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el gettled dovert on a ricketly

Tightrope lnn, Dusk made the
cityy tremble veith expectation,
like o beast lying inoeait, In
fess than an oo, it would
beeome a huge and vprizht
cosimiopolitan Bescr, fod cotded
renl el viseed o this vertical einy.
Sirtee hiw arvival, the dizzying
perspectives of the eity of th
thivves hawnied even his dreams, He couldn 't stop
pricturing hiviself on the verze of the abyss, at any

snent being sent planoneting dowit by a jostle .

of the erovel. Sinee he had left, Ashais 1o the soli-
el af her tonly, he felt lonely ane distraugstu, His
life seented like a river nin dry cnel waiting for a
praiclenitial rain, e siealed the weaiter; o sod-cyed
poingr sprite, e ordered o glass of wine,

SHe weaited contil miielnigd, welhen the inn's doorveiy
revealed a strange couple he imtuitively krcoe feed
connic for hina. First there was a peale youne boy
el palleed elenent the Deod of his eape end cast a
traaiveeel fook arowned e roonm as fie entered, JFol-
foneing D weas a wonian in garnei-colored
rlothes, her faee hidden bedvind an ivicleseent but-
teeflig-rask.

Insicle, the livzring customers shod ug aned silenly
e pteel thee gedled fredel ot i the Beyy's frail Tands.
He went snakine arownd the tables o the bar and
Bt enver the catiter o weltisper a fow words in the
inrtkeeper's ear He nodded his :rpprr.«l.rrF wetitedd
wnitil el the eastomers had cleared the room aned
went out trougl a side door.

Int the wneasy sileniee that folloveed, the young boy
stippee belvind Jed, The woman then deigried
retniore her mesk, With a rustling soueel, the but-

teafiey weirtges opened to reveal o faee of sueh striking |

bearity thal Jod coulfdn't Telp but whisper:
“Buy the Nuses' grace.,.”

s gaze lingered on the emerald green of er
eyges, ther on her bald aned rrIrI!ufrrrr skl where
a searfit-scaled boa was coiled. At his mistress’
tooiely, the snake wmeoiond aricd .\Frllr{l; ercirelod
her neck. When it stopped moving, the medise
came forward, took a chair, and sat across the
taalale fronm, feel.

“Hello, Juenehiback.”

chair in o dark corner of th '

Jedwvas at a loss for words, e finally pienclelied cniel

saic in a faltering voiee:
Madani..

“Miss !r:rr i whe said, stroking the snake s lower
jawe with the tip of her forefinger.
“I... P looking for Moontooth,”
“f knene,” she answered with a savdonie snule,

“Not a thief s left in the entive cityy that is enorant
r.«lf'[;rura IS, Vi feree rieit hlrr-'HIHrH*-,'JJ*JmH\
She raiseed Tier g;;umurr.lhf.fu! son, el bend doveri
tey wehisper in feds cars:
“1 hael 1o protect gou, you know, [am hor coun
ter-assassin, I she insisted | beeone gour sha-
dowe sinee you arvived in Kuoffer”
“This is extremely unfortunate,” she said, gazing
intently at Jeel. “Teannon stand to fend lim aveay.
This by is mine..,, Aven't yens, iy dear”
Ve mother,” the boy anseered, straichicning.
“Well ler that pass,™ she veenn onn, “The inipartan|
Heirrge fiwr nene s o get gend to safety, sioehonelibaek.”
“Whatt ethout Moorooth?”
“He il join s later, For nowe | iost imeake sor
realacselyy Knvones who o are ar el gouw eany on
tpeaner beiek...”

e sieallonved el whispereed:

*Dierkedrecins soul”

“Inelecel. huneltback. The soud af o cing. That is
el gt etre fnealiable.”

“Buad... How is it possible?”

“Passible? | have no idea, The brotherhood of the

Huieh atrives for understancding, but rmhmfr; hias

r;:r beert able o stpply a wl!mﬁu oy explanation.”
“Thery whent does it elo?” askeel fecd, preszled,

“It tries 10 help people like yon elude the Betrayer’s

influence. SFor should he lay his hands on o,

cities would be doomed: e would be able w infil-

trete the stone, infecting the eing and uliimately

cortrolling .

“Neown vnecers the sowd connnnds tee ofeg, ared i1

elic, the vityy cies™"

“Na, not exactly. That would be too simple...."

She nibbleel her loweer lip before asking:

“eel, cir gore knone the salanisters of dbysm?”

“Chaly by nevme”

“They are extraordinary lizards born from the

flesti of the Obese. When those lizards attach then-

sefees to youer neck aned ik their Blced with gours,

spenee Begin o feel dbyso”




Petned g think the... the soul graseing in my
back will have the saime power?”

“The Brotherhooed supposes so.”

I have never felt Darkream, as got pud il”

“Not yet, hunchbaek, not et But in a fewe years,
e will edrecne the dlrecems of a eigy.”

Jeel felt his Wood ehill, “Vou.. gou elai 1wl
Sowrn ome body weith Darkelrean?”

“Wihyy elo o thirk some sprites suceunid to the Sto-

e, this elisease the s their flest i stone 2

" elow’t knne,” Jeel confessed.,

“But you do know perfeetly. Others inherit the |

sotls of eities and become their victins, Thegy veure-
st combral that gift, Heey let the ety control them,
arted they are dominated by its inunensity, W
reas the apposite slold Teee happened.”

With a hint of a smile, she put her hand on the
feneliback s arm

“The Bratherhood will teach you to aeeept and
control yoter inheritanee, so that gou beeame the
mncister and the city obeys yovwr willpoeer.”
“This is insane!” el Brrst owl,

The mecusa’s faee tensed, ared the boa on her neck
eputdvereed,

“Oa rot try do v ar W orefiese this prestisious
legraacty, The Yluses are wetching, you hare no right
o show weakness,”

“Wha talks about weakness?” ansicered fed,
oy weant o fid ot what lives inside me.”

“died this is perfectly conmmendable,” added the |

miedusa in a softer voice. “1 am sure you hare
already experienced motherly feelims.”

“What e the ewhers sagy ™"

“The others?”

“People like me, hupehbocks, "

W veill mieet them soon. It weill greatly help gon.
youweill see. Vou will be able o share your expe-
rieriees arel strengthen one another.”

“dne vwehiere am o et them?”

“In the Widowlands. We will head for my Domain.
Members of the Brotherlond have taken up resi-
deniee there and are expecling yow, Moantooth will
joirt s there, hare hired teo gians o acconipariy
s on i foreneyy. We leare al dawen. Elntil then,
ypowe weill steay with miy son, He will wateh over you
as dutifully as he has watched over me.”

“What about you?"

“I hee F::ﬁ»u* eiffaiirs o sentle before e go.”

She was beginning to vise when fed fiemily seized
fer haned.

"Wai!"

The medusa’s eyes narrowed, and her son’s hand
wertd to the short sword on his hip. Unblinking.

e wttered:

“Hewve any of the others given bivth et
“Veg,"

“nd? To what?”

A Hame, hunchback. Only a -Flame.”

oy ber corntinuueed. .
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iRenea,

The time has come to take stock n_.ﬂ. the situation.
When the Muses created Harmundia, !.rr:l{g; wished
it to be porfect. -fi'h:'_n used all their L‘m:lu'h;\?!'.!c and
shills to ensure the _fl:u'ﬂ_-ssn."_-:s .|.:|_;|r their craation.
For many centurics, .ilur.l'n:-.} the Fliamz'uyﬂnn‘_.
RURIETONS COSMO .y.l'.x?.if theories were studied in

order to discover the origin of Harmundia, its

nature, its purpose and its .."Iur::. The Muses have
.f‘lh.';f-:n.uh'l.lm'r thair craring _J':'-'r o ection to the [rzpi-
red. Thers iz no pr.inufl.".sc in Harmundia's .U:Iipf;”.—'_.
no .If'h‘n.?llf.l:_lr.ril'l ;:'I‘I..i.:.: that awaits the virtuous dead.

1 e 4 R.c m ai n 5 H! _,-a.m_w,-mf to f,. thatparicise.

.lr.]'.rp.'n.jrrng on your point of visw the prirpose ufl the
.Iruspir;r.zr is to protect it, or to heal it so it can
become ;ur:m"fs: e,

f'?du:l'lu_a_,ran! Remains, Sanctuaries and esoteric
architecture are legacies of the Muses' offorts to
make Harmundia a paradise. But the Masque's
dgants bocome a growing threat. Where do we

sland nowr

An Overview

Remains are rare inheritances from the FHamboyance
They are generally buildings, because all the moveable
Remains have been sold, stolen, resold again and used
to the point of depletion. Moreover, many legendary
Remains have been destroyed or lost because no one
could find a use for them.

It would be impossible o list the products of three
millenmia of Inspiration - the creations of over one
hundred and fifty generations of Inspired. They were far
maore prolific than we are, not because they were more
powerful than the modern Inspired. but because there
were 50 many more of them. Many scholars who study
the Flamboyance are convinced that pur ancestors were
unrepentant hedonists, who were weak and lazy and abu
sed their extremely precious gifts for their own com
fort, instead of using them to defeat the Masque once
and for all,

But these zrealous Concordists often overlook the
abundant research of that tme period; its deluge of
new ideas enabled men o tame Harmundia and make
it more livable. Certainly using Shape to soften a mar
tress can seem trifling, but these kinds of experiments
were a fundamental element of research thatr might one
day lead ro the creation of a beautiful oasis in the
middle of the Keshite Desert

Remains are scattered throughout Harmundia, an
eternal restimony of Harmundia's grace. But the notion
of grace can vary depending on the artist: indeed, some
do have strange interpretations of grace.




For example, a Keshite noble possesses a collection of
five chairs covered with damask linen that has unfor
tunately become dull, thosgh they are still in good shape
atter rwo thousand years, Their enchantmenr allows
people to remain seated on them for days withour fee
ling tired, Another Hamboyane Remain is the fountain
in the Ribar of Jallh, which is always full and fresh. It
enables several hundred Keshites ro survive in the middle
of the inhospitable desert

Dormant Magic

Remains are the vessels for the extremely powertul
M.lgit.ﬂ ATIS opuses thar were used 1o create them, To
some Concordists, they can serves as encyclopedias of
powerful Free Art opuses.

Shapers dream of discovering new opuses simply by
living in the Thousand Towers of Lorgol. Unfortunately,
living in a Remain s msufficient 1o obtain such know
ledge. The Concordist must study its arcane secrets in
order ro understand the Remain’s logic.

Once the Concordist has discovered an Elder Art opus
used on a Remain, he must then extrapolate it into a
Free Art opus. The difficulty of understanding the opuses

I ,'!I; /"'J‘-J' .
'l‘:;”“-l ‘:J(""/f 3

3

involved in the crearion of a Remain varies depending
on the importance and power of the Remain

There are three general categories of Remains:

* Monumental Remains: Dozens or even hundreds
of Concordists were quite probably required to create
such places. The Thousand Towers of Lorgol, the colos-
sal Pictureworlds of Sasmiyana rhrough which an entire
ship can travel, the cryseals that contain the essence of
the heroes of the City of Mounds in Lyphan, the For
tress of Coronis in the Wild Reaches, the Breaks, the
ruins of Larsha on Bokkor, the Valley of Foers in the
Keshite Fmpire, the Modehan king-trees... It is virtually
impossible to dﬁ'iphr'-r the opuses they contain because
they are s0 mmplm and because the skills used 1o create
them are so diverse. However, those whe suceeed in
unraveling some of the mysteries thae shroud these
places are certain to gain extraordinary knowledge -
dozens of 200 and 25 Threshold opuses.

Technically, the Concordist must succeed in an ART +
relevant Magical Arskill (restrictive Concord and every
other relevant skill: masonry, forge, erc.) against DIF 30
He may only make one roll per year of research. Once
he has discovered the secrets of the Remain, he uses the
normal apprenticeship method to learn the opus
(AGONE rulebook p. 219




» Major Remains: Pictureworlds, enchanted manors.
musical masterpieces... Less exceptional than monumental
Remains, bur striking examples of Hamboyant creations
nonetheless, these |‘-'|.]|.'1E"'E and works can “contain” nearly
every opus detailed in the AGONE rulebook, as well as
other lesser-known opuses (such as those detailed in
this book),

fechnically, the Concordist must succeed in an ART +
relevant Magical Art roll (restricrive Concord ) against DIF
25, Only one roll per season of research (1.e. once every
three months) is allowed. As above, the Concordist can
use the normal opus apprenticeship method ro learn the
opus (AGONE ruleboek p. 217)

* Minor Remains: Small Picureworlds, fragmenis
of symphonies, poems, etc. Concordists can directly use
the normal apprenticeship method ro learn these opuses

Regardless of the fact thar Remains are “vessels” of Free
Artopuses, they also have special capabilities thar Concor
dists can attempt to control. For example, the Thou
sand Towers are the center of numerous unexplained
phenomena. The process of discovery is identical to dis
covering Free Art opuses in a Remain: the Concordist
must succeed in the same roll, The rime required to
study the Remain depends on the powers of the object,
and instead of discovering Free Art opuses, the Concor
dist will understand one of the Remain’s special capa
hiliries. OF course, if the Concordist wants 1o discover
all of the powers, he will have to repeat the same pro
cess for each.

Famous Remains

THe THOUSAND TOWERS OF LORGOL

No one has actually counted all the towers of the
Urgamish capital because many of them regularly change
places or simply disappear. Each tower is unique and can
be considered a separare work of art

Phalaen Tower lights up every evening.

Labyrinth Tower has many doors, whh.h NEVEropen
into the expected room unless the person is mying to
leave the tower.

The Suspended Tower begins on the second floor,
hanging in the air as if a first Aoor existed below i

The Transparent Tower reveals only one floor ar a
time, depending on the nme of day

Moviendo Tower leans and sways as if made of wood
though its walls are made of thick imestone

The Ever-rising Tower is now over four hundred floors
high, but is only sixty feet tall. Nonetheless, one more
fMoor appears every Ten years.

Tue City oF MOUNDS

This amazing Lyphanian necropolis shelters hundreds
of tombs. Its center is lic by a fire that does nor burn.
In the tombs. a crystal, sometimes small and sometimes
quite big, is laid on the chest of each body, A person whao
stares into one of the crystals is able to view scenes of
the past thar the deceased experienced. Several Inspired
have claimed to possess a map thar shows the way o a
secret area under the tombs, The bodies of several Flam
boyant heroes are supposedly entombed here, but no one
has yer discovered the entrance ro this area

CORONIS

This fortress is said ro have a soul and o produce
strange echoes of pasr events when the winds of the
Wild Reaches rush through its glass arches, The entire
Remain is made of glass, including the huge forges and
tools awaiting a human capable of grasping the Flam
boyant glassimakers’ secrers

THE TomBs OF THE FLAMBOYANCE

These Remains are rumaored to be somewhere in the
middle of the Keshite Desert, bur they never appear in
one place for too long. They are creations of the most
powerful Inspired. Alas, since the decrease in the num
ber of Inspired. the Tombs tend o appear for Dullen,
who generally do not survive the powerful visions of the
Flambaoyance thar they experience here,

THE MODEHAN KING-TREES

Now supposedly useless, they are all that is left of a
huge architectural project was mwr'ruplhi by the Eclipse:
sylvan ciries where thousands of inh: ibitants could live
in a single oree.

The list of Remains that survived the Eclipse is enor-
mous, Each region has its own unigue Remains, often
unknown and imaccessible, For example, no one can
explore the ruing of Black Man's Island, for they have
partially sunk under the sea. Other Remains have such
a harmless appearance thar nobody has yet discovered
their true nature. For example, in Janrenia, there is a
group of five houses that resemble typical dwellings. In
fact. they are Remains, which have endured the passage
of time and are permanently free of dust. How could
anyone notice such a simple miracle?




mimaence,

Soon .'.-nmr:rﬁl:. ..?_f!.:r Hr!r.l'f.'rir:',;' adventures in the Tii
|'|r':'.ur:-|' Realns, gour Inspired will come to need the
help of a Luminary in order to effectively fiaht Fer.
_f.r'.J'fu and the M lasque. Some L=_|". these Luminaries
wander Harmundia, but those that cscaped their
r‘l'h.‘.?r.'r.-: at f.lrh' maomant nnr.lr H'.u' .f:.'.ll;'ps\- e AR .II;‘-r.:J'
in.secret focations, ri.-'Jnh'rl'E'.l _.Iln.h' from civilization
These ju‘lm';.: are callod Sanctuaries f.lr.m!:,; are
havens of Concord to be dizcovered and pn-m-lm"
by the Inspired. The Troupe anables the Luminary

to blossom and to conLey his L:.'ﬂu-ﬂu:'f.'.u- to the
. expectant Hlnur..';: .'IJIr Hln' .Ir.lr;rpl.n-.".l'I The ﬂ'_rgar.lnr.n-_r_.a

will then be ~'1J;.MJ’I1.£.' q.’.&n'.l.'cmf.lr.l_..l new Flames,

SonctuariesThe Luminary

Note: the vules in this chapter only apply o Fennding
Luminaries. This informarion supplements the deserip-
rion af Sanctuaries in the AGONE rulebook (pp. 298 - 299)

EvocATION

When Inspired discover a Luminary fossilized in Har
mundia, they must first wake its Flame with their own
This process. called Evocation, requires an occult ritual
hidden by Diurn within each Flame. This ritual binds the
Inspired to the Sanctuary and to the Luminary that foun
ded it 1emust be performed every time an iIIhFHI'L’d leaves
or enrers the Troupe. Itis a rather simple rite: plunging
one's hand into the Luminary's Flame. This Flame does
not burn, and itis the only way for a Luminary to unite
his Flame with those who wish to bond with i

AWAKENING

Luminaries have a Flame. but unlike Inspired, they do
not need to develop it for its three Aspects are already
sublimated. However, their Flames may have become lus
terless after so many vears of isolation. In such cases,
Concordists say the Sancruary is “dormant” and that its
Flame is only an ember

The first Evocation ritual stirs the Founding Luminary's
Flame. Then begins the very long process of awakening
that the Inspired will need 1o participare in. They should
regularly gather in the hearth (see ‘The Hearth’ below),
around the Luminary's Flame, to relate their adven
tures. The deeds of the Troupe will remind the Lumi-
nary thar once he oo performed marvelous fears and
experienced grand advenmires, Little by lirtle, the Lumi
nary's memory and strength will come back to sup-
port the Inspired in their quests.



The Awakening Aptitude (Awakening APT) measures |
the effects of time on a Sancruary ona | w 10 scale

A low score reduces the capabilities of a Sancruary
and penalizes the Inspired. The development of their
Flame Aspects depend on their Sancouary

The Awakening APT increases as the Inspired give IF
to the Luminary during the awakening. Their tales of the
Troupe's advenmures stir the Luminary’s Flame. The Awa
kening APT increase is managed by the EG as follows:

IPGIFTS FROMTHE INSPIRED

Number of IP required 1o obtain
+1 Awakening APT =

Current Awakening APT
x Next Awakening APT

The Luminary reduces the IP cost for developing the
Body. Spirit and Soul of the Inspired (and only these
aspects). The Luminary provides -1 1o the experience
multiplier (see the AGONE rulebook p. 181) when its Awa
lu'n'ing APT is beoween 1 and 4, -2 when it is berween §
and 2, and -3 when its .-"w.-.llu.t'ning AFT is between 8 and
10, This reduction is limied by the Awakening APT. IF the
Luminary has an Awakening AFT of 3 or less, the Inspi
red does not receive the reduced cost when developing
Body, Spirit or Soul beyond 3. (But the characters can still
develop his Arrributes normally, with the full multiplier.)

Example: a Luntinary with an Awakening APT of 5
reqiires 30 1P in order to develop an Awakening APT of 6
(5x6=30)

To gain an additional Awake ming AF]’ point after tha,
the Luminary will require 42 1P (6 x 7 = 42).

The Luminary will then have an Awakening APT of 7
This Luminary reduices the cost of de eloping aspects by sub-
rracring 2 fram the experience multiplicr.

SANCTUARY WORKSHEET

Mame of Founding Luminary:
Personality: ...

AwaRening AT ......icminminimissbismiirms
First Godmother:
Second Godmother:
Third Godmother: ...........ccconmaiisens
Fourth Godmother:
Number of Disciples: ...

Description:

PERSONALITY

The Luminary that founded your Troupe’'s Sanctuary
is an intelligent being. He has a personality thar will
manifest itself when the Sanctuary arrains an Awakening
APT of 4 We advise you 1o Tole-play the rrhu]m!_n;ln;_‘l_ Emi-
nence, for the interaction berween your Inspired and their
Sanctuary must be more than a mere IP rade, Here are
several archetypes for Luminary personalities:

Grumbler; This Luminary is never satisfied. He
constantly complains about everything, very often
without reason. Despite his grumpy attitude, he likes the
Inspired very much.

Leader: This Luminary loves giving orders and recom-
mendations to the Inspired. He is always advising this and
that, and he cannor stand it when they do not listen 1o
him. His experience ensures the correciness of his orders.

Teller: This Luminary strives to revive the Flamboyance
through his own memories. He will often gather the
Inspired in his hearth for long evenings of storytelling.
His knowledge of the past is truly extraordinary. His
quests usually involve the Arts,

Judge: This Luminary has an opinion on every subject
Though he dislikes those who have opinions other than
his own. he is a true judge of human and seasonling
intentions, Spies and traitors are transparent to hinm,

Marternal: This Luminary knows she is the interme
diary berween the vanished Muses and the Inspired.
She is perhaps a little over-protective of her Inspired. She
is quite strict concerning the respect the Inspired must
have for their harmoniums (see ‘The Harmoniums'
below) and Muses. In return, the Sancruary will always
be clean and comfortable, '

Melancholy: This Luminary cannor bear his immo
bility and deeply regrers mistakes in his past journeys
througheut Harmundia. He will often send the Inspi-
red on distant quests for he prefers the struggle against
the Masque to waking new Flames. He knows virtually
all of Harmundia and has a grear deal of informarion
abour every region of the Twilight Realms.

Joker: This Luminary is able to spend entire days
inveniting witty stories and laughing at his own jokes.
He will frequently trick the Inspired and laugh ar their
mishaps (even when they are tragic). But his enthu
siasm is a source of energy for the Inspired.

Wise: This Luminary is solemn and thoughtful. He
always has several opinions and never makes decisions
for the Inspired. His opinions are however extremely
prudent,




Solitary: This Luminary will acr as if he does not like
the Inspired. In reality, he only wants to be left alone.
He has spent a long tme by himself and has gotten
wsed o solitude. He believes the Inspired took too
long to find him. Though he can seem unpleasant,
this meditative Luminary could calm down even a
berserk warrior. The Inspired should always remain
calm in its presence

Awvenger: The hatred this Luminary feels for the Masque
clouds his judgment. He often involves the Inspired in
dangerous intrigues, This Luminary is an experienced tac-
rician and master-at-arms.

Vielent: Like the "avenger”, this Luminary will send
the Inspired into armed combat against his enemies
tand he can make mistakes!). He spends much rime
producing new Flames. Maybe he invents the conflics
in which he involves his Inspired. but thanks to him,
the Inspired will always take part in noble bartles and
gpic Ell.h'{'l“lﬂ{'!-

Eminence, you are free to create any type of personality
for the Founding Luminary of your Troupe's Sanctuary,
You can, tor example, mix two of the above personali-
ries in order 1o obrain a complex and interesting cha-
rCrer

You should also give a name to the Luminary (per
haps one that gives a hine about his personality) and
determine his back-story. This information will help you
create the harmoniums (see below) and anchor your
Luminary in your Drama. For a complete Luminary
background, make sure you have answered the follo-
wing questions. What is the history of the Luminary?
Has his Flame been corrupted by Darkening or Perfidy?
Are there any Dullen whe devote a cult to him? Has the
Luminary already been awoken by another Troupe?

Inside the Sanctuary

A freshly awoken Lumninary will gradually restore the
physical dimensions of his Sanctuary. Rooms that were
invisible will appear for the Inspired. They shelter many
wonders and secrets.

