tattooed around
their soulgems, with the pattern and color of the rings
indicating the specific transgression.

Exiles consist of the more serious criminals: sexual
savages, severe heretics, murderers, politicians in disfavor,
hearders and relentless thought-criminals, patticularly
fomenters of violent subversion and insurgency.
Aurcchthonians ban exiles from their cities to live forever
in the Reaches, which is often comparable to a death
sentence. Yugash often threatens those who refuse to
perform work with exile.

Officially, exiles caught in the cities of the nation

from which they were banned are either killed or made ...
into slaves, although, in practice, this is dependenttupon .

r}-m- reaction of r}\ncp wha find them. Q(\mp nations are U

_~tolerant of other nations’ exiles, while some enslave orglay -
_any exile onsight, regardless of origin. E)gles are instantly
recognizable by elaborare facial tattoos detailing their 3
crimes and their nation of origin and the tersiblescar from -~

where their soulgem is forcibly removed. Remstallmg an

thar foment social dissent or sabotage the Great Master, have
their noses and tongues removed.

Slaves are capable of performing only the most rudi-
mentary of tasks and display a docility similar to victims of
the Fair Folk. They rarely speak and often emit a soft,
droning hum, which seems to be the only form of expres-
sion they are capable of. Slaves typically perform the most
dangerous of simple, automated tasks and are segregared
from other Autochthonians. A slave’s life expectancy
rarely exceeds five years. Slaves wear tiny bells about the
neck, wrists and ankles to announce their presence in areas
of complete darkness.

PopuLAT

The Populat forms the bulk of the working class. lts
members man the clamps, the switches, the leversand the
pedals necessary to keep Autochthonia running. Every
day, they shuffle from their apartment complexes to giant
elevators that deposit them before giant factories where
they spend at least two (and sometimes three) five-hour
shifts performing their tasks. Members of the Populat bear
round, polished onyx soulgems.

The majority of the Populat consists of Labarers, who
operate a variety of equipment with varying levels of
complexity and danger. Early experiments with artificial
methods of automation proved catastrophic, and for the
safery of their society and their god, the leadership of
Autochthonia has decreed thar only human workers can
truly carry out the devotions to the Machine God.

Those incapable of performing the often dangerous
and trying tasks of the Laborers find themselves relegated
to the ranks of Aides. These tasks are just as important but
far less physically taxing than those carried out by the
Laborers and include the distribution of clothes and other
supplies, the application of informational icons, the sur-
veillance of children in nurseries and other low-impact but
critical menial tasks. The elderly, injured or pregnant
often work as Aides.

Exceptional Laborers become Shift Chiefs, charged
with thedn'ecuonof astaff between 20and 300 strong. They
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Most cities have approximately eight Supervisors, while
capital cities can contain more than 50.

All Supervisors report to a single Director who works
closely with a city's leadership to convey the efforts of the
Populat and to incorporate necessary changes handed
down from on high. Directors work three shifts, with an
appointed Sub-Director laboring through the remaining
two daily shifts to handle emergencies.

TRIPARTITE

Autochthonia’s upper echelons belong to the Tripar-
tite, consisting of the Olgotary, the Theomachracy and
the Sodalities. These organizations control
Autochthonia's government, religion and knowledge re-
spectively, each derived as logical extensions of
Autochthon's three gifts: doctrine, faith and tools. Only
the greatest of souls housed in the most capable of bodies
are allowed amongst their ranks. These learned men and
women control the direction of Autochthonian society
and (according to them) represent the pinnacle of intel-
lect, reason and principle. Nearly all among the Tripartite
speak and read pure Old Realm in addition to
Autochthonic, for many of the old texts and traditions
passed down through the ages only exist in Old Realm.

Due to the complex nature of the groups that fashion
the Tripartite and their influence upon Autochthonia,
each is discussed below in greater detail.

THE OLGOTARY

The closest organization to a government that exists in
Autochthonia takes the form of the Olgotary. These indi-
viduals keep the gears of society in mesh with those of the
- Machine God and direct the course of the nations. They are
the planners and the directors of their people and are the
axle on which the wheel of civilization turns. All members
of the Olgotary have arectangular-cut orange topazsoulgem.
The gem’s setting marks their branch and rank.

The Plutarchs outline the architecture of
Autochthonian cities through city planning and the com-
position of laws. The Plutarchs see themselves as the
cornerstone of the Olgétary* the innovators, distributors of
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disturbances, investigate crimes and, most importantly,
keep the Populat running smoothly and efficiently. Ru-
morsof overzealous Regulators with a brutalinterpretation
of justice are constantly heard amongst the Populat, but
such incidents are the exception, not the norm.

The Adjudicators serve to interpret the Plutarchs' laws
and invoke corrective methods when necessary. They are
Autochthon’s judges, juries and executioners. They are the
sole true method of legal punitive measures in Autochthonia.
Often at odds with the Plutarchs, the Adjudictors demand
that the rules of their city and nation be clear, concise and fair.
Adjudicators have the autherity to veto regulations that do
not meet their criteria and retumn them to the Plutarchs for
revision. Like the Plutarchs, the Adjudicators dress in artifi-
cial leather togas, but their robes are very austere and severe,
unlike the broad, oversrated robes of the Plutarchs.

Asingle Autocrat from each city serves on the Tripartite
Assembly and receives a single vote. The Autocrat is chosen
by secret ballot amongst the highest-ranking members of the
Olgotary and represents the will of the city's three Olgotaric
branches. Responsibilities include final adjudication of dis-
putes within the Olgotary and a leadership role during crises.
A Grand Autocrat elected by the Autocrats resides in every
nation'scapital, adjudicating mattess of national importance.
Only the Grand Autocrat can present the national Tripartite
Assembly with a declamation of all-out war, which must be
ratified unanimously by all members. A decision to engage in
limited military action only requires a simple majority.

THE THEOMACHRACY

The Autochthonic Theomachracy guides
Autochthonia in all spiritual matters, combating religious
indifference amongst the Autochthonians. Those whodon’t
firmly believe in Autochthon and its self-evident divinity
become a very real problem to their fellow men and women.
Accarding to the scriptures, “doubt begets apathy, apathy
begets sloth, sloth begets chaos, and chaos begets death.”
Spiritual dissension amongst the Populat could quickly lead
to a refusal to work, which would be calamitous for the
whole of Autochthonia. Preventing this occurrence re-
quires a constant reminder of their origin and eternal
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high drama into their recitals to hold the Populat’s interest.
Lectors wear thick, voluminous robes with artificially broad-
ened shoulders. Most lectors decorate their robes with a wide
variety of gear icons through patches, embroiders, pendants,
pins and every other conceivable method.

Preceptors uphold the word of Autochthon by hunting
out heretics and highly unorthodox thought. Preceprors often
pose as members of the Populat to closely observe suspected
dissidents. Those caught acrively spreading heretical thought
are captured and rurned over to the Olgotary for judgment. The
Preceptors are known for their immaculate whire shirt-and-
pants uniforms. These uniforms are very similar to those of the
Regulators, save for their perfectly spotless white color and the
single interlocking gear icon over the Preceptor’s heart.

Clerics decide how the word of Autochthon should
spread by administrating the Theomachracy. Clerical duties
include organizing daily assemblages and special funcrions,
distributing religious paraphemalia and revising the Tome
of the Great Maker as necessary to current needs. The
Clerics determine the direction of Theomachratic dogmaas
best suits the requirements of a city or nation. Clerics wear
spare white robes not unlike those of Adjudicators, but most
also wear a loose mandarin-style coat decorated with inter-
locking gear iconography on top of their robes.

The Theomachracy appoints a single Celebrant in
every city, who serves as the mouth of the Theomachracy at
all Tripartite Assemblies, receivinga vote equal in power to
the Autocrat. To atrain this position, a candidate must
reach a high rank in each branch of the Theomachracy and
undergo a rigid selection process to determine her worthi-
ness torepresent Autochthon. Each nation'scapital ishome
to a High Celebrant, who serves on national Tripartite
Assemblies and conveys the will of the Theomachracy on
matters of national concern. The eight High Celebrants
from each nation try to cooperate with one another as best
theycan, but because each nation's Theomachracy differsin
tone and focus, they look out for the spiritual interest of their
own nation before the whole of Autochthonia.

THE SODAUITIES

Those Autochthonians privileged enough to_u_;n_derf
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Generally, the Sodalities operate in a constant state of
mutual dissent. Each of the five types has, at times, publicly
claimed to lead the other four, and political alliances
between any two Sodalities rarely last more than a few
weeks’ time. The only times all five consistently work
together is during the creation of the Alchemical Exalted
and in matters involving soulgems, for each Sodality holds
a vital piece to each puzzle. When not bickering amongst
themselves, the Sodalities truly excel in matters of physical
innovation. All five perform secret rituals steeped in semi-
religious terminclogy that aggravate the Theomachracy w
no end, and the sometimes brutal punishments the Sodali-
ties use amongst their own number often infuriate the
Olgotary. Nevertheless, the secretive Sodalities remain
somewhat above the law. All members of the Sodalities are
marked by theirdiamond-shaped, purpleamethyst soulgems.
The decoration around the gem is an indication of the
Sodalt’s rank, butunlike other Autochthonians, the Sodali-
ties use their uniform insignia to denote rank and status.

SODALITY UNIFORMS

The uniforms of the Sodalities are modeled
directly on the uniformsofthe Populat, for, like the
rank-and-file Populat, the members of the Sodali-
ties are workers. Where the gear of the Sodalities

differs is that it is much more highly decorated.
There is no special Sodality garb. Instead, the
decorations — pins, collar insignia, shoulder pip-
ing — are all attached to standard Populat garb to
make it intoaSodalt's, thussimplifying production
and saving precious resources.

Rank amongst the Sodalities is determined through
an elaborate system determined by experience, efficiency,
innate talent, popularity, quiet bribery through favors
and the ‘perceived potential for bringing glory to the
Sodality; No Sodality falls under a central leadership:

“Eachi city has a Council consisting of the five highest-
..ranked Sodalts repr_esentmg ear.:h Sodahty Durmg
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influence upon whole nations, but their localized self-
interest rarely allows them the opportunity to do so.
Beyond this, the desire to mainrain direct control over
multinational Tripartites is about as appealing to the
Sodalities as mass suicide through the ingestion of
broken glass. The highest-ranking Sodalts are almost
always those so devoted to their myriad goals and
pieties that they eschew delicate political maneuver-
ing for quick resolutions that vaguely improve their
state of being. Councils generally sertle for nudging
local Tripartites in directions they desire, leaving the
actual morass of laws and administration to those with
the patience for such matters.

THE GLORIOUS LUMINORS OF THE

BRILLIANT RAPTURE

Autochthonia is a world of interminable darkness,
and only the Glotious Luminors of the Brilliant Rapture
exist to drive back the ploom. Masters of light and shadow,
the Luminors closely guard the secrets of light-making and
-dousing. Most Autochthonians consider Luminors the
most pompous and self-important of all the Sodalities, for
they often treat light asthe divine presence of Autochthon
and perform elaborate rituals of thanks that are excessive
in both length and ostentation. In some cities where the
Luminors claim great political control, anybody outside of
the Sodality caught making light can be exiled.

The main responsibilities of the

‘ @ Luminors include the creation of all forms of
light not provided by Autochthon itself, the
maintenance of citywide light grids, working
the gigantic bellows necessary to keep the
fires in the God Furnaces burning and fight-
ing fires that threaten to engulf the
warren-like Autochthonian cities. The
Luminors control the secret of the tempera-
tures necessary to prime the broth in the
Alchemical Vats and catalyze the formation
of Exalted’s body.

Luminors also guard the enigma of the
capture of souls and their transfer to indi-
vidual soulgems, as well as the return of
souls to Autochthon. According to the
Luminors, any soul that escapes the con-
fines of a soulgem is pulled into the Void
and dissipates. This is a carefully crafted lie.
Autochthon recycles the souls of all who
die within its body, regardiess of Luminor
involvement. This great falsehood allows
the Luminors more control over the distri-
bution of powerful souls. Only the
highest-ranked Luminors know of this lie.

The Luminors’ internal punishments
almost always involve the temporary loss
of sight, an effectusually achieved by affix-
ing blinders or arc protectors to the

: offender’s face. The most serious transgres-

- sots are punished by the ruin of one or both

: of their eyes, a punishment meted out by

‘forcing the offender to stare too long at

brilliant flames.

" The Lumincrs manage the harvesting
and storage- of orichalcum. Luminor. rank.
 insignia and uniform decoration is of gold or

~orichalcum and generally consists.of metal-
lic" braids and of ‘pins and e¢mblemsiin ¢
i rgear-and-flame and gear-as-sunburst morifs. =




THE lLLUSTRIOUS CONDUCTORS OF '}'HE

CONSECRATED VEINS

The Hlustrious Conductors are the Sodality who man-
age and maintain the innumerable veins of the Great
- Maker. These veins carry and deliver water, nutrients, air,
raw materials and power throughour Autochthon. The
IHustrious Conductors patch the veins where and when they
fail or weaken and tap from them the necessities of life. It is
their special tools and knowledge that allow those who
dwell within the Machine God to survive and even prosper.
The Conductors are the ones who draw forth nutrient paste
and broth, who created and maintain the pneumatic tram
network and who keep the Machine God himself healthy.

In the creation of Alchemical Exalted, the Ilustrious
Conductors are tesponsible for affixing the soulgem to a
nascent Alchemical’s forehead. Through their art, the soul
flows inte the body and changes the construct from an inert
mass of clay and Magical Materials into a truly living being.

Punishments for transgression of the Sodality's code
deprive victims of their ability to manipulate the world
around them. They range from thin cutsalong fingers to the
scalding or freezing of flesh on the palms or even the removal
of the hands in the most severe cases.

Conductors control the collection and use of starmetal,
a rare Magical Material vital for strengthening valvesin the
Great Maker's largest veins, among many other uses. The
Hlustrious Conductors’ rank insignia is of blued tron or
starmetal and consists of gear iconography atop or within
elaborate rosettes of wire.

"THE Pious HARVESTERS OF THE

HALLOWED FLESH

The Harvesters take that which is broken and cannot be
repaired and retumn it to the embrace of the Great Maker. Their
role in maintaining Autochthon iwself is to strip out damaged
parts and return them for recycling. They also perform this role
among thedenizensof the Machine God. The PicusHarvesters
gather trash and corpses and see that both are recycled. Their
duties also include souls, and it is the Harvesters who remove.

the soulgems from the dead and see that thear contents are

retumed to the Ewer.
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ductors to prepare and gather food and to dispose of

Harvester punishments strip away the victim's ability
to speak, and range from forbidding speech for a specified
arount of time to fastening the jaws shut with silver wire
or even pouring a tiny amount of molten silver into the
mouth. The most serious transgressions are punished by
the complete removal of the offender's tongue.

Harvesters maintain the Autochthonians stocks of
jade, critical as a catalyst in the recycling process. Harvest
decoration is the most colotful of the Sodaliries, using
multiple types of jade to form colored pins and brooches.
Gear-as-saw and two-gears-intermeshed {representing the
ctushing of waste prior to recycling) images predominare.

THe PROLIFIC SCHOLARS OF THE

FURNACE TRANSCENDENT

The Prolific Scholars are the most numetous of the
Sodalities, responsible for carrying out the wishes of the
Olgotaryand buildingnearlyeverything used in Autochthonia,
from buildings and tram cars to forks and swords. The
Scholars manage and operate the Machine God's many
manufacturing facilities and workshops and also see to the
maintenance of the countless switches, valves, indicators and
gauges through which Autochthon must be offered devetions
and made to function. The Scholars also repair that which is
broken. Thase things that cannot be repaired they passon to
the Pious Harvesters of the Hallowed Flesh for recycling.

The Scholars also create the soulgems, meticulously
carving them and readying them for insertion into the
foreheads of Autochthoniae’s newborns. The ritual of
soulgem creation is linked in many ways to the Scholars’
role in the creation of the Alchemical Exalted, the manu-
facture of the sorcerous implants and Charms that grant
the Alchemicals their mighty powers.

The Scholars hold the secret of the handling of souls and
the production of soulsteel. Soulsteel is critical to the operation
of many of the Machine God's manufactories, for it is im-
mensely durable and used to coat the working surfaces of
hammers and gears. It is also used in the creation of the posts
that extend from the rear of the soulgem and pierce each

- Autochthonian’s skutl and along which the soul flees atdeath,

The: ‘Scholars clothe themselves sparseiy, in leather -
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for they work deep in the hot bell_y of- Aumchthoma and -

" "human waste. This fodd 1§ drawn directly from the veins ™,

. of the Great Maker by the Conductors, processed. for
consumption in gieat vats by the Harvesters and then
dispensed through‘nrass handle-and-nozzle “rrangements

achain a’bout their necks a symbol they forge durmg their
1mtlat:0n and quench in. thelr own blood -Scholars indi-

to the: population‘through the cafeterias.-

" The Harvesters role in the creation of the Alchemiml
Exalted is that of processmg the broth for the Vat in which

"7the Exaltis brewed - Onily the Hatvesters k
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Scholastic punishment involves the stoppering of the TH E E} GHT NA’]‘] ONS OF

ears with putry or the mutilation or removal of the ears
themse[vel:. Tr};ly unforgivable crimesare punished by the AUTOCHTH ONIA
insertion of a hot poker into one or both of the Scholastic’s Autochthonia grew through the millennia from a
ears until his hearing is burned away. scattered few hundred thousand people into eight nations,
Tue METICULOUS SURGEONS OF THE e;}ch wi‘th several million inhabitar.lts. Each natio§ occu-
pies a different area of Aurochthonia and devotes irself to
Boby ELECTRIC maintaining that area. This give them vast responsibility,
The Surgeons are charged with the critical task of  butgenerally, each sustainsone ormore of Autochthonian’s
scouting throughout Autochthon, Jooking for malfunc-  vital system — heart-pumps, critical joints and internal
tions and system breakdown. When they encounter furnaces— as well asa primary function vital to the whole
problems, the Surgeons assess them and report them to  of Autochthonia, such as the mining of the Five Elements,
those with the responsibility of repairing the damage and  the rectification of manufacturing schedules and so on.
to the Olgotary, who wark with the Sodalities to atlocate Matters grow complicated because the narions them-
the resources needed for repairs. The Meticulous Surgeons  selves move slowly, like giant ships passing through dense
also explore the areas of Autochthon that open or reopen  fog, and can only contact each other when they drift close
— even asleep, the body of the Machine God is in a state  enough together. While one nation may border two others
of constant flux and regions are lost or become accessible ~ for decades, Autochthonia’s constantly shifting structure
again constantly. can pull it away from them over time. The drifting nation
The Surgeons are also charged with all things medi-  could easily find itself deposited next to yet another nation
cal. They are responsible for healing the sick, midwifing  that it hasn’t bordered directly for more than a century.
tasks, creating medicines, amputating mangled limbs and A nation knows it is adrift when the great tram tbes
s0 on. lt is the Surgeons who determine when an indi-  between nations begin to close. There is usually a day's
vidual can no longer work productively and administer the  warning before this occurs, as the tubes themselves prepare to
Elixir of Rest to him, so that his body might be recycledto  detachand retract. Whenanothernation growsclose enough,
serve all. Finally, the surgeons are responsible for the  the tubes automatically attach 1o it. These attachments and
distribution of fluids to the people, particularly drinking  separations are generally unpredicrable until they happen,
water, and they work with the [Hustrious Conductorstasee  causing much frustration for the nation’s residents.
that all those within Autochthon have sufficient clean 1t is generally possible to reach any of the more distant
water to drink. nations by journeying through intermediate states. This
The responsibility of the Meticulous Surgeons in the  involves following the intricate web of connections that
creation of the Alchemical Exalted is that of molding the  each nation has with the others — for instance, taking a
Alchemical’s physical form. With surgical arts and secret  tramcar to one nation and traveling by foot and tram
formulae, they take the implants and structures of the  throughout it until one reaches a second tram station
Prolific Scholars and surround them with the clayand wax  connecting to a second nation. This process must be re-
and grease that will combine with the chemicals of the peated again and again until the desired destination is
Vats to form the Alchemical's body. Though the surgeons  reached. Such travel can be extremely complicated to those
are masters of the physical body, they cannot breathe life  unfamiliar with its complexities, and it can take months to
into the Alchemicals without souls and chemicals pos-  reach distant locations, even for a veteran traveler.
sessed by the other Sodalities. The nartions themselves are collections of citiesand towns
The Surgeons manage Autochthonia’s stocks of  found in the large open spaces located throughout a region of
moonsilver, for this Magical Material can be used to  Autochthon. connected tagether by smaller rram mbes thar
maie surgical instruments of incredible flexibiiity and  eransport goods and citizens berween settlements. Each nation
versatility. Surgeons:denote rank and status through . _hasa capital city that serves as its administrative center. All of
pins and adornment of made silver or '_: onsﬂver, usu-  Autochthonia’s nations trade vital supphes and services with
ally with gear-and:zcaliper, gear- and-scalpel .or  oneanother in order to keep their culture running smoothly.
gear-and-waterdrop otifs. © " Thisis not to say that the eight nations always work
TheMeticulous Surgeons often carry bronze 1mple-" “together. Lumted skirmishes and border struggles are not
ments used for examining and Tepairing damage toboth uncommon. Fxghnng generally flaresup when one nation’s
‘md1v1dua!s an the Great Maker as-wel e Theomachracy or Olgotary feals another s is not fulﬁllmg
.geons. punish their : " over. the _
putty o by pnercmg i
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vehement disagreement with another's trade policies,
which tesults in raids on storehouses and factories.