THE HEARTH

Each Sanctuary has a hearth = the heart of the Sanc
tuary. It is !_em'r.]l.l',' a room (but it can alse be a nam
ral cavity) that symbolizes the work of the Muses.
Sculprures and frescoes usually relate the story of a
group of nspired who aided a Hame in order for it 1o
become a Luminary. The Muses are also ofren repre-
sented in the hearth. In the center of the hearth, there |
is generally a crucible in which a bright flame burns. It !

radiates opalescent light and grants courage and inspi
ration to whoever stires at it. When the Inspired are close
ro the hearth, they are able to hear the crackling of their
own Flames within their bosoms. They teel invincible,
In game terms, when the lospired are in the hearth,
their Formune points are restored to the maximum (1
Fortune point/minute spent in the hearth).

The hearth is where the Evocation rituals must be
performed. When the Inspired decide to give IF to the
Lurinary. this must be dane in the Hearth

ON PRUDENCE ...

Inexperienced Inspired may be tempted 1o use
their Sanctuary as their headguarters. This is a mis-
take, A Sanctuary Is the residence of a Founding Lumi-
nary. The laner can be hospitable, butit is his “house”
and Luminaries penerally grow weary of the Inspired
when they are constantly present.

The Sanctuaries that have survived did so because
they were concealed from the Master of the Sham
and his puppets. The only way the Inspired can truly
protect their Sanctuary is to keep it secret. This requires
much discipling. The Inspired will have 10 be prudent
each time they visit their Luminary. Are they being fol-
lowed? Is anyone suspicious with the Troupe?

Once you have made your players understand
these fine points, they should realize that the Sanc-
tuary is not theirs and that it is not simply a néw and
more powerlul Domain! They must ake care of i
and protect it

THE HARMONIUMS

As the Sanctuary slowly awakens, four portals - one
for each Muse - appear in the hearth. The ornate doors
are decorated with the syimbals of the Muses

Eich of the suites, called harmomums, thar these

| doors lead to is subject to specific rules. They are a series

of rooms of varying size that are connected in a com
plex labyrinth around the hearth, often in defiance of
all geometrical principles.

The Awakening APT determines the number of active
portals (see the table on p. 18). The order in which the
harmoniums appear 1s important. owill affecr the way
the Sanctuary interacts with Harmundia. The Muses
who are active are the Luminary's “Godmothers”. The
first Godmother grants o any Concordists present in her
harmonium a +4 bonus o all their Magical ares rolls,
The second Godmother grants a +3 bonus, the thind
Godmaother grants a +2 bonus and the fourth Godmo
ther grants a +1 bonus: These bonuses are reduced by |
point when the Inspired are in the hearth and by 2
paints when the Inspired are within 90 yards of the

[ Sanctuary. Bevond this limit, the larmonioms no lon

ger atfect the Inspired

When the four harmoniums have been fully develo
|J=.=..’r the magic of the Sanctuary becomes as powerful
as a Hambovani Remain




But what exactly is in these harmoniums?

The Inspired will find artifacts of the given Godmo
ther - Elder Art opuses thar may allow Concordists to
rediscover powerful opuses. Non-Concordists may even
be able to become Attuned, Scanders, Shapers or Pain
ters withour the help of a mentor! Harmoniums also
contain many treasures of the Flamboyance (Picture
worlds, visions of the past, enchanted weapons, statues
thar talk, etc,) thar YOU can incorporite into your Drama.
With these objects, you can, for example, relate the past
life of the Luminary. It is important for your Inspired
to note that all the objects in the Sancruary belong to
the Luminary and not to them. The Sancruary should
absolutely not become an arsenal of powertul weapons,
These objects are a source of inspiration that the Lumi
nary can choose to lend to the Troupe to accomplish great
quests or to defend the Sancruary, These artfaces can also
help you counterbalance the power of the enemies of
your Inspired. Indeed, the Inspired can inherit special
objects from the harmoniums that were stored here by
his tormer Hame bearer(s)

The architecture of the harmoniums is pregrant with
muagic that the Luminary can control. Each harmonium
has its own style and magical effects,

i Tune Harmoniums

ROOMS IN A TUNE HARMONILM

They are spacious and full of pleasant echoes, subile
meladies, fragments of lost songs or the agreeable sound
of an instrument being tned. There are many instru-
ment workshops, storerooms full of strings, reeds and
rare wood, awaiting a crafisman to bring hundreds of
magnificent instruments to life. There are rehearsal
rooms with mansparent ceilings, comfortable chairs and
couches, and even concert halls. In other rooms, the
fmpm_-d will find numerous scores and old p.n'LIum‘nh
that still echo forgotren melodies. The layour of Tune har
meniums is generally round, spiral or star-shaped, and
it rarely respects gravity and traditional architecture
Indeed, the rooms’ primaty purpose is acoustic: some
rooms were made to carry echoes and others were made
to conduct sound harmoniously.

WHAT A TUNE HARMONIUM CONTAINS

All types of instruments are available in a Tune har
moniurm. There are musical wonders created by legen
dary Concordists, more basic instruments  for
apprentices, and even makeshift instruments thar sound
like pots and pans, which are kepr because they belon
ged o a famous hero,

There are also numerous scores, Once again, their qua
lity varies. Some are short ritornellos that are only the
signature of a dead Atuned, or clumsy scores that belon
ged 1o a young Concordist. But once in a while true
masterpieces can be found. OF course, all the texs requi-
ted to learn how o play an instrument - normally or
with Inspiration - are available

THE SYMPHONY
OF CONSCIOUSNESS

Mo one can say when this opus was created, It is
a mixture of clashing sounds, each seemingly inde-
pendent from the others. The discordant music tra-
vels from one room (o another in & Tune harmonium.
Howewer, it an Inspired akes the time 1o listen care-
fully to the musical chaos, he will realize thar there s
logic behind the appareént cacophony,

The construction of this Symphony required over
three hundred musiclans from all the instrument fanii-
lies of Tune. A side effect was the creation of an immor-
tal disembodied consciousness out of music. It is an
individual entity with reason and feelings thar has
even created an empathic languege enabling it 1o
communicate with those who will listen,

The Symphony of Consciousness has an insting-
tive knowledge of Tune thar allows it to perform any
given score. Moreower, it is one of the rare entities
capable of performing Symphonies. These Sympho-
nies have no purpose other than (o demonstrate the
greaness of Tune.

INT10 WILS CHA12 CRE 16

Skills:
Music (spe: plaving itself) 10. Tune (spe:: plaging jself) 10

MARMICAND
THE HARPSICHORDIST

When the Harpsichord family decided (o reject
Inspiration, Marmicand was protecied by a Luminary,
He immediately understood the danger of their deci-
sion and atternpted (o bring them back to their senses,
When he returned, one wear later, his intellect was
shatterad and his body was a walking wound .. In an
ultimate atternpt to save the life of their friend. the Ins-
pired created an Elder Art opus - a symphony with
harpsichords, clitérns and harps. Thanks 1o this opus,
the Inspired were able to integrate Marmicand'’s soul
with his harpsichord. To this day, Marmicand waits in
a Tune harmonium {or someone 1o save him,

His harpsichord is while with gold borders, and is
lit by many small lanterns that always burn with Mar-
micands Flame. The Concordist communicates
through music; in fact he has created an entire lan-
fuage based on music. He knows every Harpsichord
opus, & majarity of the Cittern opuses and cerlain
Harp opuses. He has sworn 1o do all he can 10 make
his faworite instrument. the harpsichord, disappear
50 its power cannot be abused. Therefore, he does not
teach anything concerning Harpsichord aside from the
basic protections against Harpsichord opuses,

In return for his Enowledge, he only wants com-
pany. Indeed, Marmicand can be particularly talbative

INTs WIL11 CHAE CRE10

Shkills:
Concord 7, Eloquence b, Language {music) 9, Music
10, Traditions (Flamboyance) 7. Tune 10




There are strange occult devices capable of recording
and replaying sounds, and auromatons that dance when
|||':"'r' hedr music and can Pln'l'r 45 ACCOMPMMENnt or even
scribe live performances into a score. In some of the most
magnificent sanctuaries, ethereal orchestras awair a
talented Inspired 1w conduct them...

«ho Shape Harmoniums

ROOMS IN A SHAPE HARMONILM

They consist of small, calm rooms, full of dust and rock
splinters, as well as abundant seocks of raw materials from
the most precious to the most common: exotic wood,
clay, gold, meteorites. unfamiliar alloys, strange powders,
plaster, bone... An ever-glowing forge awaits an Inspired
to bring the materials to life. There are also long corri-
dors with many alcoves in which stand sculprures. The
Inspired can discover Shaped sculprure gardens, or entire
villages of statues that lack only the spark of life.

WHAT A SHAPE HARMONIUM CONTAINS

Shape requires many tools, and these harmoniums can
make them appear seemingly as needed. Perhaps the
sculptors who used to work here left their most useful
toals behind...

There are a wide variety of rools: tongs, stonemason’s
harmmers, ice axes, engravers, hollow chisels, sandpa
per etc. Some of these tools are light and balanced, and
made from precious materials; others are rough and
heavy. Certain tools do not even have an identifiable use!

Finally, there are numerous machines and devices,
some of which were given a soul by black feys centuries
ago. Most of these machines simply await an Inspired
who can figure out how to use them. There are carts,
rails, pulleys, and other contraptions. The most astoun-
ding devices are wooden servants thar carry the dange-
rous materials and destroy unsuccessful opuses. In some
places, there are Shard caches hidden in speaal holes that
block the emotional emanarions,

THE GLOVES OF XIMORE

GREAT-HANDS

Two plaster hands hold up a pair of gloves made
from an unbnown metal that [ooks like silver but
never tarnishes. The gloves are light and flexible like
cloth, but are as solid as iron. Stone and metal can
be modeled like clay with these glaves.

Unquestionably, Ximore was a powerful Shaper,
but he was loo unmmotivated 1o become truly great.
It took him ten years to create these gloves, Legends
say that when Ximore finished the gloves, he laughed
heartily ai this proof of his indolence and locked
them away forever.

THE SHIELD OF STENCH

This huge shield was created by a giant Shaper.
He was fed up with seeing morals die In futile wars,
He decided to enchant his shield so that it counte-
racted their quarrelsome behavior,

The Shield of Stench Is made of stone and rin-
ged with ron, Inside. a severe face stares at the bea-
rer: on the outside, there is a realistic representation
of a scene of reconciliation between two friends.

Anyone stribing the bearer of the Shield of Stench
will break his weapon without doing any damage
his opponent. Then, thick dark smoke begins to ema-
nate from the shield. reebing of blood, burned bodies
and carrion. The smole makes all combal impossible
and the stench makes everyone nauseous, Everyone
in & 90-yard radius Is affected.

In return, the bearer of the shield must never
use it while attacking someone. Il he does, the inside
face will permanently blame him and will start to tell
all the shameful secrets of the bearers life. for the
shield Bnows whoever uses it intimately.

ke Vista Harmoniums

ROOMS IN A VISTA HARMONIUM

These harmoniums are kingdoms of light. Regardless
af the Sanctuary’s location and layout, there are always
myriad stained glass windows that cast sunlight into the
harmoniun. There are openings in the ceiling through
which the blue sky looks down an the Inspired visitors,
There is plenty of comfortable furniture - couches, stools
and chairs — allowing artists to rest before going back
to work ar their easels, Painters can use the numerous
human and seasonling models (sometimes living) that
can pose for hours without becoming tired. There are
also smaller rooms that stock many objects 1o be used
as scenery: plants, carpets, decorative weapons, beds...
The most interesting rooms are the laboratories in which
inks, pigments, paintbrushes and quill-pens can be
manufactured. Of course, the entire harmoniuim s com
pletely decorated with beauntul paintings and skerches.

WHAT A VISTA HARMONILUM CONTAINS

Though Shape harmoniums are generally better equip
ped, there are many marerials and tools available in
Vista harmoniums. Silk, hemp, jure, wood, metal and
even stone canvases are plentiful. The rooms are stuffed
with equipment gathered by many cenuries of Concor
dists. There are thousands of brushes with tips of fur
fiber and unknown materials. Some brushes only have
one hair! Aside from brushes, there are trowels, wooden
sticks, rags and just abour everything else thar can be
used to spread painton a surface

The baroque décor would not be complere withour
the numerous paintings on the walls, and sketches
lying around on scraps of paper. Many paintings are
unfinished, and they awair a Painter 1o complete the
inspiration.



Vista harmoniums contain study rooms where Fain
ters can find all they need to know concerning geome
try, portraits, nudes, still lives, color, perspective art
history, and even Pictureworlds

Finally, models wander from room ro room. These
ephemeral beings have the ability to appear and disap
pear before a Painter as needed.

THE HIDDEN PAINTING

This ugly 6-foot square ol painting of a part
stands forgoten a harmonium. It porirays a busy
fish market. with fishermen, workers. and custo-
mers... there is even a very well hidden painter, with
his hack to the viewer, painting a lighthouse. On clo-
ser inspection it can be seen that this painting has
rwenty-seven similar painters (or maybe the same
painter in different outfits) but the angle from which
he paints the lighthouse is always the same. And this
angle is the angle of the observer 10 the painting
itself. Of course, the purpose of all this Is to call
anention 1o the lighthouse, where a woman Is bis-
sing a man who is aboul to enter the building.
Through the open door, the Inspired can see (on a
highly successful Alertness roll) the same painting of
the lighthouse on the wall. This is the true painting:
a high guality Pictureworld hidden in a mediocre
painting: To enter the Picturewaorld one need only
speak the word “rwenty-seven”.

THE GREAT TAPESTRY

OF SATISFACTIONS

This huge wall hanging, over 35 feet long and 6
feet wide, portrays twenly-four seasonling couples
and a human couple. They are all completely nude
and extremely beautiful. When someone puls his
finger on a couple and says” come” in archaic Mode-
han, the chosen couple appears before the tapestry
to satisfy all of the user’s sexual fantasies, The couples
cannot do anything else. Rumors concerning this
lapestry say a satyr. driven mad from loneliness,
wore it

The truth is, as usual, quite different, A woman
created It for a satyr with whom she was in love. But
she could pot bear the satyr’s frequent infidelities. She
created the Great Tapestry of Satisfactions in a des-
perate attempt to please him..,

Ao Scansion Harmoniums

ROOMS IN A SCANSION HARMONIUM

Silence is the mrue master of these harmoniums. Whis-
pering is barely authorized, but every now and then, the
Inspired can hear ringing voices declaiming unknown
texts and practicing rhythmic recirarions

Libraries are followed by reading rooms in which res-
tful amber light always shines on just the right part of
a page. Many literary rreasures are hidden within the

endless bookshelves. There are also small parchment
manufacturing rooms from wiiich emanate odors of
old paper and precious inks. In each room and corri
dor, there are numerous tables, desks and lecterns with
rare vellums, quill-pens and multicolored inks..

WHAT A SCANSION HARMONIUM CONTAINS

Furnishings are generally minimal; the walls are una
dorned, and only writing and reading equipment is
present. Amidse this bareness, there are many treasures
of knowledge - most of the great writings since the
first written words are kept here. In addition 1o books
and parchments, there are many other types of texts
including fragile clay rablets, graffiti, tombstones, and
obelisks with scaffoldings thar enables readers to see the
text at the top. Writings in almost every i.mgl.mgr SOMe
of which come from Pictureworlds - can be found.

THE ENCYCLOPEDIA OF
POETIC PREDICTIONS

The origin of this series of texts is lost. The only
certainty is that each time a prophecy is obtained
through Scansion. a detailed description of it can be
found in this encyclopedia. Currently, the encyelope-
diia has over eight hundred tomes, containing about one
milllion predictions listed in chronological order, from
the most mundane - about weather, love and money
~1o-a detailed description of the fall of a kingdom.

The most curious detail concerning this encyclo-
pedia is the volume numbering: the books begin with
number 576, Some say the other volumes were lost, or
perhaps they were destroyed for some unfathomable
purpose. The first chapter of volume 576 is the end of
a prediction that must have begun in one of the lost
tomes, It is written i an unknown language — which
has however been translated — and relates the resulis
of a ritual that will cccur several millennia in the future,
The ritual concerns a sacrifice, the Erernals, Diurn, and
a certain “A.R."

THE LENS OF THE ANONYMOUS
LAZY PERSON

All that is known of the maker of this Ariifact is
his legendary laziness and his hatred of foreign lan-
guages. Instead of learning the numerous languages
and alphabets he needed, he used Elder Shape and
Scansion to create 8 magical instrument 1o assisi
him. He enchanted an oversized piece of silk paper
on which he wrote the word” translate” as well as all
the letters of the afphabets he knew. He then crea-
ted a lens that could translate any text as long as the
letters of the alphabet were written on the enchan-
ted paper. Unfortunately, as time passed, there were
mare and moare languages. .. Therefore, the paper had
10 be extended  Today, two chariots are required 1o
move the enchanted alphabets.




THE PORTALS

Awakening APT Number of Portals
1-2 Q
5 1
4 1
&0 2
] 2
e 3
8 3
a 7 4
L 4
"o At this level of Awabening, the Luminary can speak
% The Luminary can create visions - Dlusions. mirages or
dreams - from the past of e Inspired who hawe borne his flsmie.
1%, The Luminary is capisble of cremting new Flames,

There are dictionaries, treatises on linguistics, metrics,
rhymes, prose, grammar, and spelling. There are thousands
of novels, fairy tales, fables, biographies, autobiographies,
travelogues, poetry anthologies, religious texts and more.
In short. all the inspiration a Scander will ever need!

The Benefits of a Sanctuary

APPRENTICES

Sanctuaries can help the Inspired ro develop their
Flames at any age. Therefore, your players will certainly
want fo recruit younger Inspired in order to nurture their
Flames, This method is extremely profitable, not only for
vour Troupe or the recruirs but also for Harmundia,
which benefirs from having more Inspired around to
bring it closer to the Muses. In game terms, the Inspi-
red and their apprentices have their Aspect Experience
multipliers lowered by one point once the Sanctuary’s
Awakening APT is greater than 2 (see AGONE rulebook
p. 180). This reduction is cumultative with the “nor-
mal” reduction given by the Luminary. Moreover, the dis-
ciples are new characters that your players could use in
case their Inspired die. The only way to recruit new Ins-
pired is to be extremely lucky or to know a Flame Giver
or another representative of the Decan Council. Unless
the Sancruary is capable of creating new Flames...

NEw FLAMES

As the Sanctuary grows more powerful, the Troupe will
be able ro welcome Dullen and give them Flames. Fully
awakened Sanctuaries are capable of creating new Flames
through a long and painful process for the Luminary and
the Troupe, Creating a Flame requires certain conditions:
» The Awakening APT must be 10,

# The future Inspired must be innocent (a factor of age);
the age of innocence depends on the race of the future
Inspired. It must be before puberty, but the body and
the mind of the child must be developed enough to

survive the trauma of Inspiration. For an human child,

itis between 7 and 10 years old. For seasonlings. adjust

the age depending of their life expecrancy
 The members of the Troupe must spend a rotal of 30 I
® The Evocation ritual must take place with the future

Inspired at the same time as the IP payment.

The Dull becomes an Inspired, and the Troupe must
train him and cope with the problems inherent in the
situation. Should they give the child back ro his parents?
If not, what should [hey say to the parents?

Dangers

DULLEN

The majority of Dullen do not fully comprehend Ins
piration and Concord. They may have an abstract unders
tanding of these concepts but do nor understand them
innately as Inspired do. Therefore, they can easily be
manipulared and turned by the foes of Harmundia. This
conflict manifests itself in some Dullen, who begin 1o
hunt Luminaries for pleasure; others consider Sanctua-
ries potential mreasure caches o plunder.

THE DARKEN

The Darken is not Harmundia's true enemy, but it views
Sancruaries as shelters for Glimmers and other servants
of Diurn. Demons loathe Sanctuaries because no demon
can bear the presence of a Luminary’s Flame, even if it is
still slumbering, The Hame affects demons as fire would,
with a POT equal to the Flame score (see AGONE, p. 243).

THE MAsQuUE

The Masque’s minions relentlessly seek Sanctuaries
to destroy, This hidden threat is the greatest danger
facing Sanctuaries

Other Sanctuarices

Diring your Troupe’s first Dramas, the Inspired will
not have a Sancruary; they will have to find one during
their adventures. One day, the Sancruary will have ful
filled its durties and one or several !nspin’{.f will be capable
of ranscending their mortal flesh to become Lumina
ries, Perhaps even a Founding Luminaries... The choice
is yours, Eminence.

When an Inspired develops his Hame 1o level 10 he
becomes a Luminary. If he is a Founding Luminary, he
will have an Awakening APT of 10. The First Godmother
will be determined by the highest Magical Art skill (Tune
Shape, Scansion or Vista), the Second Godmother will
be determined by the second highest. and so on. If two
skills are equal. the player can make the choice.



SANCTUARY
CREATION

As Eminence Grise, you
must dererming the
nature of the Founding
Luminary your Troupe
encounters. Below are
some guidelines, depen
dingon the power of the
given Luminary, to help
you develop the ammos
phere of your Dramas
Keep in mind thar your
Inspired may, one day
become Luminares.

I. Choose the level
of Awakening

Confined Luminary:
The Sanctuary barely exists

only the hearth can be
found. The Inspired will
have to accomplish many
adventures and quests
throughout Harmundia
i order to gam enough IP
to develop this Sancruary
and their Flames, The
Awakening APT of these
Luminaries is 2. Such
Sanctuaries will infuse
your Dramas with an
armaosphere of darkness,
for there seems o be very litde hope for your Inspired or
for Harmundia.

Sleeping Luminary: The Sanctuary is barely develo
ped. The Inspired will soon have quests that extend beyond
the confines of their Domain and even their kingdom
These Luminaries have an Awakening APT of 4.

Discreet Luminary: The Luminary is able to support
the Inspired, though they must sacrifice IP in order to
obrain long-term results. These Luminaries have an Awa-
kening AFT of &

Active Luminary: The Luminary has been waiting for

the Inspired ro take up Its struggle against the Darken |

and the Masgue. It could become an efficient head
quarters if the Inspived respect and protect it These
Luminaries have an Aw,lk{'niug APT of 8.

2. Choose the personality of the Luminary
See 'Personality’ above.

3. Determine the site

Mineral Sancruaries: These Sanctuaries are built on
lofty creses, snow-white slopes, or underground caverns.
They are well hidden and secure. Unformunarely, draa
ken are fond of such locales

Plant Sanctuaries: Built atop trees, hidden under
roors, or even inside a hollow mee, these Sanctuaries are
astonishing. Their origin is often -i.-'-.|~:..1|1h|1g_ thus their
main Godmaorher is frequently Nuence because of her
bond with Vista. These Sanctuaries were generally foun
ded by Luminaries who were supported by Fame Givers
ar members of the Decan Coungil

Man-made Sanctuaries: Certain Luminaries foun
ded Sancruaries in the ciries and villages of Harmundia
Sorne even enchanted entire neighborhoods. These Sanc
tuaries are often founded by Luminaries who feel close
to humans, spriggans and dwarves. Such Sanctuaries
are canstantly threatened by the Masque who can easily
manipulate the Dullen who live nearby,

Sanctuaries in Remains: Some Luminaries
rally fully awakened

- gene-
have settled in Hlamboyani
Remains, These rare Sanctuaries are extremely pre
cious for Inspired because they contain much valuable
informarion. They are difficult 1o protect because of
their dual nature (but are more able to protect them
selves). Such Sancruaries are the ultimare discovery
for an inexperienced Troupe. because they have so
ANy amazing powers,




Esoferic

rchifecture

HITRINCE,

Esoteric architecture is abundant f;:raugfmrlt Har-
H‘Ilmslrflﬂ- JraJJ'f?‘-.’fﬁ‘i'-F, ;.MIJ'::L'EE mm‘r Harors I.Ir.-.:r

ignare the rules of classical architecture are common.

Overview

"Nao other civilization has understood the proper use of
niagic in architectire. There is no need for rooms o move
at random or for the interior to be larger than the exte
rior of the strucnure; the building's miraculous stability and
solidity is where the magic should be focused. Take rwo
stones, Lay one of them on top of the other, How long will
they stay in thar position? Now behold buildings thar were
built before the Flamboyance and are still standing. Behold
the many mountains rhat have crumbled away into abli-
vion. Here is the mrue magic of archirecture The rest are
nonsense — simplistic, self-indulgenr construcrions.”

— Master architect Grondard the Stern
fram “ntroduction ro the Way of the Square”

The purpose of esoteric architecture is to create and
produce miracles. A palace nestled on a crest that resists
time even as the mountain iself slowly erodes, a castle
with towers so high and delicate thart they defy gravity,
ingenious traps that continue to guard an ancient romb
after eans... all these possibilities are within the sphere
of this art,

The Square has made construction an art form by
incorporating magic practices that enable these miracles.