Fuli-fledged wars involving large units of troops are rare,
but they do occur. Nine years ago, the nations of Yugash and
Sova became embroiled in full-scale conflict over Yugash’s
high tariffs on the sale of the Five Magical Materials that Sova
desperately needed to repair its outlying cities, which were
failing from their lack of the necessary elements. Yugash's
unwillingness to budge lead to Autochthon swallowing Sova’s
remote city of Ixut whole, resulting in its total destruction.
Qutraged, the leadership of Sova retaliated with the invasion
of Yugash. The Elemental War saw some of the bloodiest
fighting both nations had ever known, culminating in the
Seven Weeks Battle in Yugash's city of Ot. Yugash barely
managed to prevent the Sovaian invaders from reaching its
capiral city of Kadar, but with strong tactics and good leader-
ship, the Yugashite forces persevered.

YUGASH

It is rare for a nation to be out of contact with all othersfor
more than a few months, but occasionally, it happens. Yugash
drifted awayfrom Sovaand Gulak seven yearsago, premarutely
ending the Elemental War. Initially, the respite wasa welcome
one, but as the vears passed and no nations reappeared, the
leaders of Yugash grew worried. According to the complicated
and inexact calculations used 1o predict national drift, the
leadership of Yugash doesn’t expect to regain contact with the
ather nations for another three to seven years.

The dark secret of the Elemental War haunted the
leadership of Yugash, for reserves of the Five Magical Mate-
rials were nearly depleted when the war began and no new
sources had been discovered. Their desperation for the Mate-
rials has led the Tripartite of Yugash to consider bizarre
options to avoid the prospect of reporting their failure to their
fellows and, quite possibly, provoking a retributory war that
will see their nation destroyed or made subject to another
kingdom, probably Estasia. To avoid this fate,a decision has
been reached — the ancient Seal of Eight Divinities that
separates Autochthonia from Creation is to be breached and

an expedition dispatched ‘to scout the- world 0utsxde the

Maker for possible sources of the Maglcal Materials.
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THE PATROPOL]S OF OT

: y elevator tubesof & vary )
fir-wo people: atmostto. gh 1

nd ‘resource

apumpmg system, 1nc1udmg th:

_ i the
. fourth !argest \wth‘about three milhon___mhabitants infour”™”
~major cities..

and high-pressure pumps that regulate the various flows of
resources and waste through the system. While this makes
Ot enviably wealthy — there is plenty of water and food —
itisalso extremely hazardous, asarupture in one of the great
veins carrying acid or molten silver through the Machine
God's body could easily destroy the city.

Like all Autochthonian cities, the Patropolis of Ot isbuilt
aroundan Alchemical Exalted who, growing vastin power, was
linked to the Great Maker. Now, the Exalt provides the
Tripartite of Ot with information about the status of the city’s
critical infrastructure elements, to helpclarify the reports of the
Meticulous Surgeons and better direct their efforts.

THe UppPER TIER

The largest tier of the city is a vast, flattened tube
strerching far in either direction, curving off at the edge
of vision. This area, normally dominated by factories,
storehouses and low-status residential areas, has been
partially converted for use as a staging area for the
exploration of Creation.

The Upper Tier now has bunking facilities for the
many troops and explorers, as well as special factories to
handle incoming shipments of food, jade, slaves and so on.
At the beginning of the adventure, these facilities are small
and somewhat makeshift. As time goeson, especiallyif there
is significant military resistance, the area becomes increas-
ingly fortified and busy, as processing areas are set up to
handle incoming material and prepare it for distribution. As
military operations increase in tempo, the Upper Tier also
becomes the training ground and base for Crusaders slated
o leave, and it is here that their officers attempt to teach
young conscripts the rudiments of open-field tactics.

Tram cars transporting material typically don't stop
where the passenger transports do, instead heading di-
rectly for the storage chambers that serve as warehouses.
These chambers are located around the perimeter of the
Upper Tier and are lightly guarded by conscripts and
members of the Adjudicators. The warehouses contain a
vast array of materials stripped from the land above.

THE M; DLE TIER™F
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THE LOWER TIER

The third tier consists of residential dormitories,
which grow increasingly crowded as the Locust Crusade
progresses and more and more residential areas are dis-
placed to accommedate the infrastructure of exploration
and war, This area is far from the Upper Tier, and the shift
change periods are marked by throngs of workers shuffling
to and from the great tram cars that take their work groups
to their posts on the Upper and Middle Tiers.

THEe GATE

The area around the Seal of Eight Divinities is a buffer
zone against attack. While the inhabitants of Autochthon
aren't sure what exactly lies waiting for them in Creation,
they definitely expect hostile animals and spirits and all
sorts of unknowable environmental hazards. The area
around the seal can be totally isolated from the rest of
Autochthon. However, when the Crusaders encounter
almost no resistance from the inhabitants of Creation,
security becomes quite slack and remains that way until
such time as the Autochthonians are reminded of the
importance of locking their door.

Passing through the Gate from the outside world leads to
a cavernous chamber called the Mouth. The Mouth and the
Gate constantly have air pumped into them, to keep any
poison gases out. While this is briefly discontinued, it isbegun
again after the first malaria outbreak inan attempt tokeepout
mosquitoes and other insects. The walls and ceiling are lined
with cabled veins, stapled up to avoid them hanging into the
space below. The steel floor itself is firm enough to bear the
weight of fully loaded vehicles and is hashed with tram tracks.
Those entering the Gate from Creation will immediately
notice that, although O¢’s head is quite large, it could not
possible accommedate the quarter-mile long runnel that
connects Autochthonia with Creation. The distances trav-
eled to pierce the Seal and reach Creation are not entirely in
the dimensions men imagine and involve the strange geom-
etries of Elsewhere as well.

Atany given time, the entrance chamber is filled with
~ ‘wagons, supplies, damaged devices, pallets containing
- stacked crates covered with cloth tarps and odd metallic

creatures i that pass fo Auhs:hu.on e

DARING ESCAPES

While the gateway to Creation is well
guarded, those defenses are oriented toward
keeping the outside world out, not toward im-
prisoning Autochthonians. While theirant-like

lives might seem horrifying to denizens of Cre-
ation, the Autochthonians don’t really know
how toexpect orwant anythingelse. At least the
first time the players’ characters try it, they're
likely rofind flight from the Great Maker asnap.

Beyonp OT

Or and the other cities of the nation of Yugash are tiny
islands in the uncharted mechanical sea that is the Great
Maker. These citiesare the few “tamed” areasof Autochthonia,
and most settlements are separated by great distances. The
occupants of these places have made their presence and
obeisance known to the deity, and Autochthon allows them
10 go about their business, much as a shark allows a pilot fish
to swim near it and clean it. The settlements are connected
by the tam system, and the great trams run constantly,
speeding through the vast, dangerous realm of the Reaches to
convey passengers and material safely between each city.

ftis possible to travel 1o another city through the maze of
serviceways and access tunnels that are known as the Reaches,
but is very difficult and dangerous to attempt. As time passes,
Autochthonia moves, shifting slowly and inexorably in its
sleep. Consequently, the length of passage through the Reaches
between cities differs on a weekly basis. There is rarely light of
any kind, and travel is both slow and tedious. An hour journey
by tram could take a day or more on foot through the Reaches
— or only four hours, if luck were on the traveler’s side.

Added to thisare the dangers as Autochthon itself artemnpts
1o purge intruders. The Grear Maker slumbers, and just as its
hearts continue to beat and its vast joints shift as it stirs slowly in
itssleep, sodoesitsimmunesysternattempttoremove thatwhich
it perceives as foreign. Al travel in the Reaches is done at the
hazard of attack by overzealous elements of its defenses. In these
places, only the Alchemical Exalted can walk unmolested.

Twr—-l‘ 3 4w B N T LY
T HE GRAND METROPOLIS OF KADAR
Ot was élected as the place to breach the Void because

" of the fact that it was isolated and nonessential, yet still large
. enough to process any resources that were discovered beyond
“the Seal. The Grand Metropolis of Kadar is Yugash’s capital.

‘Nine times the size of Ot, Yugash’s second largest city, Kadar
" serves as the nation’s hub and seat of political powér.
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the Theomachracy, Sodalities and Olgotary who wish to
secure high position for themselves and see that their
agendas are carried out congregate in Kadar.

Her

Het is a small city that closed itself off from the rest of
Yugash after the central authorities in Kadar announced plans
to commit sacrilege and break the Seal of the Eight Divinities.
All of the tram line connections with the rest of Yugash have
been blocked or severed, and the city can be amrived at only
through the Reaches. Itisunknown why the authorities in Het
chose to severe connections with the outside world. It is
generally supposed that they opposed the mater for religious
reasons, but it is also possible that they are'indignant over the

pmp(?sa; o at‘tack:;f.an unknow:?. .wo’r%d. andsmp 1t‘:.‘,_?f 8. fountains of boiling metal; Tiquids so'cold:that-they freeze solid - - -
populatmn and Tﬂ\'(\?!TC&F. Rt‘.g(!l'ﬂi\‘.‘.."\ﬂ althe reas m;an e*.x"i’\!:ma- i . :
_"tion will have to wait — the authorities in Kadar are far'too™

—concerned with. the-Locust-Crusade. to divert:resoutces into -

 mounting an expedition to find and deal with the separatists. e

‘THE REACHES :
Beyond:the Autochthonians’ cities are the Reaches,

“the desolate, untamed tegion. of their dei
~brass and-shadow truly eams its name amo
isting corridors,
ted fovide anything bur'the mos
umination, Passages coil 4
irection, :intersecting
paths. This nightmare.m

The.realm of
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for what little light there is can't be

cially inflate the distance traveled by those walking within
it by doubling back and snaking around, turning a single
mile of actual distance into a perilous 12-mile journey.
Knowing the proper veins to tap for water or food is
important to those making extended reks through the Reaches.
Even for the Nlusimious Conductors of the Consecrated Veins,
those who exist to regulate such matters for the Autochthonian
populace, the prospect of finding appropriate veins to puncture
becomesadifficultone. In the largerpassages, the veinsaresimply
out of reach, dangling from ceilings one quarter of a mile above
the comidor's surface. Other times, the terrain itself makes any
approachadangerousone, withjetsof flame firing intermittently
from [arge vents between the travelers and the veins themselves.
~ Even when reached, an’incorrect guess can loose ‘spurting
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Autochthonians treat Custodians with wary rever-
ence, for while the creatures work to keep their deity alive,
they often consider humans traveling through the Reaches
a threat to Autochthon and attempt to obliterate that
menace with sharpened blade-claws, whirling gears and
rorches of thin blue flame. Only the Alchemical Exalted
can truly walk amongst the Custodians withour fear, for
their direct connection to Autochthon allows the crea-
tures to deem the Alchemicals as harmless.

Tue FAR REACHES

Moredangerousand chaotic are the Far Reaches, theareas
completely divorced from the bizarre logic that governs much
of the sleeping deity. Those in the highest circles suspect that
these areas herald the onset of Autochthon’s death and repre-
sent what the Autochthonians wotk to prevent.

Only the greatest of Autochthonian heroes have ever
retumed from the Far Reaches — and rarely without perma-
nent damage to body or mind. They bring nightmare tales of
passages thatmove, constricting from 300 yards diameterto 3 in
mere seconds. Gravity itself swings wildly about, slamming all
without asecure gripagainst surfaces that were wallsoraceiling
not long before. Rivers of fire flow through, flames lapping
along surfaces until brass drips like molten rain from above.

Worse yer, the Custodians of the Far Reaches actively
work to destroy Autochthon rather than maintain it, savaging
veins with razor-sharp claws and drilling through passages inan
attempt to open a breach beyond the Machine God. These
terrifying beasts are prowling geometric terors, often asym-
metrical in ways that hurt the eyes to gaze upon and the mind
to comprehend. These mindlessly savage beasts are known as
Gremlins and seem intent on collapsing all of Autochthon’s
delicate systems. They feed from its dark dreams and troubled
mechanical nightmares, drawing power from them and ampli-
fying them in their mad quest to unravel the Greatr Maker.

THe VOID

As the ancient stories say, all beyond Autochthen is
Void. Simply put, the Void is an abyss. More accurately, it
is the dark nothingness that exists in counterpart to Cre-
ation. Amidst this swirling oblivion dangles Autochthen,
-hiding helow the world"‘in avoidance of the Great Curse. Its
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THE GODHEAD

Since the dawn of Autochthonia, many have sought away
to speak directly to Autochthon. The Theomachracy's teach-
ingsassert thatonly the worthiest prayersof the mostefficient and
selfless Autochthonians ever truly reach the Machine God.

The Alchemical Exalted exist as the Great Maker's
avatars, but even the greatest Alchemical metropolis (con-
sidered by most Aurochthonians to be the Gulakian city of
Thutot) can't converse directly with the Machine God —
they serve entirely as regulatory systems, not extensions of
the deiry’s mind. Those Aurochthonians who seek divine
wisdom must consult the Godhead.

Longnumored to be the centerof Autochthon'smind, tales
of the Godhead speak of a place where all the great vein-trunks
unite in a chamber hundreds of miles across and dozens of miles
high. The nation that discovers the Godhead shall surely be
blessed by the GreatMaker itselfand will cull favor with the deity
unknown amongst the nations by waking their god and inform-
ing it of the dangers that lie within its vast being. Once
Autochthon awakens, it can set itself right once more, allowing
asecond exodus of all nations to the Godhead itself. There, the
dominant nation shall rule all of Autochthonia beneficently,
with direction from the Great Maker itself tempering its nule.

That's the theoty. In practice, the only suggestion of the
Godhead's existence come from Autochthonian religious
texts and legends passed down through the generations.
Nevertheless, the Autochthonian narionshave foughtbloody
wars between themselves over unsubstantiated rumors that
one nation is closer to finding the Godhead than the others.

PROMINENT AUTOCHTHONIANS

KeROK, GRAND AUTOCRAT OF YUGASH

Kerok is the individual who proposed opening the
Seal of Eight Divinities. ToKerok's perception, thisaction




is what is necessary — necessary to save his nation and ro
preserve the Great Maker. A handsome, driven man, very
young for his position, Kerok is a religious and nationalis-
tic fanatic is a very understated way. He will do anything,
literally anything, to protect his people and his god,
including stripping Creation bare,

YEVEL, CELEBRANT OF OT

A sincere and pious individual, Yevel heads the
Theomachracy of Ot. Yevel is genuinely interested in
determining whether inhabitants of Creation have souls
or not. Yevel is an intellectual and an idealist, in a very
different way than Kerok. As events in the Locust Cru-
sade progress, Yevel’s conclusion that the inhabitants of
Creationdo indeed have souls provokes areligious schism
against Kerok's campaign. Exalted characters who be-
come involved can make the schism emerpge faster and
strengthen its effects.

EXCESSIVELY RIGHTEOUS BLOSSOM, |
HONORARY LECTOR
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MILITARY STRENGTH

There are few career soldiers in Yugash. While there
is occasion for conflict, the environment within
Aurtochthonia is too hard and the people too similar for
wars of conquest to be common. There are Regulators and
Adjudicators with military training, but they are mainly
used to suppress uprising and heresies and to defend the
cities against hostile mechanicals from the Far Reaches.
When large units of troops are needed, they're hastily
conscripted from the Populat and the Lumpen and are used
to support elite units and Alchemical Exalted.

Autochthonia’s armed forces are past masters of skir-
mish, assault and urban combat, but they have almost no
experience in open-field combat because there are neither
open fields nor large armies in Autochthonia. Even the
largest forces fielded in the Elemental War numbered only
a few thousand. In the early phases of the Locust Crusade,
this proves to be a terrible liability, as the Autochthonians
are totaiiy unequipped to deal with the armies of Creation.
s tlme passes, the Autochthonians ieam from

because
quarters




UNIQUE EQUIPMENT

The children of the Machine God produce many
specialized and effective tools, most developed ro
help them survive in the alien and hostile environ-
ment of Autochthonia.

CROSSBOW

Autochthonian innovation has produced a variation
on the standard bow called the crossbow. This weapon
consists of a metal box, often with a grip and simple stock
and a flexible spring-steel bowstave crossing the front. It
fires short metal arrows, called bolts, that quite readily
pierce armor —a critical asset when fighting the Machine
God's metallic fauna.

The crosshow’s advantagesare that the user's Strength
isirrelevant. They do a base amount of damage, plus extra
successes, regardless of the Attributes of the person firing
them. Also, the bolts are armor-piercing, like target
arrows. When someone is struck with a crossbow bolt,
halve her lethal soak before applying it to the damage.

The disadvantages of crossbows are several. First, they
are slow-firing, with a rate of only 1. Second, their range is
poort because the bolt s light and energy transmission from
string to bolt is inefficient. Third, they are difficult and
somewhat expensive to manufacture compared to bows.
Finally, the bolts come only in the armor-piercing variet-
ies. The structure of crossbows makes it impossible to fire
broadhead or frog crotch bolts.

Crossbows use the Archery Ability but are not com-
patible with Archery Charms that allow characters to fire
more than once per turn. Charms for the rapid fire of
crossbows must be developed by characters after they have
been exposed to the weapons.

Heavy crossbows, called “siege crossbows,” are used by
Autochthonian troops in assaults and sieges. These weap-
ons take ten or more tumns to refoad usinga pulley-and-crank
reloader but do a phenomenal amount of damage.

Name
Crosshow

Accuracy

Damage

5L

Name: The name of the weapon.

Rate

1

ARC PROTECTORS (ARTIFACT *)

There are many things and places in the Machine
God that bum or glow so brightly that a human who
beheld them directly would have his eyes forever ruined.
To combat this, Glorious Luminor savants devised the arc
protectors. These square goggles faced with black glass
aliow the user to see well in normal illumination and also
o lock directly at electrical arcs or other brilliant displays
that would damage an unprotected human's vision. Arc
protectors completely shield the wearer from flash-type
effects and natural light sources that might blind her butin
dim illumination can render the user blind (-1 to -4 diceon
Awareness rolls, depending on how poor the light is). The
protectors do not guard against magical aura effects that
only happen to emit visible auras {such as the Dawn Caste
anima power or the aura powers of the Sidereals).

All members of the Locust Crusade are issued arc
protectors and are expected to wear them at all times
during daylight — a necessary precaution, as none of their
eyes are at all adapted to the brilliant light of the sun.

AssAULT CROSSBOW (ARTIFACT **)

Incorporating one of the Five Magical Materials into
their frames, these enchanted weapons are used by the
Alchemical Exalted as the more normal Exalted of Cre-
ation use the powerbow. While they fire as quickly as a
normal crossbow, these deadly weapons do almost as
much damage as a siege crosshow. Assault crossbows are
otherwise similar 1o mortal crossbows — their bolts are
armor piercing and cannot be made in broadhead or frog
crotch configurations.

AUTOLABE (ARTIFACT ® OR **)

Autochthonia is a vast and complex place to navi-
gate, especially in the Reaches. To allow people to find
their way through the maze of accessways and service
tunnels, Autochthonian scientists devised the autolabe.

Resources [ Artifact
*e

Range

Accuracy: This value is added to or subtracted from the character’s Dexterity + Archery total when rolling

for attacks using the weapon,
Damage: The damage the crossbow does. This i

s not modified by the user’s Strength.

Rate: The maximum number of bolts that can be fired from the crosshow in a given turn without the use of

Charms. Siege crossbows take 10 turns to reload.

Range: The range interval of the weapon in yards. Ranged weapons can shoor out to their range without penalry.
They can fire at up to twice their range with a -2 penalty and can fire at up to three times their range ata -4 penalty.

Resources/Artifact: The minimum Resources the character must have to purchase the item (for the crossbow
and siege crossbow) or the Artifact rating of the weapon (for the assaule crossbow).




Just as the jade needle in a more conventional compass
points to the Elemental Pole of Earth, the gimbaled
pointer in an autolabe points back toward a fixed beacon.
This beacon must be set when the autolabe is created.
Most autclabes are attuned to a heacon at the center of
the city in which they're constructed, but those used in
exploration come as part of a set with a base unit that all
the autolabes are attuned to. Unlike a conventional
compass, an autolabe's pointer can point up or down,
allowing it to indicate not just the direction but the
relative altitude of the beacon.

Some very sophisticated autolabes will memorize ev-
ery twist and turn of an individual’s path after she pushes
a button on the autolabe, so that she can retrace her
footsteps if she becomes lost. These more sophisticated
autolabes are Artifact’®®. Autolabes of both types are
about the size and shape of a lantern, and many can either
be used as light spheres or have some sort of jade-burning
internal illumination so that they can be read in the
eternal darkness of Autochthonia.

LIGHT SPHERE (ARTIFACT *)

Autochthonia is a vast, dark place, where light isa
rare commodity. Large light sources typically use electri-
cal arcs, burning gas flames or glowing crystals o furnish
ilumination. To provide portable light away from per-
manent illumination, savants of the Glorious Luminors
Sodality have devised the light sphere. These tempered
glass and brass cylinders contain a globe where a small
disc of jade is put into contact with a specially rreated
orichalcum catalyst. The catalyst causes the jade to
sublime away in an incandescent display. The light is
harsh and cold and makes the skin appear sallow and
sickly. One coin-sized disc of jade willallow a light sphere
to burn for about a week. Toward the end of its life, the
jade disc emits a fitful, flickering light and the sphere can
often be heard to hum or buzz.

ARTIFICAL LEATHER

''''' A utochthom’r ‘has zrm;thmg remotefy"wsemm -
bling a skin. Yet, there are many situations that
require a tough flexible substance, from protec-
tive garbto flexible sleeves formechanical joints.
For these situations, the Autochthonians utilize
anartificial substance they call “leather,” which
is tapped from the veins of the Great Makerand
rolled through great presses to form sheets of
tough, flexible black rubbery material. This
material has aslick look to itand aslightly sticky
texture, and it is used for aprons, armor and .
countless other applications.

ALCHEMICAL EXALTED

Just as the inhabitants of Creation have champions,
so too do the inhabitants of Autochthonia — yet these
heroes are as different from the heroes of the sunlit world
as the mechanical world of Autochthon is. Forged in the
great Alchemical Vars and the Ged Furnace and given
breath by the Great Maker itself, these Exalted are them-
selves living extensions of the Machine God.