Esoteric architecture, like many other magic practices,
suffers from difficulties due to the increasing scarcity of
Shard. However, the members of the Square have over-
come rtheir obsracles, and carry on its precepts in secret.

HisTORY

Legends state thar the dwarves discovered the firse
Sanctuary. A peculiar Luminary lived there. who refu
sed to return to the Spiritcore. The Luminary was upset
that his hiding place had been discovered. so he com
manded the dwarves to keep the secret of his Sanctuary
and o accomplish a feat in his name. Since the dwarves
were already famous for their architectural knowledge,
he asked them o come up with plans for a palace wor
thy of his greamess. He would build it and, in payment
for their efforts, if the construction was successful, would
explain irs secrers 1o them

The plans the dwarves handed to the Luminary were
so extraordinary that he had to use a large amount of
his power in order to actually build the palace. The
dwarven architects decided to creare an order thar would
preserve the secrers they had discovered
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This is how the Square was formed. s furure was
promising, and soon the buildings that bore its mark
became more solid, graceful and grand than any others.
The fame of the order soon became known to the other
races. The enlightened age of the Hamboyance welcomed
the miracles the Square created. Magic was widespread

and the esoteric architects could concretize even the |

strangest and most absurd imaginings.

Then came the Eclipse. Esoteric architecture suffered
more than any other magical practice. Their contracts,
some of which had been signed years before. could no
longer be honored. Many architects went bankrupt and
looked to the order to pay the huge sums that had o
be reimbursed.

surprisingly. after due reflection. the Square agreed
to pay, and the order shared the copious riches it had
gathered through the centuries.

In the meantime, the architects began to search for a
way 1o regain at least a part of their past influence. They
achieved this through three different approaches: clas
sic architecture, Shard enchantment and the dark art.

THE SANCTUARY OF ORIGINS

Dwarves are discreel, somelimes even secretive,
people. They are paranoid about protecting the
palace of the Luminary who gave them the secrets
of esoteric architecture. Very little is known of this
Sanctuary - neither the location of the palace. nor
its appearance, nor even the Luminarys name, The
one recurring story regarding these secrets is that
once someone is said to have sold some information
about the place. Tht dwarves caught the traitor, puni-
shed him and execuled him, along with all those
who knew anything related 1o the Sanctuary. Thus,
the treason is gs secret as the Sanctuary irself.

THe THREE MODERN PRACTICES

& Classic Architecture

Certain masters of the Square decided ro compen
sate for their lost influence by increasing their non-
magical knowledge. mny:qmmh they perfected many
techniques 1o erect buildings rivaling rthose created
before the Edlipse. but without supernatural features. This
movement helped rehabilitate the Square’s reputation,
Many clients even believed magic had remurned, and
their inheritors still consider the buildings magical.
Actually, they are just exceprionally well construcred -
and well marketed - edifices. The Square has never been
modest, and sees to need o dispel the perception that
magic is involved,

Ar the present fime, master architects of the Square
continue o St‘f_‘k new El."l'l1l'l|4.!|l.|£"§ o SL}E'I.I'E Jrl'i1i[l“'l'1UrJ|
conundrums. This type of research is firmly supported
by the order, and is almost certainly the foundation for
the future of architecture. esoreric or otherwise.
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<& Shard Enchantment
| After several decades of research, the Square finally dis
| covered that they could enchant a building 1 with Shard,

Unforrunately, this method is extremely expensive and
| complex, so it is not especially promising. Shard cannot
reproduce the incredible magical effects of the Flam
boyance. Moreover, Shard is a very rare substance, and
large quantities are required for even the simillest buil
dings. Finally. advancements in classic architecture have
limited the need for Shard enchantment. Due to the
rarity of Shard, the architects of the Square use physi-
cal solutions as much as possible, and the precious mate-
rial is only used for the most demanding architectural
problems. The Square has been know to recycle frag-
ments of buildings from the Hamboyance in order 1o
erect new enchanted constructions.

o The Dark Art
Some more audacious architects discovered that demo-
notegy could also benefit esoreric architecture. Certiin
| demons can accomplish lost rituals: others can become
incarnate in a building, bringing it to lite. The archi
tects devised constructions that cast complex shadows
from which major demons, such as obsidians, could
appear. The Square (ever pragmatic) discreetly took over
this movement so it would not fall under the influence
of the demans. It is today an official branch of esoreric
archirecture thar requires the architect 1o use the powers
of the Darken withour being darkened themselves - an
extrerniely dangerous art indeed. Demonologists often
seek ourt these constructions, which facilitate their work.
As dwarves detest the Masque. and as he does not pro-
vide any advantages to architects, practitioners of the dark
art are not drawn 1o the Master of the Sham. Sull, the
Masque has been known to corrupt members of the
Square in order to play his nasty tricks.

LEGACIES OF THE FLAMBOYANCE

The surviving esoteric constructions that were not
built by the Square in ancient times are mainly Remains.
The Square has maintained and protected these buildings,
though they often predate its existence, For example, the
Thousand Towers have lasted for fifteen centuries unal-
tered despite the numerous scoundrels that have atemp
ted o modify them, redecorate them, or even o open
NEW eNryways,

The uni_\.' consistent feature of all Remains is their soli
dity. Enchanted buildings seem indestructible, but even
4 Remain can collapse under titanic efforts.

Each Remain has its own characteristics. In some,
rooms change place at random. others are never dirty
or dusty, others have an entrance only for certain people,

| and so on, See p. 9 for more details,




The Order of the Square

LAWS AND SANCTIONS

YOU SHALL HELP OTHER MEMBERS
OF THE SQUARE, ESPECIALLY DWARVES.
Refusing ro assist a member of the Square
is punished by the law of equal remibu-
tion. For example, if the member is killed
the law-breaker receives the death penalty
if he lost a certain amount of money, a fine
of the exact same amount must be paid
The punishment for not helping a dwarf
varies greatly depending on the mood of
the Keeper of the Laws, from basic physi
cal punishment (usually whipping) to the
dismissal from the order

YOU SHALL HONOR YOUR CONTRACTS,

The punishment for nor honoring a
contract is dismissal (if the consequences
were minor) or death.

YOU SHALL NOT COPY THE SEAL OF
ANOTHER MEMBER AND YOU SHALL ONLY
USE YOUR SEAL IF THE INTERESTS OF THE
SQUARE OR YOUR OWN LIFE ARE AT STAKE.
The punishment for breaking this law is always
the death penalty.

YOU SHALL SERVE THE ORDER, NOT THE OPPOSITE.
The punishment for misappropriating the means of
the order for one’s own profit is dismissal (in the best
case) or, after the money has been reimbursed, death,

YOU SHALL KEEF THE SECRETS OF THE ORDER.
The punishment for revealing a secret of the order is
the execurion of the renegade, his family and his friends

Dismissal from the Square not only means that
the member no longer belongs to the order, but also
that he is no longer considered to be a human or
seasonling by the order. He is an unpleasant animal

that can be wounded, tortured or put to death without
any consegquences.

MEANS

The Square has vast financial and human resources,
The order can easily gather a force of one hundred
dwarves or lend 10,000 GF to one of its members, In
urgent situarions, the Square can gather mages, 500
dwarves and 50,000 to 100,000 GF. In a major crisis, the
order can also gather Inspired (the current representa-
tive of the dwarves to the Decan Council is also a high-
ranking member of the Square)



The Square has teachers for every skill related o archi
recture (Shape, Concord, Demonology, Sculprure, Intrigue,
Stewardship, Etiquerte, Weapons. Alerimess, etc.), These
teachers are highly knowledgeable (the masters have ar
least 7 in the relevant Atiribure and ar least 8 in the rele
vant skill. Some specialists have 10s and 11s),

The order keeps many Relics and Remains thar it some-
times lends to its members (for extremely short periods)
when they need them. Ir can mobilize and rally all is
resources in order to protect one of its members, or
anybody else who it decides is important. Among other
things, the order can arrange false deaths, identity changes
and even set up shelters so secure that the Masque him
self cannot find them..

ENDS

The only objectives of the Square are building, and pro
tecting those who build. Above all else, it safeguards irs
own institutions because the protection of all its mem-
bers takes precedence over the protection of one of its
members. Occasionally, it offers its services to others in
the building profession, even if they are not (and will
never be) members of the order. Finally, the Square is
an important defender of knowledge, regularly sponso
ring scholars (of any science or art), building libraries,
promoting museums, etc. Though the inner circle of the
order only consists of dwarves, non-dwarves can become
associate members,

THE SEAL OF

THE ARCHITECT

The members of the Order respecr one thing
more than all else: their seals. Each member has his
own seal, which is mare or less well-known depen-
ding on the works it has been engraved into. Copying
the Seal of another architect Is a capital Crime.

The origin of the seal is extremely ancient. howe-
ver its use [s as as ever. The seal is the final
touch on & building, Not only is it the architect’s
signature but also the headstone for enchantments,
The seal activates the supernatural capabilities of a
building, its traps and machinery. There is a short but
obscure ceremony for seal engraving.

Finally — and this Is a jealously kept secret - the
seals are all made from a shared template. Applying
one’s own seal on top of the mark left by another
architect disarms the traps, dispels the enchantments
and allows access 1o secret passageways. These “keys”
permit anyg member of the order 1o enter Sguare
buildings.
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ORGANIZATION

The Square is organized into two distincr groups:
architects and keepers. The archirects are the public
mermbers of the order: hewers, masons, glassmakers and
toremen. The keepers are the hidden ones, in charge of
the organization of the Square: accountants, guards,
master F.'K'I.’F'IET\'. elc.

& Architects

There is an informal hierarchy among the archirecrs,
enforced by the foreman who can choose to use it or
not, or even modify it Excepr during the actual conserue
tion, all architects - from the lowliest mason to the
greatest master blacksmith - are considered equal. They
have the same rights and duries. However, in a construc-
tion zone, the situation is completely different. The
Square determines the importance of individuals based
on the importance of their tasks.

« At the top of the hierarchy is the foreman. He is the
architect who has created the plans for the building.
He oversees all the stages of the construction and
supervises the work of the artisans, He can dismiss
any worker, order rebuilding, rejecr the work of an
artisan, etc. The only people who can overrule him
are the masters, and only in cerrain cases (if, for
example, the foreman issued orders that were impos-
sible to fulfill}, A foreman can also call upon the Kee-
pers of the Laws if the building yard is threatened.

+ Next there are the master artisans. They are divi-
ded into four groups, Master hewers are responsible
for the extraction, and judging the quality and the
hewing of the stone. Master carpenters are in charge
of the selecting and judging the quality of the wood,
and of all the carpentry. Master glassmakers are in
charge of all glasswork, from ordinary panes to huge
stained glass windows. Finally, Masrer blacksmiths
are in charge of metalwork, from simple nails 1o
imaginarive ironworks and mechanisms. In theory,
the Master blacksmirh has the highest status among
the master artisans, But. once again, his position
depends on the amount of work he hias to do on a
given project. Master artisans can dismiss any mem-
ber of their ream, and they can also inform the fore-
man of the impossibility of achieving a part of the
work. In such cases, the master must call upon the
Keepers of the Laws to find a solution. Master arti-
sans can also call upon them if they consider their
workers or themselves in danger.

At the bottom of the hierarchy are the journeymen.
Artisans and simple workers, they are all conside-
red equal, though there can be tensions because
certain artisans deem themselves superior to others.
The only mark of status between journeymen is
their experience, specifically the number and the
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impaortance of the buildings they have previously

worked on. The more experienced they are, the more |

they are respected. Journeymen do not have the
power to make important decisions about their
project, but their master must support them and
defend them, calling upon the Keepers of the Laws
if there is litigation

o The Keepers
The keepers are members of the Square who keep the
secrers of the order. There are four types of keepers:

# The Keepers of the Laws are the most common. Not
only do they organize the laws that rule the order, but
they must also make the rest of the order respect
these laws. They are legislarors, custodians of rraditons
and even soldiers. They are also in charge of protec
ting the members of the Square, providing body
guards, armed escorts, or soldiers depending on the
siruarion. But above all they are the supreme autho
rity of justice when the dedisions of foremen or of mas
ter artisans are contested. The Keepers of the Laws
are organized based on their experience:

* Recruits, the youngest, are generally soldiers or
members of the militia.
= Veterans, with at least five years of experience, can
hope to command a small unit or serve as bodyguards
for members of the order,
* Ancients, the most experienced Keepers of the Laws,
are at the head of large units or can become judges
for internal affairs

These offices are never permanent; indeed, each
time a construction is ended, the supervisor’s duties
are relieved until the next building,

The Keepers of the Tréasure are slightly less nume
rous than the Keepers of the Laws. Everything thar
concerns finances is their respansibility. They are not
only accountants, but also bankers and debr-collectors.
Their duty is to manage and administer the order’s
huge sums of money. They are also in charge of dis-
tributing the necessary funds for every project,
obraining payments from clients and resolving finan-
cial misappropriations. There are different levels of
Keepers of the Treasure, depending on merit - the
more significant the cases they have handled, the
higher their status,

* The lowest-level Keepers of the Treasure are the
controllers: these members spend most of their time
learning the ropes and awaiting an important case that
will allow them to advance to a superior status.

* Then there are the inspectors, who are in charge of
virtually everything: audits, threatening or torruring
debtors, erc, They are detectives, assassins, soldiers
and judges who can deal with any situation. These spies
are always lying in wait for a new case. They have pro-
ven themselves effective even in cases that don't
concern finances

» At the top of the financial hierarchy are the vigilants.
Only the most loyal and efficient inspectors can hope
to artain this office one day. They are in charge of the
inspectors, dispatching cases and keeping tabs on them,

+ The master keepers are the elite of the Square. They
are in charge of research. Whether working alone or
in teams, they are always ready w rackle the major
concerns of the order. They get involved in cases when
a foreman or a master artisan is faced with an inso-
luble problem, and they have a knack for heading off
trouble before it even occurs. They are curious and
extremely intelligent. Their second duty is ro teach
the foremen their findings, There is no hierarchy
among the master keepers; each of them is indepen
dent. Their only obligation is to notify the Square
when they make a discovery.

+ The Keepers of Secrets are few in number, and play
no active role in the Square. Their only duty is to know
and keep the most important secrers of the order. The
first of these secrets is the location of the Sancruary
of Origins, which gave birth to the Square. They know
other d angerous information, including the names of
Shard rraffickers, the most sensitive projects under-
way in each Realm. and the secrets behind powerful
l!ulldmg methods. They have three rights:

* Flecting a new Keeper of Secrets when one of them
dies.

* Deciding if a secret can be revealed ro another mem

ber of the Square. (This group always includes one Attu

ned of the Cittern who can make someone forger a
secret that he should nor know.)

* Rallying the Keepers of the Laws and the Keepers
of the Treasure o eliminare someone who knows oo
much. In such cases, anyone even suspected of kno

wing secret informarion must be slain, as well as their
friends and family.

PLAYING A MEMBER OF THE SQUARE

First of all, the player must decide which branch of
the Square his character belongs ro: Architect or Keeper?
Then, the player must choose his Office (detailed in the
table below). Though difficulr, it is possible for mem-
bers of other races to become journeymen and even
master artisans. However, only dwarves can become
foremen or keepers. .

There is one common trait among all members of the
Sé.iuure: curiosity. They always keep an eye out for new
ideas.




OFFICES INSIDE THE SQUARE

Office Requirements Cost of the Asset
Journeyman none 1
Master Artisan Craft 8; Concord (spe.: esoteric architecture) 8 4
Foreman Concord (spe.: esoteric architecture) 8 3
Keeper of the Laws Weapon 7: Law (spe.: Square) 8 2
Keeper of the Treasure Stewardship 7: Intrigue {spe.: Square) g
Master Keeper Concord {spe.: esoteric architecture) 8 5
classical architecture (classic architecture and/or Shard enchantment)
Master Keeper~ Concord {spe.: esoteric architecture) 7; g
dark arts Demonology 7 (dark art)
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Assets md Faults

FAULT: DISMISSED FROM THE ORDER
(3, DWARVES ONLY)

You did something that brought the wrath of the lea
ders of the Square upon you. Perhaps you ignored their
warnings and caused many difficulties for the commu-
nity. Perhaps you embezzled funds from the order. Or
perhaps you used another member’s seal. Only a major
crime can lead to such a punishment. Your previous
works o longer bear your Seal and your former brethren
despise you.

ASSET: WELL-REGARDED BY THE ORDER
(1, DWARVES ONLY)

You are a very promising member. The order takes
good care of you, and funds your work. You never have
to seek our reachers. They find you first!

ASSET: CORE MEMBER OF THE SQUARE
(VARIABLE, DWARVES ONLY)

You are a member of the order and therefore you have

the following advantages: the assistance of the order, free |

board and lodging in every city where the Square is pre-

sent, and your personal seal, which enables you to disarm |

traps and mechanisms in buildings erected by the Square
You are aware of numerous secret passages and hidden
doors in the buildings you helped bunld. 1f you spend |
Fortune point, the EG must inform you of the specifica
tions of a Square building. (Depending on your office in
the order, some information may be restricted, even o
a master, and some may have been lost centuries ago)

A;ssr: ASSOCIATE OF THE SQUARE
(2)

You have already helped the order, and perhaps wor
ked as a journeyman on some projects. However, you
are not a part of the dwarven inner circle. In return, the
Square grants you irs protection - ivwill help you when
you are in need and offer you free board and lodging in
EVETY I.II_'!.I' 'ﬂ-‘ll.:‘l't‘ ll'!i.‘ I\-l-|.|l.l.'|l'|:" 15 present

AsSET: DEMON ARCHITECT
(2, DWARVES ONLY)

You know a demon that is fond of architecoure. In
return for accurare advice, it only asks to participate in
your architectural projects. Moreover. it can take up
residence in a house you specify and make it extremely
terrifying or incredibly comfortable. You must be an
lnvoker to benefit from this asser, or at least have a
score in the Demonology skill {(in which case, the demon
must be Invoked by someone else).




HIRenC,

Ae you know, madern magic was born ..?'urin:_: the
Ec.'l:fpsu. Shard is the p.lr!y.:iﬁr.'r_f-.'-r.u: and the purg
mr.i::u'c:r.lr e5Senoe |.1_.|". the Eternals, and is the core ”."I
this magic. But do Lo know the _.IrJ.ar:n:l'l.mr.r.ln'.:ll'I
principle apphied to the use of magic? “Nothing is
created ar girﬂﬂrny..‘a{ Et-urg;.f.lru'u:; is !mu.:_;";\rm..' )
Al Shard was created Juriu.:-_? the .|r_".'|'l.l'ps..r. and

that same amount a_.l"- Shard is still present .f.\a";:!r.

It never Jj'sqpp.::rre: and it never 5pr-uhm.'.'ur.—tj'l.l,a

appears. [t nr.*r.."l'fe_; r.:'ryr#ﬂs H;:cl? in many diffe

4' ~y rent forms.
Traces of Shard

Tb c Sh a r d Here are the main sources of Shard:

» Dancers: the skeletons of these small creatures are com
posed of pure Shard, which generates the sparks that
enable Ascendancy. The sparks are not made of Shard
they are only emanations of its power.

+ Remains and Relics: these are the best examples of
the crystallization of magic during the Edlipse. Fmao
ticnal vibrations are extremely strong in these objects
and sites, and these vibrations are the source of their
power, Remains and Relics are not merely enchanted
objects. rather they are objects composed of magic.

# Pictureworlds and Ergastula: these two Elder Are crea
tions are far more complex than simple artifacts. Unlike
the latter, Pictureworlds and Ergastula contain small
quanrities of Shard that activate their incredible powers.

# Esoteric Architecture: certain esoteric buildings
contain Shard, but they are extremely rare

+ Nature: in certain p!;u es, mugiml ACTIVIly was 50
intense thar large quantities of Shard were freed
without being recycled spontaneously. In these areas,
a thin deposit of Shard can become crystallized in an
object. When the Shard is collected in a plant or an
animal. conflict can occur berween the emonions of
the Shard and the life form. Sometimes this pheno-
menon produces unique and outlandish creatures,

Alchemists

Some extremely bright people had the idea of brea-
king the nawural cycle of the Shard in order to obrain
fragments of it to use at will. The Alchemists Guild was
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created for this purpose. These scholars came from eve

rywhere - mages, Inspired and even Dullen in search of
power. Soon the Dullen took over the reins of the orga-
nization. The group is now mainly composed of contrac

tors who work for the Cipher-sorcerer and other, more
secret, clients.

Alchemists can extract the Shard from any object (with
a DIF that depends on its origin). This is a secret skill
that is only taught to the members of the guild. Tech
nically, it is a specialization of the Concord Skill that can
only be learned from the Alchemists

In order to perceive the Shard in an object or a living
being, the Alchemist should use the Shard perceprion
rules on p.188 of the AGONE rulebook. However, their |
specialization enables them to perceive any Shard Value,
even less than 2

In order to extract Shard once it has been perceived,
the Alchemist must succeed ina (CRE + WIL)/2 +
Concord roll against a DIF equal to the Value of the
Shard x 5 (+5if the Shard is inside a living creature). It
is impossible to extract Shard from a Dancer.

If the roll is successful, the Alchemist can extract a frag
ment of Shard to use as he will. The most common use
is for mage gems. The Alchemists are in charge of crea
ting these precious objects for the Cipher-sorcerer, set
ting them within flesh withour danger (especially
emotional addiction). There are many other uses of
Shard, and the researchers in the Cipher-sorcerer deve- |
lop new ideas every day. |

The Square is the second main a client of the Alche-
mists. The architects need large quantities of Shard in
order ta enchant their buildings.

Shard Addiction

The intense emotions in Shard affect all surrounding
beings. Those who spend extended nime near one source
of Shard are subject to emotional addicrion. When the
Value of the Shard is greater than 2, there is potential
for addiction. If the owner of a Relic carries it more than
8 hours per day, or someone lives in a Remain for a
month, he must make an addiction roll (WIL = Concord
against DIF Value of the Shard x 3). If he succeeds, he
is not affected. Buc if the roll is a failure, he develops
an addiction to the object. He needs its presence and
feels deep empathy with the emotions that it radiates:
Such an addiction becomes problemaric when he must
part with the object...

One can only develop Emotional addiction to one
source of Shard. Books Two and Three will explain how
this addiction is viewed by mages and Concordists,

Note: This rule also applies to Dancers, which are crea-
mures with a Shard Value of 5. A mage must wnake an addic-
tion roll every month if he spends toa wuch time widd his
Dancer. This explains the extreme artachment cevtain mages
develop to their Dancers,




tifacts can be exceptionally powerful objects, bur they
all share one shortcoming. Unlike Relics, which contain
a fragment of Shard, artifacs” fundamental matter is
devoid of magic. These objects generate their effects
through enchantments, the talents of their creators and
the Flame of their possessors. Artifacts are strongly
bound to the Magical Arts, especially Shape, which is
frequently used in their creation. The crearion of rhese
abjects is a legacy of the Elder Arts that has survived to
the present time thanks to the popularity and simpli
fication of the techniques. Today, artifacts are less power
ful because of these simplified methods and because of
the scarcity of Flames.

Artifacts are an integral part of the magic of Har
mundia and they are the sources of numerous legends
spread by rroubadours throughour the Twilight Realms

&T tﬁﬂ C f,' 5 Artifact Wse

In order to use an artifact, the Inspired must first
understand how it functions. There are two fundamental
rules concerning artifact use:

# The possessor must have a Flame (or a dark Flame)

# Dullen can feel whether an object is or is not an arti
fact, and can even gain a rough understanding of irs
powers, but are be unable 1o use ir.

THE FeLT

The felt is the feeling an artifact imprints on the beings
that surround it. When people (Inspived or Dull) or
animals are near an artifact, they can be affecred by the
emissions radiated by the object, and even feel the emis
sion in their dreams,

Any person in contact with an artifact should roll PER
+ Concord against DIF 20. This roll can be attempred as
soon as the artifact has been noticed, or once the per
son is within a 3-yard range of the object.

If the roll is successful, the person will have a vision
during his dreams thar same night. If the SM of the roll
is greater than 5, the person immediately falls asleep and
is affecred by the vision. The EG must determine the
nature of the arrifact and irs abilities in order 1o relate
the appropriate dream.

Unlike direct artifact use, this interaction with an arri-
fact can happen to anyone (Dull or Inspired); in fact. some
of the most erudite artifact specialists are Dullen (often
mages) who are baffled as to why others (Inspired) can
use the objects while they cannot.

The felr can provide much information depending on
the SM cbtained (see the rable below). Once the secrets
of the object’s powers have been discovered, an Inspi
red can artempt to use them. A Dull will be fascinared
by the object withour being able to actually use it



FELT INFORMATION

SM Information

1] The character knows what the
artifact looks like, even if he has
not seen it

o2 The felt vaguely hints at the
effect(s) of the artifact,

o4 The character knows how 1o use

_the artifact.

s and more  The felt is perfectly clear and
completely reveals the nature of
the artifact.

ARTIFACTS AND FLAMES

Only Inqpin_'d can use and create artifacts because, as
these objects are not composed of Shard, a Flame is
required to acnivate their magic. Unfortunately for Ins-
pired, dark Flames can also activate artifacts.

Two methods exist to bond a Hame to an artifact:

v Enchantment

This methad is the more difficult to use, bur also the
more effective. It consists of finding an enchanted ani-
mal (see The Bestiary) and using its Shrine in order to
enchant the artifact and harmonize it with its posses-
sor, To do so, the character must succeed in a CHA +
Concord + fele SM roll (restrictive: the Shrine score of
the animal) against DIF 10. If he succeeds, the artifact
is bonded with the characrer, who can then use its
powers. If the roll is a failure, the character will have to
try again with another animal. If the roll is a fumble,
the character will never be able to use the object (even
with the harmonization method).

Though this method is effective, it is nearly impossible
to carry out because of the scarcity of enchanted ani
mals and because of their nnru‘oruplr.ﬂlt nature. There
fore, Inspired will typically need to use the harmonization
method to bond with an artifacr.

«&> Harmonization

Harmonization consists of atempring o go beyond
the felr vision in a new dream or a trance. This isswhat
Concordists call the “kingly path™; it harmaonizes the cha-
racter with the artifact. Though this method requires no
ourtside resources, it is far more difficult to accomplish

In order to harmonize with the artifact, the Inspired
must succeed ina CHA + Concord = felt M against DIF
20. If he fails, the Inspired will have to wait one month
before trying again. If the roll is a fumble, the Inspired
will never be able to use the artifact (even with the
enchanument merhod)
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Creating an Artifact

The creation of an artifact begins with a dream, which
any “artisan” of Shape can have. The dream represenis
a desire for an ideal. Imagination leads the dream to esta-
blish a connection between the artifactand Harmundia,

THE DREAM

There are two schools of thoughr amoeng Shapers
who create artifacts: those who think that the dream
is the creative source, and those who consider the sha-
ping of the dream more important than the dream
itself. Both approaches are successful, for the dream and
the shaping together are fundamental elements of arti
fact creanion,

The dream is purely theoretical. The Concordist deter
mines the form and the physical state of the artifact, i
plan, its material, its specifications and its powers. This
is the artistic part of the task. If the Concordist is not
inspired, nothing will happen.

In order for the dream to marerialize, the Concordist
must succeed in a CRE + Concord (restrictive: Shape) roll
against DIF 25. The Concordist can attempt this roll once
per month. A fumble means that the dream will never
materialize. Fortunately for Concordists, artifacts can-
not have random effects; either the artifact is the result
of the Concordist’s dream or nothing happens, Once
again, there are two theories. The first argues that for-
tune is the source of the dream and thar the Concor-
dist simply reproduces this gift of the Muses. The other
theory says that the Concordist himself is the source of
the dream. The precise truth is unimportant. Techni
cally. the EG can whisper the dream to the player or the
latter can improvise his own dream. The choice depends
on the atmosphere of the story.

THE WORKPLACE

The first challenge in artifact creation is finding the
right place to work. At the present time; the only safe
places are Sanctuaries; they are some of the rare sires
where the influence of the Muses is still present through
the Luminary's Flane. The difficulty in artifact creation
is due ro the fact that the Muses themselves are not
present (or only faintly). The Inspired must counterba-
lance their absence with talent.

<& Sculpting

This is the most difficule part of artifact creation. It
consists of giving an emotion ph_ysi;.‘li form. Ir can take
a leng rime to obrain the right form.

The artifact builder must succeed in a CRE + Shape roll
against DIF 25. The skill thar would normally be used 1o
create the object is the restrictive (for example; the skill
Crafts: weaver could limir the sculpting of a tapestry).
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Sculpring requires ar least 3 months of hard work (it is
impossible to engage in other activities at the same time) DELEGATING THE SCULPTING
and sufficient raw marerials. Whatever the outcome, the
niterials are used up in the process.

In case of a failure or a fumble, nothing will happen It is possible for an Inspired o conceive an arti-
except for much wasted time and resources tact and then hand the work over to a Shaper. Todo
53, the teo individuals must harmonize the felt in one

o collective dream: the e i
s Hnrnmmzmg am: the Inspired must succeed in a

There ic isine bick. Tt - - EHA + Concord roll {restrictive: Shape) against DIF
h _ 15 ne gomg bac 1€ ar ”-“_[ NOW receves 11s 15 and the Shaper must succeed in a PER + Concord
powers, as well as the conditions of irs use roll {restrictive: Shape) against DIF 0. If both rolls
Ihe sculpted object is granted all of the capabilities | 8re successiul. the Concordist can then use the fels
that were determined during the dream, There is no of the [nspired to create the arfifact. If one of the rolls
changing your mind after the realization. The felt is eter fails, the rolls can he attempted again the Igilcrwinq
manth. If the Inspired rolls a fumble, he will never

be able o conwvey this felt to another., If the Concor-

_ e : dist fumbles, the Inspired will have to find another
gest. Each power requires a successful CRE + Shape roll | Shaper to create the artilact.

against DIF 20 (see the table below for modifiers). Each
roll, successful or not, corresponds o one month of
work. If the roll is a fumble, see the ‘Occulr Catastrophes” | o Artifact Creation Example

nally imprinted on the memory of the Inspired
This is the easiest part of the process but also the lon

chart (AGONE rulebook, p.154). Narhariel is a dwarf a member of the Square and a Sha
It even a ."-II’Ig'U roll is a failure, the entire process must | per. His artribures are; CRE 9, Concond 9, S.I'l.rp:‘ & and he
be started over again, has a Saul bonus of +5. He decides o forge an animared

armor that can fighr its owner's eneties independently.

He begins by dreaming up the plans. His Base is 22: (RE
FORM AND STATE # Shape (which restricts his Concord) + Soul bowus. He
abirains a 2, a failure. He will liave to wait one month
" before star e : ot dgdi
Every artifact has its own form: the physical | 00" S1arfig M€ process over again

aspects of the object. The form of an artifact can be Ome month larer, he obraing @ 9 on his roll for a rotal
chosen from any work of art and can be extremely | 2 31, @ stccessful dreant.

wvaried. Among other things, anifacts can be paintings, Nathaniel then begins shaping the object. His Base is
sculptures, garments, jewelry or weapons. now 19 in CRE + Shape because his Crafrs: Macksinith 5
Every amifact has a state that is animate or inank- | resrrices his roll. He obrains a 6 on his roll. just enough to

mate, Inanimate artifacts provide their powers pas-
sively to their bearer. Animate artifacts have some
iﬁ:;;ﬁ? ﬁ?ﬂm:ﬂﬁﬂnﬁéhﬂgﬁ?ami first power is of course the armor’s independent mobility.
as they are activated. Certain artifacts are bothinani- | e DIF for this capability is: 20 + 7 (permanent power)
mate and animate: they bestow powers upon their + {1 (anrinaring an obfect is a minor effece) = 27. With the
possessor, and are also able 1o use powers directly, 8 lie abrafns en fits roll, Nathaniel succeeds in larmoni-
zing the armor’s mobility. (9 +8 + 5+ 8 = 30)

ARTIFACT HARMONIZING MODIFIERS

forge the armaor.
He then has to harmonize the powers of the armor, The

Effect DIF Modifier
Permanent power (permanent when it is activated) +T
Active 50% of time (daytime, one hour every two hours, etc.) +5
Povrer used by the artifact (animate state) +3
Active under specilic conditions (when it is snowing, possessor wounded, eic.] +1
Must be activated each time or only usable in extremely specific conditions

(possessor dying, summer rain, etc.) -1
Causes more than 30 Damage +5 every 10 points over 30
Caolossal effect (summon an army of Ghasts, cause a solar eclipse,

has an attribute + skill base of 20) +Ho
Major effect (create an indestructible 30 [t high barrier,

has an attribute + skill base of 15, e1c.) +5
Minor effect (the possessor can fly, animating an object.

has an airibute + skill base of 10, enc.) 0
For each power after the second +5
For each power after the fourth +7




The armor can also repulse Nathaniel's enemies (a major
effect: the EG specifies thar the armor will only be able to
do sa ar a range af a couple of yards). The DIF for this power
is 20 + 1 (only acrive when the possessor is wounded) + 5
{major effect) = 26. The 7 Nathaniel obrains on his roll
allows him to add this power ro the artifacr (9 + 8 + 5+
7=19)

The armor has ro learn how ro fight. Nathaniel wanrs
it to become a true master-ar-arms. The EG specifies thar
such an effect is colossal. Therefore, the DIF for this power
is 20+ F{p:‘munr:'nr paower) = 10 (colossal effect) + 5 (third
power) = 42, Unless Nathaniel rolls two 105 in a row, he
will lose 3 months of forging and 3 menths of harmeni-
zing: 182 days of work.

Sample Artifacts

ESMERALD'S MIRROR

This is a two-way mitror that allows its owner to spot
an intruder amidst a gathering. The Inspired simply has
to look through it in order to identify the people who
should not be present, as well as those who might hold
a grudge against him. The mirror can also be activated
to send a relepathic warning to its owner when an intru-
der enters the room. This artifact looks like a normal mir
ror 1o anyone not familiar with its powers

THE BoOTS OF THE FERRYMAN

This pair of fine blue boots enables its wearer 1o |

walk on water as if he were on solid ground. Unfortu
nately, the only way to deactivate the artifact is to

remove the boots. Therefore, if the wearer mries to swim
with them on, his body will submerge while his feer
remain on the surface,

THE STUPID MIRROR

This small mirror wirh irs wooden handle does not
have any distinguishing characreristics. But if the user
looks carefully ar himself, he will notice, behind the sil
vering, a realistic face staring at him with a stupid
expression, If the user stares in the eyes of the face, his
own face with an extremely stupid expression will
appear in the mirror. The soul of the former prisoner
in the mirror occupies his body, and he becomes the
new prisoner.

THE SWORD OF THE ETERNAL
CONQUEROR

This strange wooden sword grants its wielder an incre-
dible presence during battles. All the opponents of the
Inspired will have their DIF raised by the CHA of the Ins-
pired each time they try to hit him. The object can only
be active half an hour per day.

THE RING OF THE BLACK WiDow

This transparent glass ring can only be used by an
unmarried woman. It cannot be activated h_'r' 4 man.
The wearer can change her appearance at will (though
she must keep her size and weight). This power can only
be used for one hour per day. The artifact has an ani-
mate power as well - the ring can change its possessor’s
appearance when it thinks it will be useful.
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minence,

It is time _f;v me to reveal the mysteries .}j'r the
l"'.l'pllr.zr-:mrrer:r, fts arganization, rules and codes.
It is time _.'.I".r you fo faarn about those who 5“‘“}1"
the Dancers, ﬂ?mu-irrg ,I'T:lr'hr: the essence o ragic
.lr"y manipuiating their .snlri:s. This treatise reveals
the true F.fﬁ?i‘?r_.;l'.f.lrl ..l_fl the Magos. ﬂ:ﬂy could u.,zsr'.&;
take over the reins o poLer in Harmundia, but
are wise ..m.:!u_g_:.'.lrz not to. Are f.lrmy h‘:n{y i pereions
to covetousness and corruption? | have no answer

j:w this question. You should read this text for

r.-marﬁffmr:!r Jorm your own opinion... But do not
I ~ c expect fo discover all the C pﬁrcma’ secrals, f:nr

mages are masters ﬂ_f concealment.

C {p b ' W Foundations

THET O
5 o r c c T e T I;:f' gn:E:Et:?e fq,}uliiz':ifh:l?:ilsrder was 10 join the

three Ascendancy obediences into one group. They even
attempted to unite them all under the practice of Eclip
sism, but the mages went an using the other two schools
of Ascendancy. The three obediences structure the Cipher-
sorcerer order more than any vertical hierarchies or
geographical divisions. They can be viewed as political
groups that vie for the control of the order. Though
this struggle is hostile and ceaseless, it is covert. Their
conflicts are most visible on a local level, where the
members of the order strive to take over academies. The
refore, mages spend a good deal of time counting the
distribution of Jornists, Eclipsists and Obscurantists in
the Ciphered academies

THE STRUCTURE OF THE ORDER

The structure and organization of the Cipher-soree-
rer has changed little since its establishment. The foun
ding mages sought a decentralized organization that
snll allowed each mage 1o obey the laws of each realm.
At the same time, the h.'rundihg mages avoided siding
with the numerous national facrions that would tear
the order to pieces. Thus, the Cipher-sorcerer is struc-
tured on two different levels of power,

The first level is national and overr. Each realm has
irs own High House and academies. Each High House
rules the destiny of the Cipher-sorcerer in a realm and
the academies are training grounds for the mages.

The second level is pervasive but secrer. The head of
the secret government of the Cipher-sorcerer, the Invi
sible Sear, |wu in an invisible flying city. This govern
ment is ruled inconspicuously but forcefully by seven
ancient mages. Another part of this level is the Free



Corps, mages mrained to defend the order and its char
ter. The most famous members of the Free Corps are the
fearsome Censors. This central government prevents the
fragmentation of such a large organization

An Esoteric Order

Originally founded to protect Dancers and mages, the
Cipher-sorcerer has always relied on concealment, com
plex rituals and occulr reachings. The turbulent his
tory of the order cerrainly justifies the need for
camouflage, but this approach is also due ro the fact
that Ascendancy connects mages directly with the events
of the Eclipse and thus, the nature of Harmundia. In
order to become worthy of such powers. the Cipher
sorcerer organized itself around many esoteric details.
Its fr"-ll.'hll'lf.i‘i therefore center an arcane conceprs and
a mystical philosophy

It is a contradictory institution, united by docrrine and
a central government, but spread across eleven realms
and three radically different obediences. Ivis possible ro
attribute the success of the order to these contradictions,
Because the government is not too inmrusive, itis firmly
respected by its members.

CHRONOLOGY

Year Event

| Emergence of Dancers
Crystallization of the Shard

20 Beginning of Ascendancy

First Age

28 Establishment of the charter

30 First Symposium: foundation of
the Cipher-sarcerer

5 Independence of the Cipher-sorcerer

5510 128 Life of the first Ciphered Martyr

Second Age

128 Oifficial recognition of the Cipher-
sorcerer by the governments of the
Realms

672 Second Symposium: Ascendancy for
the elite

673 10 689 Creation of the eleven local Cipher-
SOTCETErS

THE CIPHERED CHARTER

The charter was written before the hierarchy of the
order was established, It is the suiding rext for users of
Ascendancy. Like an oath or a constitution, the charter
has an exiremely important symbolic significance. It spe
cifies the practices and the responsibilities (moral and
mystical} of the mages. Each academy and High House
has a copy of the charter in a special room called the

BJORKAER, IMMORTAL OBsCU-

RANTIST ORACLE

Blorkaer is one of the most famous mages of all
time.

He was born during the eighth century in a bar-
baric valley of the Horns. He was soon considered
gifted by the Muses themselves for his body did not
seem 1o age after he turned eighteen. In fact, he
grew older one year every decade. Now physically
more than ninety years old (and approaching his
000th birthday) Bjorkaer is a powerful oracle. He
attributes his abilities to his age - his understan-
ding of men and seasonlings is extremely profound.
His predictions are always accurate and many
people travel 1o his retreat in a grotto in the Homs
o hear them.

Before granting their request, he always ashs
his supplicants (o undergo some kind ol inténse
pain.

DRAELFA, JORNIST INVENTOR

OF CHOREQGRAPHY

Choreography did not always exist. There was
an age when mages could only control one Dancer
at a time. Draélfa, a black fey, invented the first cho-
reographic techniques. allowing her 1o synchronize
the movemenis of her Dancers. It was natarally the
lornists that gave the most support 10 the develop-
ment of her work.

Today, Draélfahas lost all of her memories and
can no longer use Choreography. Still, she remains
an extremely famous and tlented Jornist. On a daily
basis, she meets mages who idolize her for feats she
can no longer remember nor use

GARDOL, OUTLAW ECLIPSIST

Gardol was a loval member of the Cipher-sorcerer
for many years until he was betrayed. He was a wit-
ness for the prosecution in a case that opposed a
lornist with a powerful Censor. During the case. Gar-
dol was under much pressure (o place the blame on
the Jornist. He came to belleve that the latter was
being unjustly persecated by a superion, but was
afraid 1o intervene. Gardol had happened upon a
chilling aspect of the Cipher-sorcerer; a political
machine. which didn’t hesitate 1o destroy its own
members,

Years later, haunted by guilt, the Eclipsist deci-
ded 1o leave the order and became a renegade mage.
Gardol has rallied many other disatfected mages Lo
his cause, and Tounded an organization called “The
Eighth Code”. Their headquarters are in Lorgol but
their influence is spreading across the Twilight
Realms.
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crypr, and apprentices spend much tme meditating
here. Every member of the Cipher-sorcerer knows the
charter by heart.

The charter is composed of seven articles thar explain
the duties of a mage. Some say their writing was inspi
red by the Muses. The articles are broad enough to cover
many fields of application and are open to interpreta
tion. Mages spend a good deal of their time at the aca-
demy studying and analyzing the Seven Arricles.

ch The Seven Articles

Beyond the symbolic and legal aspects of the charter, the
Cipher-sorcerer is subject to the magical aspect of it through
one of the strangest enchantmenrs in Harmundia.

Indeed, the seven articles are more than just beautiful
lettering on precious parchrments with the seal of each obe-
dience. Each article is actually incarmate in a magical being
that can mapifest jtself in Harmundia They are the coun-
terparts of the invisible government of the Cipher-sorce-
rer. Some mages say these creamures are Luminaries, or
winged Dancers that, through repeated exposure 1o Cho-
reography, have become Luminaries. These beings are cal-
led the Codes and they are like living and talking books.
They visit the dreams and the thoughts of eminent mages
with advice, answers, visions and questions.

The Codes have two distinct functions: the first is 1o
record every oral and written comment made concer-
ning the article they each represent: the second is w
recruit members for the Free Corps (see below).

ARTICLE 1; PUT THE DANCER BEFORE YOURSELF
AND ALL OTHERS.

The mage must protect his Dancer before anything else
(even himself). These fragile remnants of the Flam-
boyance and the Spiritcore make Ascendancy possible.
Dancers must be protected for magic to survive.

ARTICLE 2: MATERIALISTIC POWER IS YOUR
EMNEMY.

The mage must devote himself to the study of Ascen
dancy and the Dancer, He must not get involved in mun
dane politics. These matters concern the uninitiated,
people who da not understand the emparthic bond with
the Dancer, which supersedes all worldly things. None
theless, mages are often solicited by men of power, and
they must learn to resist these temprations by relying on
their own power and the power of the Cipher-sorcerer.

ARTICLE 3: THE CIPHER-SORCERER IS YOUR SECRET
KINGDOM.

Mothing is more important than preserving the Cipher-
sorcerer. its secrets and 15 members. Unauthornized reve
lations will be punished.

ARTICLE 4; ASCENDANCY IS THE LIGHT OF YOUR SOUIL.
The life of the mage is entirely devoted to Ascendancy,
He must excel at it. Whatever the obedience of the mage,
Ascendancy is his guide to understanding of the world.

ARTICLE 5: YOUR OBEDIENCE 1S YOUR FAMILY,

The obediences shape the mage’s perceprion of the
world. The mage must respect and be loyal ro his obe-
dience. Note the relationship berween Article 3, which
compares the order to a kingdom and Arricle 5, which
compares the obedience to a family. The Cipher-sorce
rer always comes before the three obediences,

ARTICLE &: YOU WILL ALWAYS BE LEARNING ON
THE FATH OF YOUR LIFE.

The mage is an eternal student who must learn from
those wiser than he. The student muost respect and obey
his masters. The mage searches for the meaning of Har
mundia, of the lost Flamboyance, of the mystery of the
Eternals and of the Edipse. To do so, the mage must often
trave| throughout the world,

ARTICLE 7: THE ECLIPSE BURNS THE EYES OF THE BLIND.

This section is the most problematic. Is it a sign of the
true purpose of the order? Should the mages be mysti-
cal searchers as well as Ascendancy users? Many mem-
bers of the Cipher-sorcerer believe this section is their
connection with the myth of Harmundia and the veil
of the Eclipse. Others consider this section a sign thar
mages must forget the past and move into the future.
There are many other interpremtions...

A ScHooL oF MAGIC

The main purpose of the Cipher-sorcerer is 10 triin
Ascendancy users and to assign their Dancers. The order
is structured like a school, with students and teachers.
The arganization of the Cipher-sorcerer is the same in
every realm.

There are two levels of apprenticeship before attai
|1ing I'HEIRQ.' sLans,

The first level is the neaphyte. This is a person who
has found his way into an academy or whose potential
has been identified by a mage. Generally, neophytes live
outside the academy. They have few more rights than
commeners in the mundane world (but are better fed).
They have to listen carefully and obey every other mem
ber of the academy. They also have to undergo a series
of trials (thar vary depending on the realin) before being
accepted as an apprentice. These rials can be easy, for
example reciting the names of all the High Mages in a
realm. or they can be excremely difficult, such as finding
a Dancer. This initation period enables the mages to
determine which obedience is best suited for the neo-
phyte. There is usually an extremely difficult rrial at the
end. S5ome very gifted students become apprentices
directly without being neophytes.

Once an apprentice is accepted, he is under the res
ponsibility of a master, a mage whao has devoted his life
to teaching Ascendancy. This learning period lasts rwo
years (the period does not have 1o be uninterrupred).
Less talented students may have to continue for a third
year. Past this point, a student is considered unsuitable




for Ascendancy. During the first year, the student accus-
toms himself to Dancers. During the second, he begins

to learn his first spells in the obedience thar seems the |

most appropriare.

realm. They are the elite of the Cipher-sorcerer, at once
| its head and its strong arm. Inspired High Mages fre-
quently practice Lhmfnhrawl}.

At the end of their apprenticeship, students undergo |

a trial called crypeia. The student is lefr naked, with nei-
ther money nor weapons, and must survive outside the

An Esoteric Facade

academy for six months. This trial is designed to force |

the apprentice to confront a series of moral choices and |

to put the charter into practice for the first time.

If the apprentice survives crypria, he officially becomes
4 mage. The academy will then give him his Dancer (it
he has not already found one) and gem, and he is lis-
ted in the Ciphered records.

The new mage owes two years of work to the order,
during which he is in the service of the dean of the aca-
demy. After this period, he is free to do whar he wishes,
as !mlh as he respects the charter and the preceprs of
the High House of his realm. A mage can opt at any
time to become a teacher,

This is only an example of an ideal course; generally,
students have problems during their apprenticeship.
Many give up because of the ruthless trials, the nume
rous accidents, or a pitiless master. Others finish their
apprenticeship extremely quickly. Despite their laws,
academies and powers, mages often have difficult careers
and short lives

THE GREAT FIGURES

The majority of the members of the Cipher-sorcerer
are mages, students of Ascendancy. Some are still neo-
phytes or apprentices, whereas others are full-fledged
mages, The order also includes some great figures: artists
of Ascendancy who can use the sparks of their nume-
rous Dancers to create spectacular effects. Many mem-
bers of the order aspire to be High Mages or deans.

& Masters

Masters are mages who have achieved a level of Ascen
dancy thar is worth conveying to others. Successtul rea-
ching generally depends more on pedagogical abilities
than rrue magical powers, The only requirement, which
is closely monitored, is that the mage can use his magic
withour endangering his students,

oo Deans

This s one of the highest offices in the order. The
dean is the supreme chief of an academy. There are
approximately one hundred deans throughout Har-
mundia. Unlike High Mages; the number of deans cor-
relates with the number of academies. Deans apply the
Ciphered laws within their academy and are the voice
of their Domain’s High House.