The Alchemical Exalted are built, not born. Over the
course of eight months, the Five Sodalities work together to
perform a complicated ritual that joins large quantities of
the Five Magical Materials with specially machined parts,
rare clays and exotic marterials to produce a body of roughly
human form. Next, the body undergoes an intricate proce-
dure involving the installation of a flawless, many-faceted
diamond soulgem, which takes eight days to complete.
Once completed, the valves to the Exalt’s Essence reservoirs
are opened, and for the next eight hours, the Alchemical
draws his first reserve of the special self-regenerative broth
that powers Alchemical Charms, Finally, an elaborate ritual
lasting eight minutes breathes life into the Exalted, which
wakes within the Alchemical Vats.

Relatively few Alchemical Exalted exist in comparison
to the teeming masses of Autochthonians. Only national
Tripartites can approve the creation of Alchemical Exalted,
and every faction of the Tripartite is in some way involved
with the process. The Olgotary determines the capabilities
and purpose of each Alchemical, the Sodalities maintain
the secrets of the physical construction process, and the
Theomachracy performs the ritual that provides the Al-
chemical with the spark of life. Perfect timing arall stages of
its creation is critical, and the massive expense of the
investment of exotic materials is enough to rax even a
nation's resources. Yet, the process of creating Alchemical
Exalted is often undertaken in times of war and strife, and
the set-up for the processes is such that it is less expensive to
make several such Exalted. As a result, Alchemicals are
typically creared in groups (called Batches) of three to five.

Still, theéy are scarce — even counting those that have
grown so great they form r.hr: basm or cities, no more than :




support strips and filled with boiling fluids. The level of
fluid in the Alchemical's Essence reservoir diminishes as
the Alchemical spends Peripheral Essence and slowly
increases as his Peripheral Essence pool returns.

The diamond soulgems installed within Alchemical
Exalted contain a lineage of Autochthonia’s most powerful
heroes. During the creation process, an Alchemical-to-be
forms a synthesis of these personalities, providing the new-
born Exalt with a personality and partial memories drawn
from the hero of Autochthonian legend. Arificially con-
structed memoriesof Autochthonia'spresentmeld seamlessty
with the soul’s previous recollections, drawing one of
Autochthonia’s greatest heroes into the modern world.
Autochthonia’sancient history varies wildly from the present,
for the current stable society took over 3,000 years to produce.
Alchemical attitudes diverge from the Autochthonic norm
justas wildly as ancient history diverges from the present, and
their attitudes often seem alien to modern-day
Autochthonians. Yet the Alchemicals'statusand critical role
in the life of Autochthon cause them to be given immense
latitude in their behavior. Thus, the Alchemicals stand
forever apart from their society, protectors and champions of
their people, yet never truly a part of them.

An Alchemical freshly emerged from the Vats is little
more than a roughly humanoid clay creature with vague
features, as if carved by a child. However, when the soul fuses
with the body, the crude features of the Exalt refine them-
sefves and rake a shape appropriate to the soul inhabiting the
body — some Alchemicals appear to be perfect humans with
inclusions of clay and crystal and glass, while others are
monstrosities of labor or warfare whose only similarity to the
human form is two armsand two legs. When the soul inhabits
the body, hair sprouts from the head. Though this head hair
behaves lke normal hair, itis theonly hairon the Alchemical’s
body — the Exalt's body is otherwise completely smooth.
Likewise, depending on whether the Alchemical sees itself as
maleorfemale, appropriate sex characteristicsappear. Though
they are perfectly functional, reproduction with Alchemical
sex Organs is impossible. In all cases, the Exalt’s eyes are
perfectly human, unless they have been replaced with some
sort of Charm 1o enhance their capabilities.
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A MATTER OF SCALE

As the Alchemical Exalted grow in power and capa-
bility, meditating and undergoing reconstruction in the
Vats, they grow in size. Alchemical Exalted with an
Essence rating of { to 3 are generally no more than seven
feet tall and have a distinctly humanoid appearance.
Those with an Essence rating of 4 to 5 are taller and
bulkier, sometimes reaching heights of 12 feet. Once the
Exalted's Essence reaches 6 or 7, the physical differences
are striking. Often reaching heights of up to 30 feet, these
Exalted resemble the larger Custodians thatscuttle through
the Reaches — often their only vaguely humanoid trait is
a somewhat human face that resembles an oversized mask,
which the Exalt uses to communicate with those around it.
These Alchemicals speak of Autochthon’s song thrum-
ming at the base of their minds, and they rarely make the
effort to speak with the pretense of human feelings.

Alchemical Exalted that achieve 8 or higher Essence
become a part of Autochthon, grafting themselves to the core
of a city and growing into the structure of the Machine God,
joining it's form with their own and their souls with the
Primordial's. At this stage, male Alchemicals are called
“patropoli,” and female Alchemicals “metropoli.” At the
heart of each of the capital cities of the Eight Nations rest
grafted Alchemicals with an Essence of 10 or higher. These
great, silent creatures are reported to be the Eight Founders
themselves by other Alchemicals who become part of their
city, but they have not communicated in millennia, instead
enjoying union with the soul of the Great Maker.

PouiTics AND OBLIGATIONS

Each Alchemical isan honorary member of hernation’s
Tripartite, although she holds no real position. Neverthe-
less, her recommendations and action weigh heavily upon
Tripartite decisions because she is, after all, one of her
people’s greatest heroes. Alchemical Exalted may roam
freely throughout Autochthonia, and their presence is
treated with religious reverence by common
Autochthonians. Only an Alchemical's national Tripartite
can order one to perform a task and expect it to be fulfilled,
and rarely has a nation created an Alchemical with no
:‘ner';(ib duty.to camy out. These gt'rpn_;)nriiol = rrv'aiq are tne
breadand butter of heroes, afterall, and Alchemical Exalted
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ALCHEMICALS AS CHARACTERS

Generating an Alchemical Exalted charac-
ter is quite similar to the creation of a Solar
Exalted. However, certain considerations must he
made during the character creation process for
steps that differ significantly from Solar Exalted
creation. Use the following modifications when
creating Alchemical characters.

STEP ONE: CHARACTER CONCEPT

As with any character, selecting a compel-
ling, exciting concept is key. Remember that
Alchemical characters are the incarnations of
Autochthonian heroes from long past, so inventa
mortal that lived long ago and performed great
deeds worthy of note. The Alchemical has flick-
ering memories of the hero’s life and bears that
hero's general personality but is no more a “rein-
carnation” than any other Exalt. Also recall that
the Autochthonia of the present is unrecogniz-
able from what it used to be, so feel free to concoct
whole swaths of Autochthonian history from mil-
lennia ago when creating your character.

Each Alchemical Caste coincides with one of
the Five Magical Materials — the dominant ma-
terial used in the Alchemical’s construction process
determines her caste. Note her caste’s anima pow-
ers {listed below). Alchemical Exalted as a group
have no affinity to a single Magical Material and
are, instead, capable of causing the Magical Mate-
rial associated with their caste to resonate with
their animas.

Select Narure as normal.

Step TwO: CHOOSING ATTRIBUTES
Whereas Solar Exalted have Caste and Fa-
vored Abilities, Alchemical Exalted have Caste
and Favored Attributes. The caste selected in
Step One determines the Caste Attributes, as
Orichalcum: Strength, Intelligence, Manipula- . -
“"Moonsilver: Starina; Wits, Charistia
... Jades Dexterity, Intelligence, Appearance. .

Starmetal: Dexterity, Perception, Manipulation

Soulsteel: Stamina, Wits, Appearance

Alchemicals get one free dot in all their Artributes to '

__start, jus ike normal characters: The Alchemical’s Caste’

Attributesare her primary Attributes, and she may dis
~ uretine dots atnong thei; bt esch Caste Attribute:
choases.-
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Charms, at least four of which must be associated with
Caste or Favored Attributes.

Alchemicals receive six dots for Backgrounds but may
not initially spend points on Manse unless the Alchemical
hasaccess to one on the face of Creation —no true Manses
exist within Autochthon, although Alchemical Exalted
with an Essence of § or higher effectively become Manses.

Step Five: FiNisHING TOUCHES

Alchemicals calculate Willpower as normal.
Alchemicalsstart with an Essence of 2. Alchemicals receive
15 bonus points that may be spenr at any point of character
creation. Alchemical Exalted receive seven health fevels as
normal, plus an additional -2 box for every dot of Essence.

ADVANCEMENT

Alchemicals use the regular experience table for char-
acter advancement. While they increase their Abilities
with training just like anyone else, they must return to the
Vats to meditate and undergo reficting to increase their
Attributes and to buy new Charms. This process requires
one week for new Charms, no matter how many the Exalt
hasinstalled at once, and one week for each new Attribute
dot purchased. Increasing Essence requires a month of
refitting for every point of Essence. Alchemical Exalted
without access to the Vats cannot increase these Traits,
though it is possible that one abroad in Creation with
access to a wide range of expensive chemicals and a
powerful Manse could make some sort of analog and have
a trusted savant make the modifications to her body.

ANIMA AND ESSENCE

The Personal Essence pool of Alchemical Exalted is
equal 1o her (Essence x 3} + her Willpower. Her Peripheral
Essence pool is equal to her (Essence x 5) + her (Willpower
x 3} + her (highest Virtue x 2). An Alchemical Exaleed’s
anima banner display happens at the same level of Peripheral
Essence spending as a Solar Exalted. The expression of an
Alchemical's anima occurs as asoft glow around the Exalted's
. body, coupled with the seeming discharge of liquefied or
- “flaking Magical Material from beneath the skin. This bleeds
. from the Alchemical onto anything it touches, leaving stains
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Moonsilver: The Charms of Moonsilver Caste
Alchemicals have a techno-organic appearance, often
beingsculpted into organic shapes. Whenin use, moonsilver
Charms often swell and flowlike quicksilver. A Moonsilver
Caste Alchemical can spend 5 motes to add his Essence
rating to his lethal soak for the scene.

Jade: Jade is the most difficult of the Five Magical
Materials to work, and as 2 result, Jade Charms are often
blocky and rough-looking. During use, the naturally slick
appearance of the jade and the color of the stone both
intensify, until the stone seems to he a solid fluid glowing
with colors too intense to represent with mortal pigments
A Jade Caste Alchemical can spend 5 motes to add her
Essence rating x 2 to her base Initiative for the scene.

Starmetal: Starmetal is the rarest of the Five Magical
Materials, and as a result, the Charms of these Alchemicals
are often minimalist, commonly made from conventional
materials covered in a spaghetti-like tangle of starmetal
wire. The area of skin around the Charm is often covered
with square traceries of the Material, to efficiently conduct
Essence into the Alchemical's flesh. When in use, these
Charms often crackle with power as excess Essence leaps
between the starmetal components. A Starmetal Caste
Alchemical can spend 5 motes to add his Essence rating +
2, rounded up, to her attack, damage and base initiative
rolls for the scene.

Soulsteel: The Charms of a Soulsteel Caste Alchemical
appear roughly hammered, with ugly, primitive lines. They
are frequently held together with crude-locking rivets and
pins, and they are always stained with soot and grease. These
Charms often emit soft moans, and when in operation, the
moanstise to homifying shrieks, and the Charms crackle with
black and blue lightning. A Soulsteel Caste Alchemical can
spend 5 motes to increase the difficulty of all attacks targeted
ather by her Essence + 2, rounded up, for the rest of the scene.