<& High Mages
High Mages are the most powerful mages in Har-
mundia. They are in charge of the order in a particular

THe HiDDEN POWER

The Cipher-sorcerer is considered by many lords and
kings in Harmundia to be a hidden power with which
they must contend. Though the order was originally
created 1o escape the worldly powers of nobility, it is now
a far-reaching organization with its own laws, possessions,
men and magic that is essential ro the operations of
gach realm.

& Masters of the Arcane
The Cipher-sorcerer has a strong symbolic authority
over the populations of Harmundia, whatever their
social class. Mages are feared and respected: they are
| considered mysterious, powerful and different.
Though each realm and culture has its own point of view,
| the order is always viewed as sacred and mysterious.
| Itis common to see mages blessing the militias of the
| Mercenary Republic, or Jornists wandering Urgamand
and the Liturgical Province helping the poor,

Feasants are wary of the academies, because lllr’_'l.-'
are often isolated and well protected. There is
constant speculation about what the mages are up
to in the towers. The gems borne by all mages are a
constant reminder of their frightening knowledge
and capabilities.

This hidden power of the order irritates the mighty
because it directly counterbalances their own authority.
A famous anecdote tells of a Janrenian noble whose
peasants preferred paying the salt and wheat raxes to the
academy than o him. In tme, the lord and his family
wiere l'(‘éllli.'l?‘d (] FN.'I?I;'FW. .

& Powerful Landowners

The Cipher-sorcerer also possesses over 150 proper-
ties in its own name, To these must be added the nume
rous donations of nobles and landowners for services
rendered, as well as the acquisitions made by each High
House, and the private property of individual mages
The total easily surpasses the holdings of any Urga
mish baron.

The order also oversees a network of lands, buildings,
bridges and roads, and collects the olls and taxes from
their properties. It would be one of the world's weal
thiest organizations if it were united. Certain mages are
increasingly aware of this potential and try to take a
large-scale outlook toward the Ciphered possessions.
Who knows? Ferhaps one day the Aldermen of the
order will become administrators of the largest Domain
in Harmundia...
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«& First-rate Counselors
The Cipher-sorcerer, since its founding, has always
striven for its independence. Many powerful and ambi

tous people have sought o possess the power of the

mages or to contest it. Mages are excellent counselors,
and even secret weapons, who can resolve otherwise
inextricable difficulries. The order welcomes such res
ponsibilities, though they challenge the role of the emi
nences grise. Mages can be compelled or can choose
(for financial reasons) to be in the service of a noble or
a king. In such cases, the order will judge the actions of
the mage. If the mage was forced against his will, the
noble will learn to regrer his actions. If the mage chose
on his own, he will almaost certainly meer a Censor ong
day... Since the beginning of the century, more mages
have involved themselves in politics. This trend is not to
the liking of the Invisible Seat

&> The Memory of Harmundia
Finally, because of its age and its role, the
Cipher-sorcerer has become a massive museum
of Harmundia’s !11&#1‘“'_‘; Thousands of texts,
legends and half-forgotten works of art are hao
tically archived in all the buildings of the order,
These texts are a part-of the memory of the
Iwilight Realms. The academies trequently sell
or rent their information to scholars or libra
ries. Some mages are also researchers with a tho
m1|ﬂ|1 Luowluly‘c of the world. a LIILMlEdS_I.‘
they may share with nobles, merchants and

even thieves... for a fee.

AN INVISIBLE GOVERNMENT?

One mighrt be led to consider the Cipher
sorcerer an invisible government
society thar discreetly pulls the strings of power
Many nobles and even some realms believe
this. However. most mages still respect the
tenets of the order. which encourage a separa
tion from secular power and withdrawal from
the world in order to study the Eclipse and
Ascendancy

a seCret

o The Hood
Nevertheless, there is a polirical
movement within the Cipher-sorcerer
called the Hood. The Hood wanrs o
lead the order o take power over
the ennre Twilight Realms, impo
W sing a magical dictatorship, The
Hoaod is still a minority (less than 10%
of the mages of the order), but mem
bership has been growing rapidly for the
past fifty years, For unknown reasons, the

ﬁ Hood has not yet been investigated by the

Censors. The three mages at the head of the Hood
(one per obedience) have sworn 1o establish their
magical empire before they die. The Obscurantist leader
is called the Black Car; he is believed 1o be one of the
High Mages of Buccaneer Haven's High House. Rumors
have been circulating within the order thar certain Dan
vers have instilled these aspirations in their masters.

<& The Escarbuncle

Some Inspired mages consider the Cipher-sorcerer to
be the most effecrive weapon against the Masque
Indeed, the order possesses large quantities of money
many Inspired, vast amounts of informanon, secure
refuges and extensive knowledge concerning the Flame
and Dancers, Inspired members have gathered for the
last twio hundred years in a secret brotherhood called
the Escarbuncle. s main purpose is 1o transform the
Cipher-sorcerer into an organization united against the
Masque. The Escarbuncle is a minority even amongst
the Inspired mages in the order because the goals of this




organization conflict with certain sections of the Ciphe-
red Charter, The members of the Fscarbunde can reco-
gnize each other because their Dancers bear a mark on |
their chests: a golden rain of sparks,

Certain members of the Escarbunde are also mem-
bers of the Hood. Some even advocate an alliance ber
ween these movemenis

THE CIPHER-SORCERER

AND THE MASQUE

For the most part, only Inspired knowe of the exis-
tence of the Masque, and the order is mainly com-
posed of Dullen mages who are not aware of the
schemes of the Master of the Sham. The Escarbuncle
has, for the momeni. preferred to conceal the exis-
tence of the Masque untll the rest are prepared for
the revelation. Even Inspired High Mages have agreed
to use the order against the Masque without infor-
ming its members. Al least for the moment.

«& Secular Powers

The Cipher-sorcerer cannot yer be considered a fully
functional government for each and every realm ;

The order is not centralized enough and srill respecrs
the second article of the charter. Therefore, the majo-
rity of its members are focused on the study of Ascen
dancy and Dancers, rather than on political concerns.
Protecting the Dancers is one of the main sources of moti-
vation for many mages, who devote their lives o nur
turing their emotions and personaliries,

Traditdonal power structures have been in place for over
two thousand years, and they are not ready to be mrans-
formed into a universal government of m.lg;u:. But maybe I
an Inspired mage. gifted, young and ambitious, will
assert himself one day...

Finally, many lords have counterbalanced the influence
of the order by setting up schools to train nobles and
the bourgeoisie in the art of politics. They provide know-
ledge to the elite, benefit from tax exemptions and are
imbued with a symbolic power.

THE INVISIBLE SEAT

Most inhabitants of Harmundia are aware of the
fundamental conflict in the Cipher-sorcerer. There
are eleven independent orders, one per realm, under
a common name, yer ar the same time there is a cen-
tral government for all mages. This government is |
known as the Invisible Seat. It is one of the best-kept
secrets in Harmundia. Even most mages only know
legends and rumors concerning the Invisible Sear,
and none have yet discovered its location. Certain |
mages seek it as a mystical quest that leads them fur-
ther along the parh of Ascendancy. The main purpose
of the Invisible Seat is 1o ensure the application of |

the charter in each of the eleven Cipher-sorcerers.
The members of the Invisible Seat are the Free Corps,
specialized elite mages devoted ro the charter and the
Codes, whose interventions are infrequent and per-

plexing.

| ¢ Where is it?

Maybe is it located in Darkdream. in the convolu
tions of a manatee’s brain? Or on the highest peaks of
the Wild Reaches? Or berween the roors of a Modehan
king-tree? Most of the ancient texrs that mention the
Invisible Seat suggest that it is an invisible tower amidst
the Thousand Towers of Lorgol. but even these vene-
rable tomes are mistaken

Itis almost impossible to locate the Invisible Sear, for
it is always moving. The mysterious government of the
order is a flying city of colossal architecture erecred upon
an island enchanted before the Eclipse, carried by one
hundred winged Dancers. The sparks of these Creatires
cast an illusion around the ciry that renders it invisible,
The city has been flying unnoticed over Harmundia for
two thousand years.

There are very few inhabitants in the Invisible Seat, but
cach of them is reeming with the magic of Ascendancy:
therefore, they all have strange characteristics. The rulers
of the Invisible Sear are the seven Archons, the patriarchs
of the order. Below them are the teachers and studenis
of the Free Corps, who live in manor-schools, The Codes,
these strange incarnations of the Ciphered Charter.
ostensibly defer to the Archons’ authority, but in prac-
tice, they do whatever they please

There are also Luminaries, Dancers, emissaries of the
Council of the Decans, of the Darken and even the
Masque (under one of his different guises). The rare
Inspired mage is invited 1o the flying city, and even a
handful of Dullen. In the last 150 years, only one young
boy has met all seven Archons, His story is detailed in
the Chrondeles of Lambarin, a heavily fictionalized account
of his famous deeds.

& The Seven Archons

They are the true rulers of the Ciphersorcerer. They
represent a mystery for all members of the order, even
for members of the Free Corps. These seven ancient
mages possess many Dancers that enable them to per
form earth-shattering feats of Ascendancy. They perso
nify the history of the order and certain Censors claim
are over two thousand years old. Though this may seem
unbelievable, Jornists and Obscurantists have demons-
trated (with radically different methods) that several
dances potentially could prolong life. Other members of
the Free Corps, such as Aldermen and Archivists, believe
that the Archons use Luminaries instead of Dancers to
practice Ascendancy.

The Archons consist of five Eclipsists, one Jornist and
one Obscurantst. They communicare by magical rele-
pathy. This '_'._\-'lT'lhi:.‘.l*ilﬁ allows them ro make decisions in
seconds.
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«&> The Free Corps ALDERMEN

The Free Corps are the seven secular arms of the lnvi-
sible Seat. They are eternal travelers who wander Har
mundia enforcing the will of the Invisible Seat. They are
the best of the best, entirely devoted to the Cipher-sor
cerer, They are chosen at a young age by one of the
Archons: after a series of trials, they are brought (often
against their will) ro the flying city. Here, they are sub
mitted to an incredibly efficient maining program in
one of the seven manor-schools. Each manor-school is
devored to one of the branches of the Free Corps. After
a final series of trials, they are sent on their mission in
Harmundia: to ensure the respect of the Ciphered Char-
ter. These mortals (seasonlings or humans, men or
women) are probably some of the most well mained
people in Harmundia aside from the eminences grise of
the Borrowlight School. Each member is highly specia-
lized in his field: their numerous skills enable them o
deal with virtually any situation without help. They are
solitary, determined and loyal, They all enjoy adveniu-
rous lives and are utterly devored o their duities,

CENSORS

These are the judges and executioners that entorce the
charter and the precepis of the order. They are the best-
known members of the Free Corps, dreaded by both mages
and others. They render verdicts of life or death and have
free reign o enact justice. Assassins, executioners and
judges. Censors are the keepers of the Ciphered liws. They
can submit other mages 1o “high” and “low questioning”
{a polite understatement for magical and physical ror
rure). The majority of Censors are Obscurantisis

Censors are the main reason the order has abando
ned all other forms of enforcement. They are far more
effective, loyal and fair than any other legal system.
Many of the accused prefer a lord's justice because they
fear the emotionless judgment of the Censors. Unfor-
tunately for them, Censors always find their accused..
even in prisons.

Censors are summoned by High Mages, who are gene
rally selicited by mages thar have been injured or neglec-
ted by other channels of justice. These solitary judges
often wear masks, magical or otherwise.

REITERS
The order has always been involved in combar, from

| order, so they founded the Aldermen in order to prevent

border skirmishes to full-scale wars, Most of the time, |

the order must be called upon to defend itself. In such

cases, mages rely on the Reiters, These members of the |

Free Corps are highly rrained bartle-mages. This branch
of the Free Corps was originally created by the Princean
Cipher-sorcerer. The Reiters were soon integrated as pro
tectors of the order

Though few in number, they are feared by all warriors,
even those of the Mercenary Republic. Reiters all wear
i breastplate forged in black metal engraved with an
umage of an armed Dancer, Most also bear feathers with
the colors of each obedience (white, gray and black),

Gem grafting is a delicate and dangerous process for
an academy. Indeed, gems are rare and expensive, and
killing a Dancer in order to obtain another gem is out of
the question. The Archons realized this danger for the

the domination of certain academies and High Houses
by unscrupulous merchants, and to deter Dullen whao
think they can become mages by killing Dancers.

Aldermen are in charge of finding, selecting and buying
gems, They dismribute them to the acadenies per the
directions of the Archons. In this capacity, they work ¢lo-
sely with Alchemists (see p. 27). More generally, they are
the accountans of the academies and the High Houses
They are in charge of large quantities of money. Over the
years, they have tansformed the order into a mighty
financial power that lends money to impoverished
princes and nobles.

All Aldermen wear a greatcoar hemmed with ermine,

NOTARY FUNCTIONS OF

THE CIPHER-SORCERER

In every realm in which the order possesses suf-
ficient prestige, it is called upon to perform Impor-
tant notary duties. They generally involve wills or
contracts that require the seal of Ascendancy in order
to guarantee confidentiality. Tribunes (usually Eclip-
sists) are in charge of these cases,

ol

ACROBATS

These ten Inspired spriggans are entirely devoted ro
the order, and arrange a steady supply of Dancer. Unre
gulared Small Huns can cause an excessive rise in prices,
and even Dancer shortages. Moreover, the competitive
ness of the hunts sometimes leads 1o deadly circum-
stances for the Dancers. In order to resolve these
problems, the Imvisible Seat recruited these spriggans
who specialize in thievery. They are feaved by all other
hunters and thieves, and certain militia officers believe
that the Cipher-sorcerer is a cover for a well-organized
thieves guild.

Acrobats bear no specific marks or signs, for they
must act discreetly, They always work as a veam.

ARCHIVISTS

They are the memory of the order. Their task is to
nrg.uiue all the information in every building. They
are fanatical scholars who also instruct mages in cer
L@ arcang ﬁpf'ndtrlt"i Some say '[hl;"i" dare SE'ITIHH up a
huge library in a Remain in the Invisible Seat. Legend
says that this library is so big that there are canals and
boats to navigate the endless bookshelves. Archivists are
usually bearded and wear glasses. Female Archivists
sport wigs




SYCOPHANTS

This is the most secretive and sinister branch of the
Free Corps. They are spies, double and rriple agents
informers and traitors. They specialize in :mn|1|n
intrigues, spying techniques and all manner of vile dea
||1ww Sycophants are the eyes and ears of the Cipher
sorcerer. They are sent undercover throughout the Twilight
Realms, to the Council of the r"tl.]rh, amongst the
minions of the Masque and the demons of the Darken
These master-spies are the polirical police of the order.
They are also in charge of evaluating the teachers and
masters. Their reports can lead to requests for Censors
dismissals and even executions. There are few Sycophants
for they are extremely difficult to mrain and control,

TRIBUNES

These are the least numerous members of the Free Corps.,
Their task is to listen o rumors, demands, and the needs
of each academy and mage; they then report this infor
mation to the Invisible Seat. Tribunes are often sent to
oppose a cruel judgment in order to demonstrate the cle-
mency of the Archons. A Tribune is a loyal ally of the aca
demy in which he works, They are spec jalists in Ciphered
law, who often defend mages implicated by the order.
These diplomats are also in charge of public relatons.

' LATENT TENSIONS

At present, there are rising tensions between the three
obediences. Below is detailed the influence of the obe
diences in each realm. Generally, the abedience in the
majority is the one thar rules the local Cipher-sorcerer
The two other cbediences endeavor to broaden the
influence of their stripe. These internal struggles often
manifest themselves in political discussions, votes and
trials. Tensions can lead to murders, intrigues and denun
ciations. Some Censors believe thar the order is closer
to disintegration now than ever before.

THE SYMPOSIUMS

These conferences of mages are organized for
great events or important decisions. The dean of
each academy sends a delegation of mages and can
attend the Symposium himself. A Symposium is
generally organized by the academy that called it
These meetings are extremely rare. occurring no
maore than once or IWice per century.

OFFICES OF THE CIPHER-SORCERER

Master 5

Dean 5

Censor 5

Reiter 5

Alderman 5

Acrobat 5

Archivist 5

Sycophant 5

Tribune 5

Here is a list of the Offices a mage can possess. Each Office has a cost as well as minimum skill requirements.
Alphaber (Crypric) 6, Ascendancy 7. Cipher-sorcerer 7, Dancer lore 8, Eloquence 7

Alphabet (Crypiic) 7. Ascendancy 8. Cipher-sorcerer 7, Dancer lore 7, Resonance 8, Stewardship 7
Ascendancy 8, Cipher-sorcerer (spe.: law) 6. Dancer lore 6 Law 6, Resonance 6

Ascendancy 8, Cipher-sorcerer 5, Dancer lore 6, Dodge 7, Resonance 6, Weapon 7

Alphabet (Cryptic) 5, Ascendancy 8, Cipher-sarcerer 8, Dancer lore 5, Resonance 5. Stewardship 8, Trade 6
Ascendancy 8. Cipher-sorcerer 5, Dancer lore 8, Hunt 8, Resonance 6

Alphabet (Cryptic) 7, Ascendancy 8, Cipher-sorcerer 5, Dancer lore 7, Resonance 6, one Knowledge skill a1 8
Ascendancy 8, Cipher-sorcerer 6, Dancer lore 7, Resonance 7, Stealth or Intrigue 8

Ascendancy 8, Clpher-sorcerer 8, Dancer lore 6, Diplomacy or Eloquence 8, Resonance 6




A Decentralized and
Independent Structure

There are eleven local Cipher-sorcerers throughout
Harmundia; each of them is independent and has its own

characreristics. Laws, rituals, raditions, education and |

atmosphere can be radically different from one Cipher
sorcerer to the next. Most mages wear a distinctive mark
thar specifies which realm they belong 1o

Despire these differences, each Cipher-sorcerer is orga

nized on two levels: the academies and the High Houses. |

& Academies

These are the pillars of the order, where mages study
and are rained. Most academies offer board and lod
ging to their students, and often resemble monasteries.
The apprentices work hard, speak little and follow the
lessons of their masters and of the dean (who is often
a High Mage that has chosen ro abandon the polivical
life of the High House). There are approximarely ten
academies per realm.

& Precepts

The preceprs are the rules, laws and edicts that each
High House provides to the local Cipher-sorcerer, based
on its interpretation of the Ciphered Charter. These rules
are collecred in tomes like any other type of law. When
a mage does not respect a precept. the council of High
Mages gathers and judges the case, IFicis deemed impor-
tant, the High Mages can summon a Censor, If the indic-
ted mage does not accept the judgment of the order, he
can ask to be defended by a Tribune. Unfortunartely for
the accused mage, there are few Tribunes.

& Cryptic

Since the first Symposium, the mages of the Cipher-
sarcerer have approved Cryptic as their language. Cryp-
tic has always been used by scholars for international
documents, but it is now deemed the perfect ool for
centralizing information. This language has become the
language of all schelars as well as the language of the
Cipher-sorcerer. It is asually written; only a handful of
mages know how to speak ir. Today, every Ciphered
document is written in Crypric,

Mages know it as a part of the Cipher-sorcery skill
Non-mages must develop Cryptic as a separate Know
ledge skill.

THE ELeveN HiGH HOUSES

The purpose of this text is not o detail each local
Cipher-sorcerer order, only to briefly identify their signi
ficant characteristics and o list the influence of each obe-
dience on the realm
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«& The Princely Communes

The Cipher-sorcerer of this realm is one of the richest
and most baroque in all Harmundia. Thanks to the legal
Fn.'l[i.ll“.'ll'l Lﬂ ﬁ\-{i"lldﬂ"ﬂ.‘ m I'i'lf' CONYMLnes, [‘ilf IH.;'I!.'[“_".
have been able to found many academies. In the Com
munes, dances can be polkas, waltzes, minoes or parades
Princean Dancers are used to dancing on the gold and
glass domes of the cities. Certain mages even clothe
their Dancers in veils made with from the rets and flesh
of dead Dancers. Other mages have raught erotic dances
that would make even the most liberal Liurgical priest
blush. The Princean High House is locared in a glass and
metal palace in Sasmiyana

Princean mages are said ro be vain, exrroverted and
hot-tempered. Becoming a dean or High Mage frequenily
involves a duel. Many of the members of the Princean
order involve themselves in polirics, ignoring the second
article of the charter

Obedience Distribution

Jorwise: 10% ; Eclipsist: 3% ; Obscurantist: 60%

<& Lyphan

This realm is quite certainly the one where the order
is least represented and where the charter is least res
pected. The inhabitants are fierce nomads on whom
wars against the Cipher-sorcerer, though they occur
red more than a thousand years ago, have left thei
mark. Magic is not accepted in this sociery, The hor-
semen prefer vague notions of fate and destiny to
Ciphered teachings.

Mages are pariahs in these wild lands, They are rarely
welcomed by the locals and are considered omens of
death. Most Lyphanian mages are renegades who were
banished from their native realms. Tluw generally live as
recluses on the curskirts of encampments and cities.

The Lyphanian Cipher-sorcerer is ruled by Eclipsists.
The members gather once a year in a secret location to
exchange opinions and settle problems. There is no High
House in Lyphan, only a demacratic assembly where
mages can debate and cast votes. There are no Lypha-
nian academies,

Obedience Distribution

Jornisr: 15% ; Edlipsist: 63% ; Obscurantist; 20%

& Wild Reaches

hough these lands are inhospitable for Ascendancy
and magic in general, the local Cipher-sorcerer is parti
cularly active and well adapred o Wild Reacher laws and
customs,

This Cipher-sorcerer is one of the first to have been
founded and is very respectful of the charter's precepts
Its High House and academies are in isolated sites consi-
dered cursed by Wild Reachers. Lonely towers, ancient
cromlechs or ring forts are the mose adequate refuges
for these mages. Though the mages are few, they are
extremely well trained and enrirely devoted to their High
Mage, the “Grand Master”, who is considered one of the
most powerful mages of Harmundia.




Becoming a member of this Cipher-sorcerer is dif-
ficult because the selection process is extensive. The
three obediences are equally represented under the
sway of the Grand Master who strives to maintain
perfect equilibrium. Wild Reacher mages are known for
b thewr otherworldliness and their lack of interest in politics.

Obedience Distribution

fornist; approximately 33% ; Edipsist: approximarely
33% ; Obscuranrist: approsimarely 33%

«& Buccaneer Haven

This Cipher-sorcerer is one of the most open-minded
in Harmundia. Buccaneer mages love to practice Ascen
dancy with agile Dancers that jump and twirl from rig
ging to sails and from masts to figureheads. The
inhabitants of this country very much respect the mem
bers of the order and often ask their advice. These mages
might even be considered prieses if the Cipher-sorcerer
were 4 religion. Certain Dancers (those thar dance during
terrible storms in order to calim the fury of the sea) are
ar the center of a cult thar encourages the donation of
vorive offerings. It is relatively easy to become a mage
in Buccaneer Haven, and ir is common for Buccaneer
mages to spend their entire fives ar sea.

Obedience Distribution

Joruisr: 35% ; Eclipsisr: 45% ;| Obscuranrisr: 20%

«& Empire of Keshe

All the members of the order know that the use of
magic is dangerous in the Keshite Desert. This is the
reason why the Keshite Cipher-sorcerer is so small; its
High House and academies are isolated in the middle
of the desert in fortresses and ribars. Within red limes-
tone walls, behind the round vaulted deors, or in the
luxurious gardens, Keshite mages practice a subtle
form of Ascendancy thar can be either deadly or reju
venating. A few have created a caravan thar serves as
an itinerant academy.

The Keshire {.'ip]u;r sorcerer is famous for its deep
knowledge of Dancer resonance. These mages often seek
%, their apprentices in foreign realms,

Obscurantists are not well liked by the Keshire mages
and they are not involved in decisions. They are belie
ved to be mercenary assassins employed by the wealthiest
Keshite merchants and nobles,

Obedience Distribution
Jormist: 60% ; Eclipsist; 35% ; Obs-
clrncise: 3%

& Widowlands
The Cipher-sorcerer of the carms
is dominated by an elder who esta-
blished her High House in a black
rower. Many medusa mages are Eclip
sists, who only use Ascendincy to
indulge in the beaury of the dances
they invent, and to explore their rela

tionship with their Dancers



The Obscurantist obedience is forbidden by the Black
Tower Council and by the carm order. Nevertheless,
some rare human and ogre Obscuranrists practice their
art in the shadows of their prison cells. A few exceptions
are made for medusae of noble blood, among them
Lady lriena of Scarlerstone (see The Gray Papers).

Obedience Distribution

fornist: 38% ; Eclipsise: 60%

1
£

; Obscrrantise:

& Liturgical Province

The Liturgical Cipher-sorcerer is secretly under the
sway of the Pontiff. The mages are free as long as they
take part in the Liturgical rituals. A Censor, named
Romurk. has begun to change this humiliating situation
for the order by summoning a few '\';-LJT.'IthI\ It is
important to note that Obscurantists are killed on sight
without a trial by the mundane authorities of the Pm
vinee.

Obedience Distribution

Jornise: 62% ; Eclipsist; 35% ; Obscurancise: 3%

«& Modehan Marches

The Modehan order is one of the most powerful
and well-organized Cipher-sorcerers. The Jornist High
Mages, who take part in druidic decisions, aspire to
a prand and respectful Ascendancy thar would be
used to benefit humanity. The altruistic Modehan

mages often convey their righteous words and the |

grace of their Dancers throughour the Marches, as well
as to foreign Cipher-sorcerers, in order to spread their
vision of harmony. Outsiders often consider the
Modehan order naive, phony, parernalistic and prone
to proselytizing,

Madehan mages, who see themselves as adopred chil
dren of the lost Muses, promote deep harmony and
resonance with their Dancers, which are incredibly abun
dant in the Marches, There are certain cases where Jor
nist Modehans have rescued Dancers that were tortured
by Obscurantists and have then brought them o recu-
l'r'q_-m[c in the lush nature of the Marches.

The Modehan Cipher-sorcerer is also famous for its col-
lection of ancient texts, books and magical manuscripts
in a library, which is said 1o be a replica of the library
of the Invisible Seat. In this idyllic setting, near a tran
quil lake, the mages always keep an eye on Obscuran-

| Obedience Distribution

nsts, who are obliged to leave their Dancers with the |

Ciphered librarians while they research,

The Small Hunt is thoroughly regulated, as are all
things concerning Dancers in the Modehan Marches.
Most Modehans have ar one time or another seen entire
farnilies of Dancers performing on the branches of king-
trees and will never forget the sight.

Obedience Distribution

farnist: 70% ; Eclipsist: 29% ; Obscuranrise; 5%

<& Mercenary Republic
The lacal Cipher-sorcerer here is known to be parti-
cularly old and decadenr, Its authorities have always

| disparched to keep an eye on the spriggans of Lorgol.

been in conflict with its members. Many consider the
order unable to cope with the numerous difficulries it
faces. Dancer mrafficking is a common practice amongst
the members of this order. On the verge of ruin, this
Cipher-sorcerer awaits a savier. Will he ever come?

Nevertheless, the local order possesses one of the won
ders of Harmundia: Darkdream, the itinerant city of
mages. Built atop two hundred giant managees that floar
on the rivers of the Republic. the majority of the inha-
bitants of this strange city practice some form of magic.
Mages, Concordists and even Invokers must come at least
once to see Darkdream with their own eyes. All varienies
of Dancers, occult texts, recipes and rare opuses are éxchan
ged, stolen, bought and sold here, Demons can be seen
playing with Dancers, and Luminaries proclaim the end
of the world in marketplaces. The entire city is magical.

Obedience Distribution

lornise: 10% ; Eclipsist; 40% ; Obscurantist: 50%

& Urgamand

Since Agone of Roundrock's ascension to the throne,
the Urgamish order has been expanding, Agone is convin-
ced abour the usefulness of mages to the baronies, and
he has successfully combined politics with magic. There
are new Urgamish academies that seek apprentices in
every social class. Agone's methods have caused the
Urgamish view of the order to become more positive.
This Cipher-sorcerer only faces one major difficulty: a
severe Dancer shortage. The Acrobars have recently been

Jorwise: 30% ; Eclipsist; 40% ; Obscurantist; 30%
oo Janrenia

The Janrenian E'lphrr sorcerer 15 no maore, The order
was dismantled after the war with Urgamand in 1415
because it was felt that the generals, manipulared by an
Obscurantist faction, had led the realm to disaster. The
women who took power after the war forbade the use
of magic, and tore down the local academies and the
High House. This was the first aggressive action against
the order since the First Age. The Censors, the Reiters
and even the Sycophants were unable to do anything
to counter the will of the Janrenian population. Many
members of the order were hanged or burned alive
The most sensible Janrenian mages fled the country
beforehand and hid in the Lyphanian steppes. A few
mages remain in hiding, laying the groundwork for the
return of the Cipher-sorcerer. They are counring on the
help of the Invisible Seat...

Obedience Distribution

Jormise: 35% ; Elipsise; 40% ; Obscuranrist: 25%




The Three
Obediences

aar L'ﬂﬁn"dtjl BI,

I have received oy ketter and shall nou try lo
AnFWer Wour numeraus questions.

”.._'._c:'rr'!rn'u:-f the .rc.'r.l.frfru::f.lr'p betiwean the three abe-
diences within the Cipher-sorcarer is, -.*_.lll- OUrse,
Jn.-\u{f.uﬂ!.r r.irf.lf.-l':'cm'lf. It would be like w rifrg a troa-
tise on rclirigrj}:m 5 r::ﬂllrii.:rnsf:'ip with J;':l..u'lr'.fr'r..ilF sCNCe
and occultism.

-Ffur.'uj. internal rivalvies and alfiances are cuer-pre-
sent and remain our foremost preoceupation. A
singl: u‘lnry does naot go by without one obedience
accusing another n_,l". abusa, .‘r..-m.'J'I:L'r_:.' or even
:.'ur!rr'_._;rlr:.‘ _,I[::JF.:lny. (e c'_.lr- the most d'lljf_ril!;'..'.'nlrl’ tasks _f;u'
the Invisible Seat is ta make sure that our order
does not .:xp.'rmf..' imto a _.Ir;'.:l!r:'.:r'..iru;rir war. Some .T_l"-
the ”:'girr Houses go so fl":.ir as to organize Ascen-
.J':m.-'_J_.f towrnaments fo r.:J'Im'.r,-!.r Some ufl ler steam
that builds up between our “families”.

This conflict i understandable, We have three
Wways ﬂ_ii. appnuu:;:mg .-'I.a'rc.r:uﬂrl:u:y and Jr:l'!: r.f.sr-:lf-.
The obediences are three unigque perspectives on
the world - this is one of our basic prirr-'!pfu.ﬂ -
..'xq:ntplrf_ﬁld in the prqf;v:ru..!r.lry Jrﬁ::n:nf Ways we
troat our Dancers. Mortals put their Flame or
their J'u:'j'u{'mf.vdl gam into resonance with the mEpi-
ratfon .:r_f‘ their Dancers, weating an intimate rala-
.rr'..1n5||rr|'p with them, This J'..'Jraf‘.l'-"::'_=|||r|'p :l'u..r::f'hn‘t'fl_u
alters the lr\"r.fﬂ.r:'nflr'fg. the ideas and the mind .:'_f.
the mage. 1 he reverse is also true, ..1;‘. course. A
Dancer may even _ill.,"?f the same emotions as its
master. A very J'Iu.rrhr fime ago, between the L'-L'Jrl'p.-;..'
and the First Symposium, this resonance was
named the “line” because the first mages folt this
n'J’aHﬂnsJ’lip as Ji'lv.l'n_q like a kne botween them,
their Dancers and Harmundia, a loase but
unbreakable connection that gape the maga his
}J.:..rn'n_.] 1] irafc In time, the connection was SHym-
!w'-'_;;-*:f fq; f:l.,-r'ni,l woven nfo r_'crcmq:u::"zf r.:!lw;:; it
bocame the white stripe u,lIr the Jornists, the gray
stripe n_ﬂ" the Jr:'..'.lrr'psisf.-: and the black atripe n_f‘ the
Obscurantists.

I-H course, you .Jﬂlnum'ly know flin's, sa let us now
concentrate on the details How may have averloo-

ked.

One last f-'rrr'ng .tiwqi':;'re we continue: welcome.
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Jornism

INTRODUCTION

lornists are altruistic beings, open to the world and
to others. It would be wrong however, to think thar the
Jarnists are good-natured and generous on all occasions,
What mainly characterizes a mage of the white stripe
is the extreme earnestness that he applies as a doctrine,
The Jornist wears a gem on his forehead to denote the
ransparency of his magic. The Jornist always affirms
openly that he is a member of the Cipher-sorcerer order.
He is proud of what he is: the interpreter of the Dan-
cer's magic and the director of its Dance

Maost Jarnists place their well-being after the needs
of others, be they Dullen or mages

They serve, in this order, the Dancers, the Cipher-sor
cerer, the other Jornists, and common mortals, lornises
always fully involve themselves in whatever theyre doing
and assert their opinions without regard to the risks. They
often occupy important jobs in the Cipher-sorcerer hie
rarchy, as they are known for being honest. rigorous
and hard working,

lornists are also good teachers. In the Academies,
many deans are Jornists, and they always make a point
of honor in passing on their knowledge. Education is the
best method that the obedience has found to preserve
the Ascendancy and the well-being of the Dancers. Jor-
nists see themselves as the provecrors of the Dancers. This
responsibility motivates a large part of their dealings
with the Cipher-sorcerer,

Choosing to be a Jornist is not an easy path. Openness
and sincerity are dangerous in certain circles, and Jomnists
are rarely welcome at court or in the merchant guilds.

JORNIST TRADES

lornists are the volunteer doctors of the Cipher-sor
cerer. Entirely devoted to the Charrer and quick to obey
instructions, they only think in terms of what is best for
the order, setting aside their naturally strong indivi-
duality. As a result, many governments ler them openly
pracrice Ascendancy to address the allments of mortals
by healing wounds and diseases. Certain Jornist Acade-
mies feel more like hospitals than schools of magic.
Other Jornists prefer the freedom of the road and sell
their skills as healers.

They appreciate art and writing poetry that expresses the
warmth Ascendancy creates within each person. Some of
them even form true fove bonds with their Dancers.

However, lornists should not be seen as lost lambs
ready to be devoured by the other obediences. Jornists
are not irresponsible or cowardly, To defend them
selves, they use authority, morals, the Charter and
sometimes the Free Corps. Masters of rhetoric, they
excel in the challenging art of debare. They can make

| charismatic leaders. Many Academies are directed by
| Jornists, always ready to devore themselves ro the edu-
cation of their dear neophytes.

' THE WHITE STRIPE

The relationship that the Jornist establishes with his
Dancer is called Empathy. He dives with his entire mind
into the emotions of the Dancer, seeking 1o share the
enflamed vitality thar the Dancer has conserved since
its creation during the Eclipse. The Dancer, an innocent
creature, constantly in motion. propelled by the emo-
tions of the creatures and people it touches, is for the
Jornist a source of life, laughrer and hope. With Empa-
thy, lifelong bonds of love and friendship are forged bet-
ween the Jornist and the Dancer.

In summation, the outlook of the white stripe is posi
tive, altruistic and intuitve. Light-footed, the mage and
his Dancer walk together on the path of life. Each obs-
tacle is a test 1o pass or a problem to be solved, and above
all an enriching experience,

JORNIST SECRETS

# An influential movement exists amongst the lornists,
the Angelic Feathers. These whire stripe magicians
spend their entire lives looking for the mysterious
Winged Dancers. They think that these elusive crea-
tures would be able o greatly increase the influence
of the Ascendancy upon Harmundia. Some of them
believe the Winged Dancers hold the secrer of the
Eclipse and of the Twilight.

+ Some say that certain small groups inside the Jornist obe-
dience worship their Dancers, They are supposedly led
by a magician who pushed his empharic relationship with
his Dancer so far that he became one with it - an entity
of flesh and Shard. This creature of immense magical
powers is called the Chakral. This miracle has never been
validated by the highest authorities of the white stripe,
because it seems that the philosophy of the Chakral has
ne longer much in common with Jormist dogma.

The words of this entity can be summiarized in one
sentence: “Let the Shard speak out”. The Chakral is a
strange being. Though rejected by the ather Jornists,
he interests the Eclipsises and the Obscurantisis who
see in him a transcendent being, a possible future
incarnation for all mages. The Inspired believe the
Chakral is a Luminary with a message to pass on
Others think thar he is in fact a Dancer thar has taken
control of its “master”, a disquieting possibility...

+ According to some sources, the Jornist High Mages are
giving all the key positions in the Academies to faithful
members of the white stripe. Education is the heart
of the Cipher-sorcerer, and the Jornists are working
hard in the shadows to obrain a monopely on teaching
Ascendancy. This is not some sort of military coup, but
rather a subte manipulation o disseminate Jornist
doctrine into the education of young magicians.




CORRUPTION

It would be exrremely naive to assume thar a Jornist |
could never be tempred by Perfidy or Darkness. There
are magicians of the white stripe who are as corrupr as
any Invoker from Abysm. Their innocent behavior makes
them all the more dangerous. Most of these Jornists
suffer from their ties with the Masque or the Darken,
their minds becoming scenes of continual conflict.

Perfidious Jornists will push the truth and frankness
thar characrerize them o a delirious level. They can
become seekers of absolute truth. using. torture and
manipulation to impose their own beliefs on those
around them. They will extrapolate their altruism o
the point where they want to control everything. belie
ving their way is indisputably the best way.

White stripe mages corrupted by the Darkness are
fascinared by their newest discoveries concerning the
demons. A Jornist Invoker will apply his own vision of
Empathy. which becomes increasingly vicious over time.
He will try to penerrate his Dancer’s mind through lirtle
sadistic games, pushing it to emotional suffering. Without |
truly resorting to Torture, the Jornist instills an unheal
thy and ambiguous relationship with his Dancer. These |
corrupe magicians are rare for the simple reason thar few
of them are inclined o practice lnvoking - and Invoking
15 almosr the only way to gain Darkening poins.

SHARD ADDICTION

Unlike some of their fellow mages, most Jornists are
aware of the danger of Shard addicrion (see p. 28), They
deal with the siruation well and accepr it as an unavoi-
dable side effect of the pracrice of Emparhy. Mosr of the
white stripe mages therefore live with a acknowledged
addiction to their Dancers.

Things are different regarding objects and places rich
in Shard. The lornists avoid using Remains, Relics and

other Shard sources, knowing that they may worsen |

their addiction. They believe the emotions of the Shard
interfere with their practice of Ascendancy.

INTERACTIONS

Eclipsists: "They are egoists, greedy and power-
hungry. One cannot trust the word of a mage of the
gray stripe. Especially if he Is a spriggan.”

Qbscurantists: “We constantly wonder how the
Tonure can produce magic. The black stripe mages
do not really have a place in the Cipher-sorcerer,
even if thelr help may be precious in battle.”

The Cipher-sorcerer: “The order is a blessing lor
Harmundia. Without the Cipher-sorcerer and its Cen-
sors 1o enforce the law, the practice of Ascendancy
would be impossible.”

The Menace: “Perfidy and Darkness are neo mor-
1al dangers, We do all that we can 1o combat them,
Inwokers are especially dangerous. Don't hesitate 10
help the Liturgicals against them.”

JORNIST SPELLS

che Summon Mount

Obedience: Jornist

Threshold: 10

Range/Area of effect: 1/2 mile/one mount

Duration: instantaneous

Dance: 5 rounds

The Jornist calls a mount (a horse, most of the time),
If the mage already has one; it will come to him. If not,
the spell will attract the nearest creature disposed to being
mounted, The spell does not target creatures already
mounted by someone else, nor those that are unable 1o
approach (because they are locked in a stable for example).
The lornist has no contral over the narure of the creature
that answers his call. The mount could very well be a
wild horse, and the spell would not tame it

& Aura

Obedience: Jornist

Threshold: 10

Range/Area of effect: individual/a sphere 10 yards
in diamerer

Duranon: 15 minutes

Dance: | round

The sparks disappear quickly. leaving nothing bur a soft
amber glow, as bright as moonlight, lighting up an area
about ten yards in diameter. Past this distance, it stops
abruptly, as if an invisible barrier prevented it from dit
tusing more lighr.

The caster cannot be seen from ourside of the lighte
ned circle. If he moves, the hght follows him

<& Benediction

Obedience: Jornist

Threshold: 10

Range/Area of effect: contact/| target

Duration: one task

Dance: 5 rounds

The sparks of this spell inspire well-being and confi-
dence. As the targer accomplishes a task chosen by the
caster, these impressions intensify, bringing with them
a sensanon of inner Pl’..'ll'[". The ti'll'g‘l‘."l s E.:t‘hlllﬂ"h 4arne {.'.J|r1‘|.
and his hands no longer remble, so he can work with
assurance. The spell gives a bonus of 2 +3 for every 5
points of SM 1o accomplish a task thar must not exceed
one day's work (froni dawn il dusk). Some Jornisis
have been known 1o use this spell to help animals and
men die without feeling pain.

o Water

Obedience: Jornist

Threshold: 10

Range/Area of effect: contact/ | recepracle of 2 pints
minimum

Duration: permanent

Dance; 1| minute



The Jornist makes his Dancer skip around the edges
of a targered recepracle. The sparks that fall into the
receptacle become up to 20 pints of fresh water. This spell
does not work with fasks because the edges are too
narrow to dance on. The mages of the Bowl Brothe
rhood. lornists that scour the Desert of Keshe for those
lostand dying of thirst, are known for wearing big woo-
den bowls around their necks that they use to hold the
water they create,

<& A Thousand Splinters

Obedience: Jornist

Threshold: 10

Range/Area of effect: 50 yards/ 1 wooden object

Duration: permanent

Dance: 1 round

This spell covers any wooden object with jagged splin
ters. The only way to hold the object is to cover one's
hands with some rlum1 protective. Coming into contact
with the splinters causes 5 Hit Points of damage (armor
applies),

Anyone |r-p:m¢ to use the object withour protection
receives a -5 penalty on his die rolls, and loses | HP per
round as long as the object is held.

& Speak to Animals

Obedience: lornist

Threshold: 10

Area of effect: | animal

Duration: | minute

Dance: 3 rounds

This spell gives an animal the power of speech. N1
expresses itself in the language of the mage rather than
its own. This does not. however, give it extra intelligence
and does not guarantee coherence. A dog, for example,
will no longer bark but will still warn intruders of the
danger of trespassing on its territory. It will also be able
to identify someone’s smell and track ir. The apprentices
of the Bowl Brotherhood often use this spell on camels.
Ower time, these beasts have developed a wide and color
ful vocabulary. The spell is purported to have excellent
results with medusae’s snakes, but few have dared try it

& Friendship

Obedience: Jormist

Threshold: 15

Range/Area of effect: line of sight/1 target

Duration: 15 minures

Dance: 5 rounds

Sparks made by the Dancer penetrate the eyes of the
Jornist, who suddenly appears sympatheric to one per
son. He does not necessarily know why, but the magi
cian seems to become someone o confide in. He feels
close to him., The spell is immediavely undone if the lor
nist becomes aggressive toward his new friend. Even
though the spell is temporary, it has often been the
starring point of long (and non-magically enhanced)

friendships. It also works on animals; they will allow the |

wizard to approach. though their reaction then depends
on their particular nature, A famished lion will not hesi
tate ro eat its new “friend”!

«& Shield of Sparks

QObedience: Jornist

Threshold: 15

Range/Area of effect: contact/| target

Duration: 15 rounds

Dance: 2 rounds

The Jornist invokes @ cloud of sparks that in a few
seconds, swirl into the oval form of a luminous shield.
The shield then affixes itself on the arm of the arger.
Technically, use the statistics for the tower shield, but
with no minimum STR. In the case of 4 successful parry,
it stops all damage automarically. The shield is indes-
tructible - it cannot be removed by a well-placed blow
nor can it be discarded by its bearer. This spell lasts lon
ger than “Magic shield” (AGONE rulebook, p. 203) and
is a little more versatile, but provides less protection

oo Gigantism

Obedience: Jornist

Threshold: 15

Range/Area of effect: line of sight/1 target

Duration: | hour

Dance: 15 rounds

The target of this spell starts growing very quickly,
gaining weight and height. The target gains +1 1o his S1Z
and another <1 for each 5 points of SM achieved Beings
that gain 2 or more 512 poinis in this manmer, or who
exceed 517 3, become immobile for the duration of the
spell. Jornists often use this spell to immobilize giant
sized creatures

v Food

Obedience: Jornist

Threshold: 15

Range: contact/ | container of at leasr 2 pints

Duration: permanent

Dance: | minute

As with the Warer spell, the Jornist makes his Dan.
cer skip around the edges of a recepracle. The sparks
that are produced fall inside and become food. The mage
his no conmrol over what appears, but he can be sure
that the spell will produce a piece of strange-tasting
meat and unusual green vegetables, all of which are
steaming when they appear. There is enough to feed
two people. The Bowl Brotherhood originared rhis spell
and uses it frequently in impoverished Keshite towns,

serving hot meals to the poor.

& Speak with Plants
Obedience: Jornist
Threshold: 15
Range/Area of effect: line of sight/1 plant
Duration: 30 minutes
Dance: 10 minutes




The Jornist gives the power of speech to a plant. The
plant will express itself in the native language of the
mage. However, as the plant does not possess intelli-
gence, its speech will be limited to the expression of
feelings or general concepis. A tree can tell the direc
tion of the wind, EXPress the tiredness in its roors or
even convey an impression of serenity. If it has been
the wimess of an act thar has affecred it in one way or
another, it will be capable of ralking about it For
example, it will be able to tell if a lumberjack had fel
led a tree next to it because it is worried rhat the he
will come back. However, the tree is incapable of spot
ting particular people. apart from someone that has
taken care of it (like a gardener) or bothered it for long
periods of time (like the lad who used to climb it ten
time a day),

«& Fantastic Harvest

Obedience: Jornist

Threshold: 15

Range/Area of effect: 1 mile/a radius of | mile

Duration: One season

Dance: | hour

The Jornist enchants an area so that the next harves
will be plentiful. This area must already be culnvated,
and the spell cannot force plants to grow under extreme
conditions. It is therefore impossible 1o enchant an
area in a desert. for example, unless the land is already
irrigated. The capacity of the harvest will be 10 rimes
greater than whar it would have been under normal
conditions, and it will be of superior quality. The oasis
where the Bowl Brotherhood resides is known for never
having endured drought or famine, and provides for
the entire region during shortages.

<& Create Familiar

Obedience: Jornist

Threshold: 20

Range/Area of effect: contact/1 animal

Duration: until the death of the animal or the mage

Dance: & hours

This spell transforms a normal animal (not an Pro-
digy), into a familiar. The creature does not need to
be trained. |t will instantly become the magician's
best friend, obeying him faithfully, informing him of
dangers and h{*'tping, him if possible. The mage ins
rincoively understands whar his familiar thinks and
vice versa, regardless of the distance thar separares
them. The animal may be of any size, though small crea-
tures are preferred because they are easier to hide. The
animal’s life span is magically accelerated or slowed
to match irs master's. The bond berween the magician
and his familiar is deep: if one of them dies, the other
is deeply affected. sometimes even committing sui-
cide. Only one familiar is allowed at a fime.

«&: Natural Enchantment

Obedience: Jornist

Threshold: 20

Range/Area of effect: personal

Duration: | day

Dance: 1 hour

The sparks from this very complex Dance give the
Jornist the ability to survive in a natural region such as
a forest, a savannah or a desert (but never a city or
even a cultivated area). For one day, the magician has
a score of 7 in the following skills: Beast lore, Conceal,
Hunt, Stealth, Plant lore and Survival. If he already has
a score of 7 or more in any one, he will gain a specialty
corresponding to the area he is in for the duration of

the spell.

i Fertility

Obedience: Jornist

Threshold: 20

Range/Area of effect: line of sight/ | female rarget

Duration: see below

Dance: 10 minutes

The lornist makes a selected being ferrile. If this is
cast on a female mammal, she instantly becomes pre-
gnant. Other creatures lay eggs, and so forth. The Jor
nist does not control the nature of the father (it will be
subconsciously chosen by the mother, corresponding
to her deepest desires), More than one half-seasonling
has been creared by the casting of this spell on human
females! It has no effect on male crearures,

«&: Grow Plant

Obedience: Jornist

Threshold: 20

Range/Area of effect: contact/| plant

Duration: permanent

Dance; 15 rounds

The Jornist makes a plant (or even a seed) grow to com-
plete maturity instantly. The soil does not necessarily need
to be fertile. as the plant grows roots that dive deep
enough into the ground, However, the lifespan of the
plant will be dependent on the quality of the soil. The
spell has no size limir - it can affect an oak tree as well
as a stert of grass. In addition to its applications in agri
culture, the spell can be used more creatively ta seal a
door or make a building crumble.