Additionally, any Alchemical Exalted can spend 3
motes per die to increase any Caste or Favored Arttribute
for a number of turns equal to his Essence. The Alchemi-
cal can never increase an Attribute to more than double
its base rating.

CHARMS GUIDELINES

The Alchemical Exaited Charms tunction off of At-
tr1butes mstead of Abilities. i
AllCharms arephysmally mstalled within the Exalted’s

_ body Each Charrn lists an additional ﬁgure called “Instal-

lation Cost” consisting of a certain number of motes.
When installed, the Alchemical must pay the cost in

" committed Essence, deducted from the Personal Essence
i+ -~ pool- The total installation. cost of all Charms-can-never.-
__exceed the total of the Exalted’s Personal Essence pool,

l1mmng th mber of Charms that may be urchggt;d__

Essence needed ..




accommodate the Charm, while Charms further up the
tree cost relatively little, since they’re based on preexisting
hardware. Any remaining Personal Essence the Alchemi-
cal might have can be utilized in the same fashion as other
types of Exalted: the suppression of the anima banner.

Alchemical Exalted Charms emphasize utility over a
single purpose. Rarely doesa Charm carry out a highly specific
task. For example, a Charm that provided a spinning drill bit
as a forefinger could be used for drilling holes, the rough
carving of scullptures, a simple alternative to the chiseling or
shaving of material, breaking through a rusted lock and
performing surgical operations requiring the penetration of
bone. This utility often sacrifices extremely powerful and
specialized Charmsfor those that can serve multiple purposes.

When an Alchemical Exalted utilize a Charm with two
listed functions, he must choose which one to activate.
Should he desire to trigger both, the Alchemical must pay the
Charm’s activation cost twice. Also, an Alchemical wishing
to activate both functions of a simple Charm must either
develop a Combo to do so or activate one power per turm.,

Alchemical Charms are modular in design, allowing the
Exalted to “swap” one Chann for another. To exchange
Charms, the Exalted must go to the Alchemical Vars locared
in anation's capital and have the operators remove a Charm.
Total removal time is a number of hours equal to the sum of
the Minimum Essence score of the Charms to be removed.
The Exalted can install any new Charm in place of the
removed Charm at no experience cost, as long asshe meetsail
minimum requirements. Total installation time equals the
Charm’s Minimum Essence + Minimum Attribute score in
hours. If the Exalt puts an out-of-caste Charm in an installa-
tion port previously occupied by an in-caste Charm, he must
pay the two experience point difference on the spot.

SAMPLE ALCHEMICAL CHARMS

STRENGTH

PERSONAL GRAVITY MANMIPULATION APPARATUS
Cost: 3 motes .
Installation Cost: 2 motes
Duration: Scene *

A ype: b1mp1e G

* Minimum Strength: 2

" Minimum Essence: 2

: Prerequlmte Charms. None

"'"“dOWl’\ lS 1

" sricturés of gravu:y by channelmg Essence through his lower .

ALcHEMICALS AND CALLED SHOTS

As listed on page 238 of the Exalted main
book, called shots do not do additional damage.
Thisapplies to Alchemical Exalted asmuch asany
other characters. Their Essence reservoirs and

physically installed Charms are no different than
another character's solar plexus or eye. A charac-
ter who wants to strike a deadly blow to these
locations should roll well for artack and damage
and then describe the effects however he wants.

willonce again have the same “up” and “down” as the restof the
world, quite possibly resulting in serious injury.

The alternate ability of this Charm allows the Exalted to
use this Charm to control his own weight, reducingitupto 1/
8 of normal. The characrer's movement speed is increased by
50 percent when he weighs more than half his normal weight
and increased by 100 percent when he weighs less than half
his normal weight. Obvicusly, the Exalt will have difficulty
running in certain situations, and the Storyteller should call
for Dexterity + Athletics rolls if he tries ro change directions
quickly or nun in strong crosswinds. As with all multipurpose
Alchemical Charms, the player must state which variation of
the Charm he wishes to use before spending Essence.

The Personal Gravitation Apparatus is housed en-
tirely in the lower legs.

ParaBoLic LEAp OVERCHARGER DEvICE
Cost: 2 motes per turn
Installation Cost: I mote
Druration: Special
Type: Reflexive
Minimum Strength: 3
Minimum Essence: 2
Prerequisite Charms: Personal Gravity Manipulation
Apparatus
The; character further reduces his reliance upon the

_—air ac wﬂl The Parabohc Leap Overcharge-
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before impact, a useful safety device for Alchemicals who
spend most of their time working in high, exposed areas.
Asanalternate use of thisCharm, the character can opt
to make a quick *bound,” describing a long arc in the span
of asingle tum, covering adistance up to Strength x Essence
feet high and five times that long. Using the Parabolic
Overcharger in this manner during successive tums allows
the character to “leapfrog,” bounding rapidly over terrain.
The Exalted can attack on the same turn he activates the
Parabolic Overcharger, but gains no special bonuses for it.
The components for the Parabolic Overcharger are
instatled on the rear of each leg behind the knee.

EcLipse CASTE AND ALCHEMICAL CHARMS

Members of the Eclipse Caste are able to
learn Alchemical Charms, just as they are able
to learn the Charms of all other types of Exalted.
However, due to the physical nature of Al-
chemical Charms, there are certain restrictions.

First, the Eclipse must have access to the
Vats and must have the Charm prepared for her
and installed in her, just as if she were an
Alchemical. Second, they appear exactly as
they do when installed in an Alchemical and
are just as visible an addition to her body, and,
therefore, they will attract the notice of those
who see them. Finally, she cannot remove these
Charms once they are implanted. They can be
changed out for other, potentially less visible
Charms, but once the Eclipse Caste Exalted
have Alchemical Charms installed, they will

-always have at least that many such Charms.

DexTERITY

DynAMIC REACTION ENHANCEMENT SYSTEM
Cost: 1 mote per +2 Initiative

~Installation Cost: 2 motes

Duration: Instant

Type: Reflexive
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CELERITY ENABLING MODULE

Cost: 5 motes and 1 Willpower
Installation Cost: 1 mote
Duration: Instantfone scene
Type: Reflexive
Minimum Dexterity: 2
Minimum Essence: |
Prerequisite Charms: Dynamic Reaction Enhancement
System
Although the Reaction Enhancement System makes
the Alchemical's perception-reaction cycle incredibly
short, it does nothing to enhance her own speed, and the
Exalr can often be trapped in a situation where she has a
perfect understanding of the danger and yert is torally
unable to react quickly enough to save herself. The Celer-
ity Enabling Module is an addition to the Dynamic
Enhancement Reaction System that uses Essence conduc-
vors faced throughout the body to supplant the character's
own human-like reflexes. Though it is expensive and
draining, it allows the Exalt to exhibit tremendous speed.
In its primary use, the Charm generally increases the
Exalted’s speed. The Exalt gains a numnber of extra actions for
the turn equal fo her permanent Essence score. In its second-
ary use, the Charm enables the Alchemical’s body to
automatically react to aspecific threar without the Exalteven
considering it. In this mode, the Exalted chooses one target.
For the rest of the scene, she can automatically dodge or parry
(her choice on a pet-attack basis) all the target's attacks
againstheratherfulldice pool, evenonesshe cannotperceive.
This secondary effect can only be targeted at a single
individual at a time. The Charm must be activated again
to switch its focus, and the Exalted’s ability to defend
herself against the first target ends the instant she switches
targets. While the Alchemical is reacting to the actions of
a single individual, the Celerity Enabling Module is not
able to activate its primary function and increase her
speed. The Exalt can have either automatic defense or
extra actions, not both. The Celerity Enabling Module is
visible as implants on the Alchemical's joints.

STAMINA
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the Charm istaken and cannot be changed without reinstal-
lation of the Charm. The Alchemical may take this Charm
as many times as he has points of permanent Essence.
This Charm is the Alchemical equivalent of Ox-Body
Technique. If membersof the Eclipse Caste take it, it counts
against their Endurance as if they had taken Ox-Body
Technique. The Strain Resistant Chassis Modification is
obvious when applied to an Exalt—hisjoints and vitals are
clearly armored, and his frame is square and powerful.

MANIPULATION

AUXILIARY ESSENCE STORAGE UNIT
Cost: None
Installation Cost: 2 motes
Duration: Permanent
Type: Special
Minimum Manipulation: [
Minimum Essence: 2
Prerequisite Charms: None

This Charm installs extra Essence reservoirs on an
Alchemical, allowing him to use more power at the cost of
subtlety. For each time this Charm is taken, the Alchemi-
cal gains an additional 10 points of Peripheral Essence.
The Exalted cannot take this Charm more times than he
has points of permanent Essence ormore times than he can
afford to pay the Personal Essence for.

THE LocusT CRUSADE

So begins the invasion of Creation, known to the
Autochthoniansas the Fivefold Crusade, after theirsearch for
theFive Elements. However, the Southdubsthisinvasion the
“Locust Crusade” when the Autochthonian practice of strip-
ping cities and regions dry of all resources becomes widely
known. Nowar occurs without purpose, and Yugash's reasons
for the Crusade are manifold. The primary goals of the
Autochthonians are, in descending order of importance:

THE F1VE MAGICAL MATERIALS _
Though the Five Magical Materials flow through Au-

tochthonandsustain itsexistence, the deity itselfdoesn’tsuffer

from any lack of these substances. Areas abound deep in the -
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- stockpiled in rich motherlodes packed tight j just beneath'the

“brass skin of far-flung corridors. Rather, the Autochthonians -

themselves suffer from the scarcity of these Materlals The
Olgotary cansiders jade’s use inthe construction and mainte-
nance of the factories essential for their productlon The
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Materials as possible before it regains contact with the other
nations. Yugash's main responsibility is the procurement
and refinement of the Materials, and with hardly encugh to
support Yugash alone, the Tripartite decrees the opening of
aQGate toCreation for the acquisition of these vital resources
a necessity. None want another war, and some fear that
returning to the other nations after more than adecade with
very little to trade could result in a conflict the scale of which
would dwarf the Elemental War in its ferocity. They regard
their foray into Creation as a last desperare attempt to keep
their own nation alive and want to waste no time in
acquiring as much of the Five Magical Materials as they can.

SLAVES AND SOULS

More than halfof Yugash’s Populat works three shifts per
day out of necessity — too much work must be done through-
aut the factories just to keep the city going. An influx of the
Magical Materials will assuage this need, but the foremen's
concern over an increasing number of fatalities caused by
overwork has reached the ears of the Olgotary. Once the
Autochthonians discover humans exist on the face of Cre-
ation, they declare the need for human slaves to work in the
factories, thereby easing the stresses on Yugash’s Populat.