«&> Repel Demon

Obedience: Jornist

Threshold: 20

Range/Area of effect: line of sight/1 demon

Duration: | minute

Dance: | round

This spell is rarely used, because the Dancer risks its
life when the mage casts it. The Dancer must come dan
gerously close o the demon that the magician wants to
repel, showering it with sparks, If the Dancer manages
to get close enough, the demon is no longer capable of



loyous and sociable, you inspire confidence. People
appreciate you and call on your help when in need.
In their eyes, you are a friend of the family and a
faithful ally. Howewver. you are not as generous as they
may think. You inform the Cipher-sorcerer ol all ol your
patients’ doings. You document their secrets in detail
in one of your numerous notebooks. You will use the
information later - you or another mage. Far from
being a naive healer. you are truly a warrior of the
shaclows and the confidence that you inspire Is your
best weapon. Every aspect of your appearance is cal-
culated. Your portliness proves your lack of motiva-
tion and your smile demonstrates your good inténtions,
Nobody sees you as a menace. They are wrong.

Origin: Urgamand

Race: human Sex: male

Age: 32 Height: 5'8" (SIZ 0)
Weight: 108 [bs, M3

Flame: |1/0
Bonus: +1

STRength: 6
STAmina: 6

Body: 1/0
AGEiity: 6
PERception: 7

Bonus: +1
WILL 7

Spirit: 110
INTelligence: 9

Soul: 1/0
CHArisma: 9

Bonus: +1
CREativity: 3

Secondary Attributes
ART: - ASC:9
MEL: 6 AlM: &
HP: 40 SWT: 16
DB- 0 OWT: 24

fm-tunnpnim.szw

Power of the Flame: none
Perfidy: 0

Darkening: 0

Skills

Trials: Weapon (Quarterstaff) 6, Alertness 5, Dodge 6,
First Aid 5

Rogue: Hunting 2, Intrigue 5, Poisons 5. Stealth 7,
Search 3

Society: Diplomacy 3. Eloquence 6, Etiquette (mages)
5, Fast Tall 5, Traditions (Urguemand) o

Knowledge: Alphaber (Armgardic) 5, Language (Urga-
mish) 2, Language (Keshite) 2. Medicine 5. Plant Lore
5. Surgery 5

Oeccult: Cipher-sorcerer 5, Dancer lore 7, Concord 2,
Resonance (lornist) 7

Assets & Faults: Known family, Independent Dancer.
Agile Dancer

Combat
Initiative: |4, quarterstalf 16
Melee attack: quarterstaff 15

Dodge: 12
Parry: quanerstaff 15
Ranged defence: 6
Init. At Def. Dam + DB SIZ
Quartersratt +2  +2 +2 +4 (C) +1

Armor: leather, pariial {penalty -1. prot. 3)

Magic

ASC:0

Resonance: 7, Dancer Lore: 7
ASCAPT: 19

Dancer Memory ASC

s Empathy Endurance
Zunith 24 i 8

6

Typical quote: "Does it hurt if [ press here? Mmm, |
see. .. nothing terrible. Don't worry, | shall heal you in
a few seconds, It won't hurt. Tell me about the mission
that Sire Boromion gave youw. Has it anything to do with
the Limrgical Navy? It lsn't dangerous, | hope.”

l'L‘Illg in the presence of the lornist. It is overcome 1""r'

panic as soon as the eyes of the Jornist touch it Unless
it succeeds a WIL roll ar DIF 25, the demon will try ro
run away as quickly as possible

¢ Destroy Demon

Obedience: Jornist

Threshold: 25

Range/Area of effect: line of sight/1 demon

Duration: 15 rounds

Dance: 5 rounds

The sparks thar fill the eyes of the Jarnist enable him
to destroy a demon merely by looking at it The demon
loses 5 points of Density per round as long as the Jor
nist's eyes remain on it (to maintain eye contact for
more than one round, the mage musr succeed a WIL roll
at DIF 15 each round).

«& Perfect Healing

Obedience: Jornist

Threshold: 25

Range/Area of effect: contact/ 1 target

Duration: permanent

Dance: 5 rounds

The target of this spell is instantly cured of a single
physical illness, wound or handicap (the spell doesn’t
cure magical damage). It treats one (and only one) ail
ment, Someone suffering from gangrene will be cured
either of the illness or the wound, bur nor both. Of
course, the mage can use it rvpt'.u:"c‘[h-'. The spell can
even be cast afrer an injury has healed. For example,
it can repair the internal damage caused by a Critical
Wound, even after the wound has healed over,




&> Jornist Resurrection

Obedience: Jornist

Threshold: 25

Range/Area of effect: touch/ 1 corpse

Duration: permanent

Dance: 1 hour

The Jornist is capable of resurrecting a fresh corpse (no
older than one day). The person will come back 1o life
with all his faculties and healed of all wounds and ill
nesses. The mage can perform this ritual on an Inspi
red, but he muse do ir immediately after death or the
Flame will be lost (the Flame rarely lingers for more
than two hours), If the Flame has already departed, the
corpse will not come back o life.

«& Soothe Curse
Obedience: Jornist
Threshold: 25 |
Range/Area of effect: line of sight/ 1 harmful magi-

cal effect
Duration: permanent
Dance: | hour
The Jornist can cure a person of a harmful magical

effect caused by Ascendancy. If the victim was attacked
by a spell of a superior level (created by Choreography
for example), the threshold of the effect 1o be cured
replaces the threshold of this spell. IF Choreography has
been employed. the mage will also have to use it to can-
cel the magical effecr. If Soothe Curse is successful, the
effects of the original spell are instantly eliminated

«& Thunder and Lightning

Obedience: lornist

Threshold: 25

Range/Area of effect: 1 mile/| rarget

Duration: one hour

Dance: 15 minutes

The Jornist summons a storm that strikes with
extreme violence, destroying everything in its path.
The caster can control certain aspects of i, making it
less violent or forcing lightning to strike a particular
target, which dies instantly

Cclipsism

INTRODUCTION

A neurral vision, detached from Ascendancy, is whar
characterizes the mages of the gray stripe. The Eclipsists
were, a very long time ago, the founders of the Cipher
sorcerer. Today, they are very much removed from the
day-to-day political srruq;,lﬁ of the order. Eclispsim is
centered on the individual and there is a clear under
currentof egoism in the personalities of most of the gray
mages. Eclipsists do nor like to be confined by burden
some administrative duties, instead dt‘\lnl'u:’_ o be as
free as possible from rules and conventions. Though the
authars of the Charter were Eclipsists, their inheritors
have many difficulties in respecting the bylaws written
afterwards by other mages,

Eclipsism is, by nature, the most practical form of
H'I.!Hit. The mages of the gray stripe do not pracnce
Ascendancy for spiritual reasons, or to serve an ideal
Eclipsists practice magic because it is useful to them, Eclip-
sises often have a more open vision than their colleagues
in other obediences. They have a more natural and frink
approach oward their Dancers. The result is a pragma
tic magic, adapted for daily use, thar is much more ingu
tve than the formalized Torture. Whenever you ask a
mundane citizen of Harmundia 1o share his unders
tanding of magic, he will almost certainly use some
thing from Eclipsism as an example. Eclispsists are often
the most accessible of all the mages.

By nature, they are individualists and political ani
mals, They don't like to surround themselves with too
many colleagues or to share grear projects. Some Eclip-
sists are invererate plorrers, enjoying above all the poli
tical aspects of Cipher-sorcery.

EcLipsiST TRADES

Eclipsists play an ambiguous role inside the order,
Serving as great diplomars, and mediators between Jor
rists and Obscurantises, they tend to be very ambinous
and demand high appointments, where they can exer
their freedom of choice most freely. These motives stand
in contrast with those of the Jorniss, who feel these posis
demand great responsibility, and try to balance perso-
nal gain with devotion and sacrifice.

The gray siripe mages are also namral scholars, and
each generation produces a few enlightened mysrics.
They delight in verbal or magical sparring sessions on
the nature of Dancers: the mysteries of their flesh and
the powers in their blood. Their neutral vision is very
useful in obtaining a superior level of comprehension.
Unlike tornists and the Obscurantises, Eclipsists rarely
have a profession thar uses their magical powers to
the limir. Rather, Eclipsists prefer to occupy posi

| tons within the civil sociery of Harmundia. They

remain faithful o the Gipher-sorcerer, but are less
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concerned about obeying its strict and austere rules |
to the letter. Of course, there are some Eclipsists who |

are utterly devoted to the advancement of magic and
to the order

THE GRAY STRIPE

The gray stripe is a symbol of individual freedom
and it also represents analytical detachment and mas
tery of Ascendancy. Eclipsists do not rule their Dan
cers as Obscurantsts do. and are nor ruled by them
as some lornists are. They try to remain as detached
as possible in order to get the best resules from their
Dancers, The gray stripe indicates grear technical mas-

tery - a learned and developed talenr. Eclipsists per-
fect their Dancers” movements because a more precise
Dance is more elegant and pleasant to see, even if this
precision doesn't alter its effect. The Impulse is above
all a form of training, a mechanism that must be lear
ned and understood by the mage and his Dancer. This

aver to the dark side so bad, when you can gain much
in exchange for your soul? The Masque knows thar he
can play to their weaknesses and take advantage of them.
The Eclipsists are easy to bair with promises of power:
new Dancers, ear thhe riches, magical tomes, etc. Onee
corrupted. the gray stripe mages hemmr manipulators,
seeing all 1|1|1|;_,s as a source of spiritual or temporal
profit. Perfidious Eclipsists tend to support might before
right, and will not abide mediocrity. If they must fight

| to keep their privileges, so be it. Let the weak die as the

training is directly dpplu able to magical theory, and |

i'..|||u-:|<.ri are the most acclaimed lhmrlhh and scien-
tists of the order. From the study of magical pheno-
mena, the most advanced Eclipsists attempt to deduce
farmal laws, which are used to refine the magical
eftects of the Dances.

ECLIPSIST SECRETS

+ It is not unvsual to find various Eclipsisis forming 2
group and then leaving on a quest to discover one of
the many mysteries of Harmundia. The most difficuls
quest started by an important Eclipsist group was the
fuest for the Spiritcore, which is a sort of constant in
Eclipsism. The gray stripe mages believe the Spiril
core is the place from where all magic originates.
Thirty-five years ago, the Eclipsists tried hard to put
a stop to the moubles caused by Lershwin, without
much success, Every mage knows the story of this
spriggan who wanted o share magic with the people
of Harmundia by making it accessible ro all. ﬂrlumtl_'n...
Lershwin is dead and the crisis is over, What few
people know is that his plans are sill underway. A
group of fervent adepts who mrained with Lershwin
are following in his footsteps. .

Eclipsists are attracted 1o serange theories, and stran-
ger experiments. Cerrain academies overflow with
mages rrying. for example, to develop a way to keep
a brain alive after the death of its owner. The Eclip
sists have brought various creatures into the world of
which they are not very proud - some of their crea
tions have ravaged ennire wH;lg:'s.

CORRUPTION

Ihe gray stripe mages live perpetually under the threa
of corruption, They are the easiest prey for the Masque
because they often lack strong moral direciion. Is going

strongest walk over them!

When they are drawn to the Darken, it is because of
a fascination with the demons. The Eclipsists respect
creatures that act only in their own interest and sell
their services to the highest bidder. The smooth mlking
and diplomatic aspects of the Invoker trade appeal o
the mages of the gray stripe. As they become affected
by the Darkening, they develop a nasty and perverse
point of view. I‘t‘u‘tlnlll;, eerily like the demons that they
manipulate,

SHARD ADDICTION

Eclipsists are addicted to the Shard, know it and suf-
fer from it This dependency damages their relationship
with their Dancers because it disturbs the Impulse. They
repeatedly explain to their Dancers that they do not
have a dominant relationship, and thar Eclipsist and
the Shard both bring necessary ingredients to the prac
tice of Ascendancy. The lmpulse is the rranslation of this
philosophy into fct. Shard addiction breaks it by shil-
ting the control to the Dancer's side. The [a.'lipsisi cOIm-
pensates by mistreating his Dancer, which is counter o
the beliefs af the gray stripe (but is a good way o0
become Obscurantist). '

Addiction to Shard in Remains and Relics is seen as
an inescapable fact. Some Eclipsists are searching for
the cause of the addiction in erder to free themselves
from it

INTERACTIONS

Jornists: The while stripe mages waste their time
practicing outdated technigues - the magic of fairy
tales and bediime stories, They shenild join the Eclip-
sists and learn the true potential of Ascendancy.

Obscurantists: The black stripe mages go (oo far
in practicing their effective but violent magic. They
need to understand the importance of establishing
an equal refationship with their Dancers.

The Cipher-sorcerer: We created the order, but
today we feel limitet! inside it. Its yoke is far too heavy
and its codes (oo restrictive. However, one must admit
that the order is needed for the smooth Integration of
mages with society.

The Menace: The Masque is the only nie menace.
We are, however, mature enough (o bnow which side
1o choose when necessary.




EcLipSIST SPELLS

A Noise

Obedience: Eclipsist

Threshold: 10

Range/Area of effect: 30 yards/5 yards

Duration: 3 rounds x SM

Dance: 1 round

This spell generates a noise, which lasis as long as the
mitge wants it to (within the limitations set by the Suc
cess Margin). The noise may be of any nature, as long
as the Eclipsist has already heard it and remembers it
The spell is not able to recreate the voice of someone that
the mage has never heard speak before,

& False Coins

Obedience: Eclipsist

Threshold: 10

Range/Area of effect: contact/10 coins

Duration: 10 minutes

Dance: 3 rounds

The Eclipsist makes a handful of coins of any value
appear in his hand. All the coins look like pure ;,-:.nld but
are unlike any known currency. Noteven an expert money-
changer could divine their origin. Certain variations of this
spell make the mage’s profile appear on the coins,

<& False Death

Obedience: Eclipsist

Threshold: 10

Range/Area of effect: individual

Duration: until the mage stops the spell

Dance: 1 round

As soon as the spell wkes effect, the mage takes on
the appearance of a dead person. He stops breathing and
his heart stops beating. The spell is undone once the mage
does something that reveals his trick. During the inter-
val, all the methods to try to discover whether he is still
alive are of no use. He may be cur, hit, or immerséd in
boiling water. but his body will react as if it no longer
holds life. As soon as the Eclipsist moves or makes a
noise, the illusion is broken.

& Cheap Stuff

Obedience: Eclipsist

Threshold: 10

Range/Area of effect: line of sight/1 object

Duration: 1 hour

Dance: 5 rounds

This spell gives the impression that the targeted object
is of no value. The only problem is that each person has
a different impression. One says thar the object is bro-
ken, another finds the object particularly worn and the
third finds it ugly. All will. however, agree on the worth-
lessness of the object, underestimaring it by 1/100th of
its value. This will not prevent a salesman from trying

to sell it at a good price, though the buyers will think
that he is a fool and he himself may wonder how he could
have the gall to ask such outrageously exaggerated price

«& Blinding

Obedience: Eclipsist

Threshold: 15

Range/Area of effect: line of sight/a seeing being

Duration: 5 rounds

Dance: 2 rounds

The target is remporarily persuaded thar he has become
blind. In reality, he has simply dosed his eyes without
knowing it. One of the ways of undoing the spell is 1o
tell him this. As long as the effect lasts, the victim receives
a -10 penalty to all his actions.

& Ice Shards

Obedience: Eclipsist

Threshold: 15

Range/Area of effect: 10 yards x SM

Duration: instantangous

Dance: 2 rounds

The Eclipsist sends a hail of jagged ice shards shooting
from his hands, They are illusions, bur the targer is
convinced they are real, and so they cause real damage.
This artack causes 10 + SM points of damage (armor will
provide protection). A mage who knows this spell is
immune to the effects (the damage is reduced to 0), as
he knows that it is a mere illusion, but he cannot help
finching as the shards touch him.

& Grand Master

Obedience: Eclipsist

Threshold: 15

Range/Area of effect: individual

Duration: 15 + (5 x SM) minutes

Dance: | minute

The sparks given off by the agile Dancer give the Eclip
sist the appearance of an important persor. The people
whao interact with the mage are persuaded that they are
speaking to an influential noble, a rich merchant, or a
powerful warrior (depending on how the vicrims see
“importance”). The Eclipsist must play along, as he
doesn’t know precisely how he will be viewed. Even if
he blunders, he will not provoke doubrts about his sta-
tus - his disguise is perfect.

& Mind Reading

Obedience: Eclipsist

Threshold: 15

Range/Area of effect: line of sight/one person

Duration: 1 round

Dance: 1 round

The Eclipsist reads the mind of the target. He is unable
to learn t‘\-tl‘}’lhlng about the person, only present
thoughts, This is a very useful spell as one often thinks
about the current topic of conversation or of something
important one is trying to hide.
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trians and then using this spell to read the thoughts of

their suspects. A good way to resist this spell is to prac-
tice not rthinking

& Ghost Mount
Obedience: Eclipsist
Threshold: 15
Range/Area of effect: 5 yards
Duration: 1 hour
Dance: 10 rounds

Lt : ; I
The Eclipsist makes a mount of his choice appear. It

has the same appearance as the real thing, is capable of
transporting something or someone. and has the per

sonality of an average member of its species. A stallion
will therefore be full of character, a donkey, stubborn,

and so on. The mount is incapable of aggressiveness,
even unintentionally, When the mage orders it to disap

pear, it will do so immediately, otherwise the spell expires
after an hour has passed; any luggage and riders are left
behind

oA Object

Obedience; Eclipsist

Threshold: 15

Range/Area of effect: 10 yards

Duration: 15 minutes

Dance: 1 round

The Eclipsist creates the illusion of an object. He is able
to make it look like anyrhing, provided he has seen it
before, and it is a simple object (no independent or
moving parts). The mage could use this spell ro creare
the illusion of a table bur not a chest of drawers. A
sword may be created, bur not a bow (whose string is
independent). This illusion is undetectable until the
object disappears.

i Love

Obedience: Eclipsist

Threshold: 20

Range/Area of effect: Line of sight/one person

Duration: | day

Dance: | minure

The Eclipsist persuades the targer thar he or she is in
love with him. The feeling may have unexpected reper-
cussions ranging from rotal adoration to remendous jea
lousy.

«& Accursed Noise

Obedience: Eclipsist

Threshold: 20

Range/Area of effect: one person

Duration: permanent

Dance: 1 hour

The caster creates a permanent noise inside the mind
af his victim, The noise must be simple - a twinkling, a
whistling or a repeated thud, but nota sentence or piece
of music. There is no limitanon placed on the hearing

of the target, but the effects of the spell remain very
uncomfortable. y

After a few days, the victim will become very irritable
and in less chan a month he or she could go mad. Depen
ding on the individual, this discomfort can quickly be
ignored, or provoke a state of ill being (and, in the most
extreme cases, 4 -5 penalty to all actions),

<& Madness

Obedience: Eclipsist

Threshold: 20

Range/Area of effect: line of sight/one person

Duration: | day

Dance: | minute

The target is no longer able to talk in a cohérent man
ner, and acts very strangely, He has all the telltale signs
of madness. However, a specialist would have difficulry
determining the origin of the problem and would
conclude that the victim was actually pretending, his
behavior being too strange and illogical.

<& Lightning

Obedience: Eclipsist

Threshold: 20

Range/Area of effect: 100 yards

Duration: instantaneous

Dance: 5 rounds

The Eclipsist hurls an immense quantity of electricity
in the direction of the target. who can try to dodge it
as if it were an arrow. If the lightning touches the tar-
get, itinflicts (25 + 10 x SM) damage points. The damage
is illusory, and has no effect on objects. However the tar-
get is convinced it is real and might very well die. Like
the “Ice Shards” spell, a mage capable of casting "Light-
ning” will not be affecred because he knows thart it is
an illusion,

v Prince

Obedience: Eclipsist

Thresheld: 20

Range/Area of effect: individual

Duration: 15 + (5 x SM) minutes

Dance: | minute

The mage suddenly has the aura of a very important
|!:’TS|.'I'IIJRI.' in l'1'lt‘ 1'{‘gil.3l'l.. someone that !'lﬁgl'ii over hun
dreds of people. Anyone approaching the caster will be
very impressed by his aura and will act ina respectful

| manner. This spell works even on those that know they

are under a mage's spell. They simply presume that they
previously misjudged the Eclipsist, and that the time has
come to rectify their beliefs. The caster’s appearance
does not change, just the way other people see lim.

& Perfect Connivance
Obedience: Eclipsist
Threshold: 20
Range/Area of effect: one demon
Duration: until the end of the connivance




Danice: 5 rounds

With the help of this spell, the mage creates a conni
vance on his own terms, in such a manner that he can
obtain exactly what he wanits for the minimum charge
a demon would ask for the service. If the demon or the
advocarus diaboli were to discover the existence of this
spell, it would constitute a breach of the contract, with
all the usual consequences, even if the payment had

been made

«h False Bridge

Obedience; Eclipsist

Threshold: 20

Range/Area of effect: line of sight

Duration: § rounds

Dance: 5 rounds

This spell creares the illusion of a bridge thar can be
crossed by the Eclipsist and the people of his choosing,
Those that are not approved to cross will fall if they oy
Variations of this spell create doors, spiked pits or walls

;& Chimera
Obedience: Eclipsist
Threshold: 20
Range/Area of effect: 1 mile/100-yard radius
Duration: one week
Dance: & hours
The Eclipsist creates a perfect illusion, of the desired

shape and size, The only limitation is that he must have
already seen the constituent elements. People confron
ted by the illusion are convinced it is real. IF for example
a castle were created, people could visit ir. Wimesses
would be convinced they had seen the visitors enter the

buildings.

«& Create Familiar

Obedience: Eclipsist

Threshold: 25

Range/Area of effect: contact/one animal

Duration; until the death of the animal or the mage

Dance; 6 hours

This spell transforms a normal animal (nor a Prodigy)
inta a familiar. The creature does not need to be rai
ned. 1t will instantly become very close to the mage
understanding his thoughts instincrively. The Bamiliar will
not want to risk its own lite for the mage, but it can be
convinced or bribed (usually with food). The Eclipsist
will be able to use his familiar's senses and see through
its eyes (up to WIL x 100 yards). The experience of the
animal's amazing sense of smell and piercing vision may
in the beginning be disturbing to the mage. The animal
can be of any size, though small creatures are preferable
because they are easier to hide, Apart from a certain atfes
tion between the familiar and the mage, there is no
other partcular bond that ties them together. Only one
familiar at a time is permitted

e



ECLIPSIST SPRITE CENSOR

You have made mystery a way of life, and you live in
a world of shadows and secrets. When you intervens
as 8 Censor, it s usually under illusions or in disguise.
When one is, like you, an impontant Censor, one can-
nit abide publicity. Your nickname is "the havwb-mage”,
referring to the feathers that you leave behind wherever
you go.

Your closest friends that know your secret often tell you
that you exaggerate and are rather paranoid. But they
do not bnow what your job as a Censor enails. Enfor-
cing Ciphered laws is a very dangerous business. You
are devoted and very serious. never taking things
lightly. Any sign becomes a warning of danger that
vou may have 10 overcome. Your Dancer is hidden
inside your leather doublet. A dagger in one hand,
vou cloak yourself in the darkness of the night. spying
on your competitors and unmasking your enemies.