These “surface slaves” don’t undergo the horrifying pro-
cessused toapportion the soul that the worstof Autochthonia's
criminalsmust endure, as the Theomachracydecidesthatbirth
ourside of Autochrhonia is not a high crime. The foremen put
most of the slaves to work in the more dangerous jobs that
require the fulfillment of tasks to avoid a painful death by
accidental vein leaks or explosion of the machine. This cuts
down enattemptsatresistance, and astime passes, the Olgotary
providesallowancestoincorporate themore productive surface
slaves within theirsociety. Theyreceivealimited version of the
benefits enjoyed by the Populat, although the surface dwellers
remain segregated from many of the Autochthonians.

Beyond this, the dearth of new souls approaches a near-
catastrophic level within Autochthonia. The need for “fresh
blood” amongst the recycled and reprocessed Autochthonians
grows viral with each passing day. The recent promulgation of

. stillbornchildren .only. underscores. the problem. The

Tlmomachracy is reluctant to proclaim that humans from
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based in Creation. The Lap becomes an obvious target.
The Autochthonians don’t truly understand the idea of
seasons and yearly harvests until the siege of the Lap. Only
then do they begin to grasp the concept of leaving villagers
to produce food and taxing them after harvest. Before that
point, the population of whole towns was taken by the
Crusade as slaves, their fields left fallow. Hundreds of
villages lie empty along the Crusade’s brutal swath.

PERMANENT FOOTHOLD 1N CREATION

Once the Autochthonians adapt to Creation and its
bounty, Yugash’s Tripartite declares that the benefits of
Creation outweigh its drawbacks. They seek to perma-
nently colonize Creation, settling for the Southwest as
their base of operations. In the long term, they enact
decrees allowing non-Autochthonians into their society,
creating a new social class between the Populat and the
Lumpen called the Outsiders for those who follow the
Aurtochthonian flag upon the surface of Creation but are
themselves not allowed entry to Autochthon. As time
progresses, the Autochthonians incorporate elements of
cultures that they deem beneficial into theircycle of shifts.

THE SuN

Some Autochthonians feel the sun itself is a giant soul
that lights the wotld — or perhaps that it is the Well of Souls
itself. Initially, this idea becomes a huge point of debate
amongst the Tripartite and, soon, through much of Yugash's
Populat. Quietly, Yugash’s Tripartite considers a plan in-
spired by the trek of Autochthonia’s eight founders. This
plan involves building a massive tower tall enough to reach
the sun, where they can either dip once more into the Well
of Souls or better yet, capture and secure it for themselves.
If the sun proves to be a single giant soul, they hope to halt
jtsdaily journey from the East to the Westand use it topower
Autochthon. Should Yugash capture and successfully hold
the Lap, they plan to build this tower atop the head of the
Last Supplicant. The most vehement supporters of this plan
- are the Luminors, who feel their monopoly upon light
: dimlmshed in Creation and blame the sun for their woes.

~ APOssiBLE FUTURE

. What foliows xsaaetauea i imeline discussing the possible

. order of events that occur throughout the Locust Crusade If

Parropohs of Ot who volunteerstobrea
Creauon at the behestof the Tnpamte .nly when they deem

completely conflicts with the Storyteller’s plans for Gem
and the Lap, by all means, change things around!

Have Rankar VII sell out the South by brokering an
alliance with Unhesitatingly Loyal Weapon, allowing the
Autochthonians to use Gem as a base of operations — provid-
ing they attack Paragon first. Alter the Realm’s response time
significantly: Move the Vermilion Legion in 1o reinforce the
Lap before Unhesitatingly Loyal Weapon's forces arrive, or send
a full three legions to artack Autochthonian holdings in
Calan’s Loss. Decide the Autochthonians’ initial interestslicin
the Western Ocean, and have them build fleetsof metal-hulled
catamarans that terrorize the West with their vastnumbersand
capability for lightming raids, or simply ignore this adventure
and neveruse the Autochthonians in your game atall, Use the
tools provided here to build something that’s useful to you -—
after all, that's what Autochthon would want.

The Locust Crusade is separated into three significant
stages, with recommendations for the players’ characters
involvement incorporated into each stage. The duration of
the individual phases of each stage lists a rough estimation
of the amount of time that passes before the phase ends.

STAGE ONE: EXPLORATION

The initial stage of the Crusade consists of Yugash's first
tentative movementsabout Creation. The Autochthonians
spend much of their time examining the strange wonders
they discover and exhibit the first signs of their planned
encroachment. Unless ordered otherwise by theirsuperiors,
Autochthonians tend to avoid conflict with Creation’s
denizens, be they man or beast, The Yupashitestake captives
ifatall possible, for further srudy within the safety of Yugash.

At this point in the Crusade, the Autochthonians
hardly seem human, The Luminors order all who breach the
surface to wear arc protectors and black artificial leather
suits, masks and gloves during the daytime to prevent
damage from “the Void-spawned light source,” as they
currently refer to the sun. The resulting costume, complete
with heavy black arrificial leather backpack, gives the
impression of humanoid beetle-men shuffling through the
swamp. Even when it’s discovered that humans exist be-
neath the protective uniforms, the Autochthonians’ terrible
fear of removing thelr garments during the davtime can give

the impression they are lepers, severe burn victims or some

-..sort of walking dead afraid of the light.
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Font of Mourning. Ot's arrival causes an moderate earth-
quake thatripples throughout Calan'sLoss, and he physically
displaces an area approximately 150 yards long by 100 yards
wide. Water, trees and dirt explode ourward from the sheer
force of Ot's sudden appearance. Five of the redwoods that
shatter 1o kindling are connected by rarely traveled rope
bridges, one of Refupe’s long-unused thoroughfares. None of
the three tribes living amongst the trees discover Ot's arrival
during this week.

Thetopof Ot'shead risesroughly

they come across, The scouts that escape report hostile
encounters with savages who have no soulgems. The
Autochthonians manage to capture a few humans and at
least one marsh dragon beastman. After Sodality artempts
to install soulgems into prisoners result in the captives’
painful deaths, the Theomachrats tentatively deem the
humans that populate Creation to be soulless beasts.
Total Duration: Three weeks

60vardsfrom the swamp'ssurface. His
impassive face peers solemnly into
the darkness of the Font, and he takes
in his surroundings with glowing,
golden eyes. After five days, a port-
hole atop Ot's head irises open, and a
single scout emerges. The scout walks
along the top of Ot’s head, grabbing
leaves, branches and small creatures
within reach that he stuffs into sacks
ot blown glass bottles. Afteracquiring
amassive haul, hereturns through the
porthole. No further activity occurs
for two more days.

Total Duration: One week

Hooks: The Circle's travels
bring them to the Font of Mourn-
ing, whether searching for Calan's
grave goods, performing tasks for
Gorol's ghost or simply exploring.
Either they witness Or's explosive
arrival or stumble across the mas-
sive Alchemical’s head during
their travels.

LIMITED ScouTING

Small forces of Yugashite
scouts explore the area surround-
ing Ot, venturing no further than
five miles away. Most groups con-
sist of one or two Sodalts and eight
Lumpen outcasts sérving as porters

.and guards. Few groups TErurn art. .
" first, lost to the hazards of the Font,
‘but those who do tell of a damp
world with no walls and many dan- - §3
gers. They retrievé{ many exainples
of flora and fauna for study. '
- Latersearch parties pay particu:
larattention toRefuge, finding travel .
through the treetops to be much
quicker'and less fatal to their fum
“:bers, Here, they first meet human lif
. intheformof Refugerm's ribes, who e
attack the groupsof Autochthonians - %




The HORROR OF DISEASE

Autochthonia is adangerous environment,
and it carries the hazards of many forms of
illness — smoke, fumes and particulate matter
all prey on the health of the inhabitants, as do
lice and the other hazards of overcrowding.
What Autochthenia does not have is malaria.
What it does have, however, is countless places
where warm water lies stagnant in the dark —
the ideal breeding ground for mosquitoes.

This adventure assumes that the
Autochthonian incursion quickly adapts to
the situation and that no epidemics occur. It
doesn’t have to be that way. Their invasion of
Creation could expose the Autochthonians to
a malaria outbreak or to many other terrible
illnesses. It's possible that the Great Contagion
still lingers in Creation, now harmless to those
whose ancestors survived the scourge but a
terrible danger to those who, like the
Autochthonians, have never been exposed.

Just because thisadventure detailsasuccess-
ful invasion doesn'tmean that's the only possible
outcome. It may be that the characters encoun-
ter the head of O sticking from the ground as a
weedy overgrown monument to human folly,
with the city belowdepopulated by illness. What
will the characters do when what at first appear
to be ruins more and more obviously comprise a

:ast mechanical world, now empty save for the
Machine God's automata attendants?

the other side. The Autochthonians have no idea what
they’re doing, and the resulting fortification is a huge
earth-and-log bunker covered with more earth and logs on
top. The structure is stiflingly hot and slowly sinking into
the swamp. From the workshops below come transporta-
tion gear modeled after the local wildlife—dragonfly skiffs
that skim across the swamp surface on long spindly legs.
These vehicles can carry two scouts and supplies for a long
patrol or three men in armor. The Aurochrhonians also
suffer their first outbreak of tropical diseases at this time
and return to wearing their stifling rubber protective gear.

Total Duration: One month and one week

Hooks: Same as above, but characters anywhere in
the vicinity of the fen will have difficulty ignoring the
Autachthonians. By the end of this stage, there are
Autochthonians ranging almost 200 miles from their base.

STAGE TwO: EXPANSION

After gaining a basic understanding of the way Cre-
ation worksand the nature of their immediate environment
and after conquering their first epidemic, the
Autochthonians are ready to accomplish something. Not
only do they begin stripping the land around the Gate
bare, they begin to deploy resources scouts throughout the
region. It is these scouts that first discover the settlements

STRIKING EARLY

Characters who react quickly to the
Autochthonian threar will have a substantial
advantage over the invaders, particularly if they
bringa large military force. The Autochthonians

, Hooks: Traveling through the Font, the characters
encountera team of Yugashite scouts who attempt to capture
them for study. Alternatively, the characters may shadow the
scouts back to Ot's head. Contacts or allies from Refuge may
frantically seek the characters’ help in finding the source of
the strange invaders from the center of the Font.

ESTABLISH PERIMETER

" During this phase,"the Autochthonians spread out
and sécure the area aréund the Gate. Overthe mon:h r.hey
*h\)rb snhir‘-\ "w"‘-!’lt‘— i
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are simply not expecting any meaningful resis-
tance. As far as they're concerned, the world is
full of bipedal animals suitable only for simple
tasks. Should the players’ characters somehow
get in and set themselves to breaking things, the
Circle could potentially cause enough disruption
in the city's essential factories that the entire city
isdestroyed or severely damaged. Thisaction will
kill many thousands at all levels of Ot's social
strataand delay the invasion nmemble by quual

rrrAlchumcai Exalted is prepared However. if the

characters linger too long, the Autochthonian
response will be fierce. The Autochthonians
have a number of powerful Alchemicals at their
disposal, and their troops are crack tight-quarters
fighters. While characters may score initial suc-
cesses, it's quite likely they'll be ejected if they try
to remain inside the living god for too long. After
such a spoiling attack, the Autochthonians take
a much harder, more militaristic stance toward
humans from Creation and zealously guard the
entrance both within and without.
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around Gem. Seeing the possibility of capturing slaves and
gems, the Autochthonians attack.

EXTENDED SCOUTING

Mounted on all-terrain versions of the swamp skimmers,
two-man scout teams fan out across the region, exploring all
the way up through the southwestern mountain chain. Be-
hind them come slaver teams. Disorganized and unprepared
for organized conquest, the locals quickly fall 1o the
Autochthonian forces. Excessively Righteous Blossom kills the
LunarExalted Ten Stripesin single combat, but the resistance
that Ten Stripesand herbrood offer tumns the Autochthonians
south, where they discover the relatively unprotected city of
Gem.Itisatthistime that thefirst news of the Autochthonians
reaches civilized ears, carried on the lips of refugees fleeing to
the Lap from the Southwestem jungles.

Total Duration: Five months

Hooks: The refugees in the Lap are a nine days’
wondet, and characters with an interest in the area will
surely hear the refugee's stories, probably with many wild
exaggerations. Characters friendly with Ten Stripes may
be called upon to give her aid or to avenge her death.
Characters guarding mines around Gem may have en-
counters with Autochthonian scout patrols that lead them
to search out the origins of the strange black-clad scouts.

FEINT AT SUPPLY SOURCE

A force of 4,000 Autochthonian conscripts commanded
by Excessively Righteous Blossom approaches Gem and forms
battle lines. Blossom sends a messenger to deliver his demand
of Gem's surrender to the Despot. The Despot’s men return
the messenger's head with soulgem removed to Blossom's
forces, with a message informing him that his men are to be
killed and their gems seized. Homified, Excessively Righteous
Blossom declares war, but his own poor grasp of tactics and the
general unfamiliarity of his conscript army with open-field
tactics makes the result of the battle a foregone conclusion.
Several hundred Autochthonians are captured and the te-
maining 1,000 or so survivors flee while Blossom covers their
escape by single-handedly holding off the army of Gem.

Total Duration: Five months ; '

Hooks: Anyone presentin Gem cannot, fa ilto nonce,
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ATTACK SUPPLY SOURCE

The year after: Lheu defeat, the Autochthomans retum’
withan army of 30, 000 men. This time, the arrhy isled by the
ical Exaln d Unhesitatingly Loyal W
y Blossom and five other Alchemicals,

cluding two

7, ACCOMpa- --slavery Autoc:hr_hon fand: rhe Dragon-Blooded officers

Hooks: Gem knows the Autochthoniansare on the way
for almost a month and a half before the disastrous bartle.
Anyone in the region will know about the brewing war.

CAPTURE PRIMARY SUPPLY SOURCE

Rankar’s troops fall back to Gem, but the
Autochthonians don’toffer asiege. Instead, their sorcerers
smash the city’s walls, and they assaulc it directly. In most
cases, this would bea terrible idea, but the Autochthonians
are desperate to get back into their native environment.
The barttle in and around the lava tubes is sharp and very
much in the favor of the Crusaders.

The Crusaders execute Rankar after they find thar the
several hundred captives of the last attack had their
soulgems pried out. They ship the Despot’s stockpile of
gems back to Yugash in guarded caravans and send most of
Gem's population back in chains as well. All thac is left of
Gem is aruin populated by those furtive and cleverenough
to avoid the Autochthonians’ patrols.

Total Duration: Six months

Hooks: A major city is destroyed and its entire
population sent across the mountains as slaves. With this
hook, you could reel in Moby Dick.

CAPTURE SECONDARY SUPPLY SOURCE

Heady with the recent victory over Gem, Unhesitatingly
Loyal Weapon and her forces march north along the Diamond
Road to the Lap. By the time her men complete the march,
theyare exhausted, and many are suffering from disease. Also,
they have no logistics base because they completely razed
Gem. While their sorcerers could possibly destroy the city,
theycould nortake itand holdit. Instead, the Autochthonians
encircle it and begin resupplying {rom the countryside. Un-
fortunately, they have no idea how a port works, and ships go
in and out of the nearby harbor for several months.

Finally, after it becomes clear reinforcements will not be
arriving from the Realm, the imperial legion and the local
legionaries attempt to sally. They're met by the Alchemicals
and a body of 7,000 crack troops, and in a temible scuffle, a
number of Dragon-Blooded are killed and three Alchemical
" Exalted, including the Terrestrial Circlesorcerer, aredestroyed. -
Seemg the writing.on the wall Magnate Uwnocon- &

3 c_:ontroi ‘of the l,ap p the Autochrhomans,”
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STAGE THREE: CONSOLIDATION

At the end of their campaign, the Autochthonians
have a secure logistical base outside of the Gate, and they
have accidentally deprived their enemies of a critical asset.
Yet, the Autochthonians' situation is unstable, several of
their most valuable assets are lost, their army is exhausted
and down to half its original number, and their neighbors
are alerted to the Yupashite threart.

SECURE REGION

The Autochthonians establish roads and caravan routes
across their new conquests and garrison the riins of Gem, even
trying halfheartedly to resettle it. This settlement, New Kadar,
is the first Autochthonian toehold on Creation — coloniza-
tion is actempted there because the rubes and tunnels remind
the Autochthonians of home. It is a troubled setdement,
plagued by civil unrest and administrative disorganization.

The Autochtheonian holdings to the north come
under heavy attack by the Realm and practically every
major government in the South.

Total Duration: Two years

Hooks: The constant war is a great source of hooks and
not necessarily just for adventures connected directly with
the campaign. Politically inclined Solar Exalted may try to
make alliances with the Autochthonians, while opportu-
nistic ones may raid the many convoys and caravans taking
resources to and from the fighting. Enemies of the Realm

will find it an excellent time to negotiate truces, while those
allied with the Realm will certainly be called upon to
provide auxiliary troops to round out the imperial legions.

INSINUATION

Assuming they survive the initial assaults by their foes
and force some sort of negotiated peace, the Autochthonians
must then truly consolidate their position, establishing trade
and diplomatic ties with their neighbors, snapping up border
states or pressuring them into acting as buffer regions and
trying to rebuild the war-wracked economy of the region.

Total Duration: One year

Hooks: As fighting subsides, the hooks are unlimited.
Characters may atternpt to negotiate trade deals or economic
rreaties. They may hire on as consultants and advisors or act as
spies for either side. Characters who were away from their
homeland when itwasinvaded and occupied maybe goinghome
to wage a guerilla war against the Autochthonian armies, and
those that have given themselves over to the Autochthonian
cause will be acting as ambassadors to the warld. Also, characters
may travel to Autochthon as part of an embassy, or they may
attemnpt to sneak in 1o spy on the servants of the Machine God.

REecIONAL REACTIONS
THe SouTH

Because the initial force sent to attack Gem is much
smaller than the second, the news of the full Autochthonian
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assault on Gem isn’t known throughout the South until the
city-state has already fallen. The Despot's scarcity of re-
gional allies works against him, preventing him from calling
in aid. Strange threats that overwhelm remote cities are
hardly rare events, and the fall of Gem goes mostly unno-
ticed. It’s only when the Lap comes under attack that the
major powers of the region begin to respond.

THE REALM

Initial response from the Blessed Isle is nearly nonex-
istent. Tales of unknown armies marching through the
Southwest are dismissed as rumor from the frontiers, and in
any case, the Autochthonians are hardly threatening at
the beginning of their campaign. Any true concern disap-
pears when the Sidereal advisors to the Immaculates
initially denocunce the rumors as baseless lies, for their
techniques of divination don't factor strange invaders
from the South as a threat to the Realm or its tributaries.

Only after Gem falls do Sidereal predictions become
noticeably askew, and the assault on the Lap throws them
completely awry. The Immaculate interrogation of captured
Autochthonians brought to the Blessed Isle convinces the
Diynasts thart the children of the Machine God are a legiti-
mate threat, one that has somehow evaded the notice of the
Sidereals. It could be that interference from Autochthon
itself is obstructing the Sidereal’s divinations, or it could be
that, since most of the events are taking place outside
Creation, the Sidereals simply cannot predict the situation.

Whatever the case, after careful revision of their prog-
niostications, the Bronze faction becomes extremelyalarmed,
believing incorrectly that the Autochthonians are being
manipulated by their sleeping god into attacking Creation.
While the legions are soon sent to the Southwest, it isn't
soon enough to save the Lap, and imperial forces, roubled
as always by political infighting, are forced to operate from
a shoestring logistical base in the distant city of Paragon.

THe FAR Fowx

~ The Fair Folk quickly discover their distaste for
Autochthonians—those that supupon the invaders'souls

describe the experience as “unpleasant” and “stale.” Only”
the most desperate Fair Folk-seek Autochthomans for-i ...
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~ Folk heartily approve of the discord sowed by the Locustr

When the concept of soulgems becomesapparent, some
of the region's Deathlords quickly grow interested. The
capability of directly harvesting souls from a large populace
intripues them, and they spare nothing to uncover this
technology of souls. Once they understand the reliance upon
Autochthonitselffor the process, they make concerted efforts
to establish a foothold in the realm of brass and shadow.

AUTOCHTHONIA

Autochthonia'sstatic, sirictly regimentedsocietyischanged
by itsexposure toCreation. Some servants of the Machine God
—evensome Alchemical Exalted —flee Autochthonian rule
forlifeamongstthe wondersof Creation. Other Autochthonians
become increasingly convinced that opening the Gate was a
terrible idea and wish to cut their losses and reclose the Seal,
taking the modest spoils they've already foundand cutting their
losses. The preeminence of the Theomachracy and the Glori-
ous Luminors is threatened by the vast size of Creationand the
presence of a permanent light source there. In addition, the
Autochthonians’ surprising success makes them cocky and a
little too self-satisfied. Though they've overthrown two weak
nations, it takes thema long time toshore up their position, and
counterattacks by the legions of the Realm, the armies of the
Perfect and the Delzahn Horde and other regional forces will
pose a real challenge o Autochthonian efforts.

PossisLE OQOUTCOMES

AUTOCHTHONIAN SUCCESS

If the players’ charactersdo nothing, the Autochthonians
will take the Lap and Gem. Pressure from the Realm and the
Dynasty’sally the Perfect of Paragon keeps the Crusadersof the
Machine God from expanding further but cannot dislodge
them from their holdings. Over time, the Autochthonians
come to comprehend life on the surface of Creation.

After they regain communication with the rest of the
nationsof Autochthon, the nation of Yugash uses its expanded
resources to become one of the most powerful players in
Autochthonian politics. This involves a number of religious
wars, and it is fortunate that their enemies cannot comrmuni-
cate, as thearmiesof Yugashare often pressed fromseveralsides.
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In a World of Savage Adventure

The Solar Exalted have returned to a world of turmoil and war. A great
empire falters on the edge of ruin. Vast fortunes and great power await

those who are able reap the whirlwind, and death awaits those who cannot.

It is the Dawn of the Age of Sorrows

Taking characters from the farthest North to the uttermaost West, from
the slums of Mexus to the hidden reaches of Elsewhere, Time of Tumult
offers three adventures full of exiled spirits, First Age wonders and the
terrible secret of the banished Primordial Autochthon.
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