Origin: Urgamand
Race: Sprite Sex: male
Age: 44 Height: 35" (512 -1)

Weight: 851hs. MW: 2

Attributes

Flame; 1/0

Body: (/0 Body Bonus: +1
AGllity: 7 PERception: 7

STRenght: 3 STAmina: 5

Spirits 1/0 Spirit Bonus: +1
INTelligence: @ WiLlpower: 9

Soul: 1/0 Soul Bonus: +1
CHArisma: 6 CREAtivity: 5
Secondary Attributes

ART: - ASC: 9

MEL: & AlM: 7

HP: 42 SWT 14

DB: -1 CWTL: 21
Fortune points: 2

Flame power: none

Perfidy: 0

Darkening: 0

Skills #

Trials: Weapons (sword) 5, Weapon (bow) 5, Alertness
5, Doclge 5

Rogue: Disguise 6, Intrigue 5. Legerdemain 3, Stealth 7
Society: Etiquene (mages) 4. Fasi-talk 7, Traditions
{Urguemand) o

Knowledge: Alphabet (Armgardic) 4. Alphabet (cryp-
tic) 8. Astronomy 5, Language (urgamish) 9, Law 6,
Plant lore 5, Season (spring) 5

Oceult: Cipher-sorcery (spe: laws) 7. Dancer Lore &,
Resonance (Eclipsist) 8

Seasonling Powers
The Sap

Assets and Flaws
Censar, Ascendancy Aura, lron Will, Paranoia

Combat

Initiative: 15, sword 15, arc 10

Melee attack: sword 13

Ranged attack: arc 13 Dodge: 13
Parry: sword 12 Ranged defense: 6

Weapons  Init. Att. Def. Dam +DB S1Z Range
Shortsword O +1 0 +2(s) -1 -
Spritebow  +4 0 0  +2(D -2 40 yards

Armor: full leather (penalty 0, prot. 2),

Ascendancy
ASCo RESonance 8
Dancer Lore 8 Ascendancy APT: 19

Dancer Mem. Asc.b, Emp. Sw.
Galifari 24 L gl 6

Typical quote: "You do not need to bnow my name.
You know who | am. Or vou can guess, since | ente-
red through the window. | am the hawk-mage. Yien-
der sends me: Tudgment has been passed on your
crimes: you are condemned not 1o use Ascendancy for
one year and a day. 50 you have the choice, kindly give
mie your Dancer or prepare yourself for death. Do not
even think that there is an escape.”

< Spontaneous Combustion

Obedience: Eclipsist

Threshold: 25

Range/Area of effect: contact

Duration: instantancous

Dance: 3 rounds

The mage touches the bare chest of the target, which
is filled with a sensation of heat that soon becomes
unbearable. In two rounds the vicrim faints, sparing
him the terrible sight of his body burning itself from the
mside and leaving only ashes. This spell is not an illu-
sion. l1s origin is a mystery as it is not consistent with
the rypical repertoire of an Fu.li]1-i:~l. There s no way o
escape this spell, apart from preventing the mage from
touching your chest

& Blind Puppet
Obedience: Eclipsisr
Threshold: 25
Range/Area of effect: line of sight/one person
Durartion: | year
Dance: | day

Onee under the influence of this spell, the target
1
acts on the mage’s desires. He can make the victim do

anything, apart from an action endangering his own
life. The victim is convinced he is acting on his own
impulses, and is not conscious of being under the cas
ter's influence, He even ignores the mage’s existence,

as if he cannot see him. If one mentions the presence

of a strange person, constantly whispering in his ear,
the victim will think that the Eclipsist is a mere ser




vant or someone of no real importance. He will deny
receiving orders from the caster,

& Phoenix

Obedience: Eclipsist

Threshold: 25

Range/Area of effect: line of sight

Durarion: instantaneous

Dance: 10 rounds

The Eclipsist calls an enormous illusory bird, follo-
wed by a mail of flames, which dives upon the chosen
targets, The victims lose 30 HP (the armor counts as
protection} and are exposed 1o a fire of VIR 15 for two
rounds, As usual, this damage does notaffect non-living
marter, and a mage capable of calling a phoenix is com-
pletely resistant to this spell (bur will enjoy the magni-
ficent sight of the giant bird),

<& Magical prison

Obedience: Eclipsist

Threshold: 25

Range/Area of effect: 100 yards/a square of 10 x 10
yards

Duration: 1 hour

Dance: 2 rounds

The Dancer sparks gather to form a cage. lts bars shine
and sizzle with energy, Touching the bars does no damage,
but provokes excruciating pain. It is practically impos-
sible to escape the cage, withour using another magical
method (or counter-magic),

«& Eclipsist Resurrection

Obedience: Eclipsist

Threshold: 25

Range/Area of effect: contact/ 1 dead person

Duration: permanent

Dance: | minute

The Eclipsist gives life back 1o a dead body no older
than @ month (the time limit may vary depending the
state of the corpse). A new soul animates the body. All
the wounds that killed him are healed (but he may
remain in a coma for some time). The new being will

% A 1 |
not know what he is doing or where he is. He suffers

from very deep amnesia. However, he remembers the lan-
guage of his former body, and the basics of social inter-
action. If the former occupant was an Inspired, the new
one will have a Flame, but he will have to develop it from
the beginning again, as if he had just received it Some
seasonling mages suspect that these Flames come directly
from the Spiritcore, and that Eclipsist Resurrection might
be the first step in a new method of finding Fames.

Obscurantism

INTRODUCTION

Because of their questionable pracrices, Obscuran
tists are the least numerous mages. yet they arouse a
great deal of fascination inside the order and across
the Realms. To a certain extent, the black stripe mages
| are the victims of the terror that they construct around

themselves. It makes them respected and feared throu
ghout Harmundia, but it alse impedes rheir ability to
communicate with their colleagues. Because of this self
inflicted social stigma, they seldom occupy important
posts in the heart of the Cipher-sorcerer. Historically,
the black stripe mages have been opposed to the Jor
nists, who hold the reins of magical education and who
never hesitate to pur up obstacles in the paths of furure
Tormure adeprs. Jornist schemes have rarely had signi
ficant impact on the Obscurantists, who are generally
self-assured individualists.

OBSCURANTIST TRADES

Inside the order, Obscurantists often have a bad repu-
tation and are frequently misunderstood. The suffering
that they inflict on their Dancers disturbs the practice
of Ascendancy by other obediences. However, they are
often the best defense against threats to Harmundia,
and can be lethal weapons, embarrassing but neces-
sary to the Cipher-sorcerer, The Obscurantists are very
conscious of this sitwation and rake advantage of ir,
making the meémbers of the order dependant of their
help, It is rare 1o see an Obscurantist dean, butr once
an Academy is under the iron hand of the black stripe,
its power shines immensely.

In the mundane world, Obscurantises profir greatly
from their magical powers. They are well suired for 2
wide range of jobs Including bodyguards, mercenaries
and warrior-mages. Everybody agrees that if the Obs-
curantists were to declare war on the Cipher-sorcerer,
their power would be destructive and unshakeable.

Naote: Unlike the other obediences, those who choose the
path of Torcure can never Airn back,

THE BLACK STRIPE

The Obscuranrists establish a refanionshup with their
Dancers based on suffering: the Torture, For them, no
method is too extreme provided it produces the desi-
red results from the tiny crearures of Shard, Questio-
ning the morality of their acrs is neither useful nor
| logical to them. Questioning weakens rhe mage, who
| becomes more vulnerable to the cruelty and innate

harshness of the world. Obscuranrists see the Eclipse

as the final death of beaury and harmony, Mourning
| the Flamboyance is nice, but irrelevant. 1t is much more
imporrant to adapr oneself in order to survive, and one
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of the best tools for adaptation is Ascendancy. Deep
down, some Obscurantists are wounded by the near-

destruction of Harmundia and the coming of Twilight,
but rather than deal with the emotions directly they
prefer to pass on this suffering to their Dancer. Obs-
curantists are not the sorts of people to associate with.
Most of them have tragic flaws and complicared back

grounds - abusive parents, lost loves, long strings of
failures. erc. — which make them extremely sensitive to
Torture. By taking advantage of their own weaknesses
and personality faults, and by reinforcing them with
Torture, the mages create a porent link berween them

selves, their Dancers and Harmundia, This process is
self-destructve and irreversible

OBSCURANTIST SECRETS

+ Many Obscurantists think that Luminaries are nothing
maore than very ;mxwrlul Dancers. They are actually
researching the possibiliry of performing Torture on
them! The Inspired who are aware of this initarive
see it as one of the most dangerous schemes of the
Masgue.

# Their obedience has an unusually high count of prac
titioners of Sorcery, the Dark Art of invoking demons
with the help of Dancers (see AGONE rulebook p.
236), Some of the black stripe mages have devored
their entire lives to the restoration of this ancient
magic, which remains largely unexplored. Linking
their Dancer with demons has always been a source
of fascination for the Obscurantists. They do not
understand why the Cipher-sorcerer regards it as a
deviant practice.
A very ancient faction of Obscurantists believes thar
the Jornists have long plotted their extinction. This
organization of “reformisis” responds by committing
terrorist acts targering Jornist personalines and edi-
fices. The Jornists have always denied such accusations
and blamed them on Obscurantist trickery.

CORRUPTION

For Obscurantists; there is only one form of corrup-
tion: the influence of the Masque. Despite the comman
belief, black stripe mages are not more atracted ro the
Enemy than athers - but the Masrer of Sham is more
interested in them because of their practice of Torture,
When an Obscurantist is infected with Perfidy, he is incli-
ned to amuse himself by reconstituting dead bodies
and spends rime drifring through cemeteries, trying 1o
communicate with the dead

It is, however, impossible to deny the link between
Obscurantists and the Darken. The black mages make
good Invokers, who toil 1o preserve this dark art and
dream that one day it will contribute 1o more advan-
ced forms of Torture, Whenever an Obscurantist is
taken by rhe Darkening he becames more introverted,
rarely communicating with anyone, A darkened mage

starts by only addressing himself 1o mages of his own
obedience, eventually feeling so detached from the
world that he no longer feels any need to speak. He
becomes convinced that no one understands him and
that he has reached a higher plane of thought.

SHARD ADDICTION

The attitude of the Obscurantists toward the issue o
shard addiction is very simple: they emphatically deny
it. The black stripe mages openly declare thar it would
be absurd 1o think thar a littde bit of Shard could affect
a true mage. This line of thinking stems from the Tor
twre and their belief in their superiority to their Dan
cers. To a practitioner of Torture, anything that might
ke a Dancer believe that it is respected or feared could
lead to the loss of Ascendancy, Though the black stripe
mages prefer (o ignore the addiction to Shard, they are
subject to it, just like everyone else..

INTERACTIONS

Jornists: The white siripe mages are our mirror
image. However, the mirror is broken. and Jornists
are no longer capable of making anything reflect
inside it. Their magic is wealk and has no real power
— cute tricks for children, nothing else.

Eclipsists: The gray stripe mages do not dare (o
go as far as they claim o, They would merii joining
us. if only they woeuld abandon their stupid fetish
tor neutrality in everything they do, And even as
they are. they wanlt 100 much power.

The Cipher-sorcerer: We do not feel very at
ease In the heart of the Cipher-sorcerer. It was not
created o support our vision of Ascendancy, and
we feel that the order profits from our power without
truly integrating us. But remember, without the order,
the mundanes would have killed us centuries ago.

The Menace: As long as invocations are kept
under control one cannot truly consider the Dar-

ken a danger. The Masque, however, is an enemy that
we underestimate oo often.




OBSCURANTIST SPELLS

e Burns

Obedience: Obscurantist

Threshold: 10

Range/area of effect: contact/1 living being

Duration: instantangous

Dance: 2 rounds

The Obscurantist projects a cloud of sparks in the
direction of the target. Upon contact with the skin, each
\'}I.lri. produces a tiny burn. The best protection is to cover
onesell. The ‘||'|t‘]| causes SM points of d.nn.mp_

<& Acid Spit

Obedience: Obscurantist

Threshold: 10

Range/area of effect: individual

Duration: see below

Dance: 5 rounds

The mage has the power to spit acid. The spell lasts
until the caster uses up the discharges (determined by
the SM of the spell). The attack is resolved using wea
pon skill: Spit. The characteristics of this unusual wea
pon are

Int. +2

At +)

Dam: Acid of FOT 5
Range: STR feet

vho Minor Pain

Obedience: Obscurantist

Threshold: 10

Range/area of effect: line of sight/one person

Duration: 5 rounds

Dance: 1 round

This spell inflicts intense pain on the target. The cas
ter determines the general area of the body where it is
fele. The pain has no physical effect, apart from causing
a -2 penaly on all actions the victim performs, 4 o
actions that require the specitied area,

¢h: Cloud of Vermin

Obedience: Obscurantist

Threshold: 10

Range/area of effect: 20 yards

Duration: permanent

Dance: 3 rounds

Sparks projected in all directions by the Dancer
rransform inte nasty insects - meat worms, flies, coc
Iﬂ'ﬂn.'li.'l'li'“. l'."l.:'|'|l|1:|{’l'.i'|"5. f'l'“-.‘-‘[l'lf-. WASPS, MOSQUITOES, €1c

rthat swarm over ewr'r}f:hmg within a range of 20
yards, including the caster. The spell does no damage
but induces strong repulsion in all those in the area
{and may create whole colonies of insects il they are
allowed to breed)

& Darkness

Obedience: Obscurantist

Threshaold: 10

Range/area of effect: 50 yards/a 10 yards radius

Duration: 5 minutes

Dance: 10 rounds

This spell creates a rone of complete darkness
inside which no light is capable of existing or pene
trating. Fveryone inside suffers a - 10 penalty, inclu
ding the Obscurantist. From the outside, it is
I1Iip|.h.\4h|1:' to distinguish anything inside the rone
Demans are not affecred by the darkness. In fact
they feel quite pood inside



& Demonic Assistance

Obedience: Obscurantist

Threshold: 15

Range/area of effect: line of sight/one demon

Duration: 1 hour

Dance: 10 rounds

The Obscurantist is viewed as an eminent person by
the demons. In his presence and as long as he warches them, |
their Density increases by 5 + SM of the spell and their |
Orpacity increases by one point. The Demons have confi |
dence in the friendly smile of the mage, making them less |
lerlg'l"rﬂlﬁ o |I|r'|‘|. HI.JI 'l.i.'l[h :tE'I'IiL‘II'I\-. IIL‘[E'III'I% 1% certain.,

<& Major Pain
Obedience: Obscuranrist
Threshold: 15

Range/area of effect: line of sight/one person |
Puration: instantancous
Dance: 2 rounds |

Great pain is inflicted on a chosen part of the body
of the rarget. During the next round, the victim has no
power over the affected part and must immediately |
make a WIL roll against DIF 20. If he fails, he faints. If |
he succeeds, he endures a penalty of <4 on all his actions
until the end of the confrontation with the caster
stimply thinking about the pain he has just endured is |
encugh to cow him.

<& Hatred

Obedience: Obscurantist

Threshold: 15

Range/area of effect: line of sight/one target

Duration: | hour

Dance: | minute

The target is overwhelmed by an intense feeling of
hawred toward ome person of the caster’s choosing, Accor
ding to his nature, the targer may atack the target or |
Iry o overcoime [I'II;" fl'l:'lf.lT'il‘l“. Ill I'."i'l'l:'r Case, I'IL‘ ST SLIC
ceed on a WIL roll against DIF 10 as long as he isin the
presence of the hated being. The victim may be conscious
that the hatred overcoming him is unnatural. especially
if such a feeling has no reason behind it. To understand
this, he must take time to analyze his feelings. which is
difficult to do when consumed by hare.,

Ao Gush of Flames

Obedience: QObscurantist

Threshold: 15

Range/area of effect: a 10 yards long cone with a 2
yard diamerer
 Duration: instantaneous

Dance: 5 rounds

The Obscurantist concentrates the Dancer sparks in
his hands for 9 rounds. Then he suddenly releases them,
creating a gush of flames in front of him that has the
shape of a cone, hitring everything in irs range. The fire
iz FOT 15. FHlammable marerials wall burn rhnu--h iris
to possible to extinguish it with water or sand |

| & Reduction

Obedience: Obscurantist

Threshold: 15

Range/farea of effect: 5 yards/one target

Duration: | hour

Dance: 15 rounds

The target of the spell suddenly starts shrinking, His
size and weight are reduced in a matter of seconds. Tech
nically. his 512 is reduced by 1 point + 1 for each 5 points
of 58 obrained during rhe casting of the spell. The tar-
get's HPand MV diminish according o the new size (use

[ the table of p, 100 of the AGONE rulebook to calculare

them). If his $17 falls below -3, the victim may even be
squashed like an insecr.

<& Repulse Life

Obedience: Obscurantist

Threshold: 15

Range/area of effect: line of sight/every living being

Duration: | minute

Dance: 1 round

The Obscuranrtist’s eyes become blood red. This gaze
is so horrific that the people he looks at must roll Wil
against DIF 20 or run away. Animals do not even try o
resist and flee as soon as they can. Even plants withdraw
from the mage's path. Demons and creatures of the
Masque are not in the least affected by this spell, but
rather see even greater charm in the Obscurantist.

& Shadows of the Damned

Obedience: Obscurantist

Threshold: 15

Range/area of effect: line of sight/1 target

Duration: permanent

Dance: | day

The victim of this spell sees light diminish progressi-
vely around him. Lirtle by little, in the space of one
month. he sees his world become a perpetual dusk, then
night in a year. and total darkness in three years. The vic
tim is at the heart of a sphere of darkness thar will never
cease its progression. At first, the shadow praojects only
a few inches around the viciim, then one yard, and
finally a radius of four or five yards. The victim can do
nothing against the progression of this spell, but a suc
cessful roll of Demonology give a bonus of 2 105 w deter
mining when the final phase will begin. Only very
powerful magic can reverse this effect, suich as the Jor-
nist spell “Soothe Curse®.

«& Goodbye

Obedience: Obscurantist

Threshold: 20

Range/area of effect: individual

Duration: instantaneous

Dance: 1 round

The Obscurantist kills his Dancer and then disappears.
He is instantly releported 1o a location of his choice,
where he previously shed the Dancer’s blood. There is
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no limit to the range of this spell, and ir always works. |
If something already occupies the space where the mage |
appears, he will materialize beside or above the obs- |
tacle, or will displace it,

Obedience: Obscurantist

Threshold: 20

Range/area of effect: line of sight/one target

Duration: instantaneous

Dance: 5 rounds |

The targer immediately suffers the effects of a Criti
cal Wound, bur without any loss of HE. The seriousness
of the wound is not determined by a die roll, but by the |
SM of the spell. A SM of 5 results in an effect of 5 on
the Critical Wound table selecred by the Obscurantist |
An SM greater than 10 allows the Obscurantist 1o choose
any effect from the rable. The consequences are applied |
exactly as if the blow were already inflicted. the horrible
wound appearing immediarely on the victim, It is a
‘normal” wound, which will heal as per the usual rules.

<& Critical Blow ‘

¢h Destroy the Spirit

Obedience: Obscurantist

Threshold: 20

Range/farea of effect: line of sight/one target

Duration: permanent

Dance: | minure

The sparks engendered by the Dancer hit the victim
on the forehead. Part of his mind is invaded by pain-
ful sensarions, repulsive impressions, and absurd and
nasty thoughts. If the victim succeeds a WIL roll against
DIF 25, he loses one skill of the caster's choice (it must
be learned again from the beginning). If the WIL roll
is failed. the spell attacks the foundations of his mind.
The victim then loses 1 point in one of the Spirit areri-
butes (victim's choice), plus 1 point for every 5 points
of SM obrained when the spell was cast. If one of the
attribures falls to 0 in this manner, the victim ends up
a vegetable.

& Mental Slavery

Obedience: Obscurantist

Threshold: 20

Range farea of effect: one target

Duration: 1 day

Dance: | hour

This spell véquires a lock of hair from the rarger. Once
under the effect of the spell, he loses all control over his
emotions, and the mage can dictate his acts and impose
emations at any time. He may choose, for example, to |
overwhelm the victim with desperation or even intense
sexual desire. The Obscuragist must follow the victim in
order to know what he is doing and therefore reacr
accordingly or, if he teels mischievous, he can also dic- |
tate impulses arbitrarily from a remote location. In the
very particular community of Obscurantist mages, “pro
gramming” violent emotions at distance is seen as bad

taste. This spell has no limit in distance and may only
be broken by destraying the hair of the victim or some
other magical merhod,

e Dancer Curse

Obedience: Obscurantist

Threshold: 20

Range/area of effect: one target

Duration: | hour

Dance: 15 rounds

This ignominicus spell simply inflicts the grear tor
ments that the Dancer endures on the victim. To be able
to cast it. the mage must have a piece of fabric from a
garment of the victim, which he uses to dress his Dan
cer. Wounds inflicted on the Dancer will appear on the
body of the target. If the Dancer is imprisoned, the vic
tim will feel trapped; if it is killed, the victim will also
die. Few mortals are able 1o endure as much pain as a
Dancer, so if the Obscurantist desires, he may kill his
victim without killing the Dancer. The victim must suc
ceed on a roll of STA against DIF 15, If the roll fails, he
dies painfully.

o Create Familiar

Obedience: Obscurantist

Threshold: 20

Range/area of effect: contact/1 living being

Duration: until death parts them

Dance: 1 day

This spell transforms any living being into the mage's
familiar. It can be cast upon a human or a seasonling.
To cast it, the mage must kill his Dancer, and mix its blood
with thar of the target. who becomes an extension of
the mage himself. The familiar will obey his master in
everything, without question, to the best of his abilites,
The Obscurantist acquires the senses of his familiar and
can command him from a distance (up to WIL miles)
by simply concentrating. He can only have one familiar
ala ome.

& Excruciating Pain

Obedience: Obscurannst

Threshold: 25

Range/area of effect: line of sight/1 living being

Duration: instantanéous

Dance: 2 rounds

This spell inflicts indescribable pain on its victim, not
limited o a certain part of the body. The viceim must
roll WIL against DIF 25; if the roll fails, his heart stops
and he dies. If the roll succeeds, he faints for the next
ten minotes,

Patches of Darkness
Obedience: Obscurantist
Threshold: 25
Range/area of effect: contact/a zone of 400 sq. yards
Duration: until the patch is used once
Dance: 5 minutes



OBSCURANTIST NOTARY OF THE MERCENARY REPUBLIC

You are the hand of Justice - its dark servant. You are
often called upon to cerify contracts, sealing agree-
ments and registering deals. The Cipher-sorcerer seal
is a complete guarantee in most of the Twilight Realms
The most impeortant pan of your work begins when one
of the parties breabs a contract. You intervene by puni-
shing the guilty and tracking down those that thought
they could deceive the order. Of course. you must
cooperate with the authorities of the realms, for you
are here o assist them in their task. However, without
you, the guilty would go unpunished. Like a dark angel
hovering over those that would do wrong, your wrath
stops all transgressions. Your Dancers, whipped and
bleeding, are the swords of Justice. slicing the destinies
of the guilty.

Origin: Mercenary Republic

Race: human Sex: male
Age: 30 Height: 58" (512 0)
Weight: 145 bs.  MV: 5
Attributes
Flame: 1/0
Body: 1/0 Body Bonus: +1
AGility: 7 STRenght: 7
PERception: 7  STAmina: 6
Sprit: 1/0 Spirit Bonus: +1
INTelligence: 6  WiLlpower: 0
Soul: 1/0 Soul Bonus: +1
CHArisma: 6 CREAtivity: 7
Secondary Attributes
ART: - ASC. g
MEL: 7 AlM: T

- 48 SWT: 16

s 41 CWT: 24
Fortune points: 2
Skills

Trials: ‘Weapon (whip) 8, Alertness 7, Dodge 5, First
Aid 2, Ride 5, Survival 2

Rogue: Hunt 7, Search 3, Stealth 8

Society: Eloguence 5, Fast Talk 5, Traditons (Merce-
nary Republic) &

Knowledge: Alphabel {(Armgardic) 4, Geography 2,
Language (Mercerin) 6. Language (Keshite) 5. Language
(Urgamish) 2, Law 7

Occult: Cipher-sorcery 4, Dancer lore 6. Harmony |,
Resonance {Obscurantist) 7

Assets and Faults
Multiple Dancers, Creative mage
Headstrong

Combat
Initiative: 15, whip 14
Melee attack: whip 16

Dodge: 5

Parry; whip 14

Ranged defense: 2

Weapon Init, Att. Def, Dam+DB 51Z
Whip -1 0 -2 +1 {8} 0

Armor: partial chain mail (penalty -8, prot, 11}

Magic

ASCig RESonance: 7

Dancer Lore: 6 Ascendancy APT: 1917

Dancer Memory ASC Bonus Empathy End.
Ananke 29 +3 4 5
MNemesis 18 +2 9 &

Typical quote: “Tremble, stupid mortal, tremble! | am
vour loss — the sign of your last hour, Remember, at
Redmoon one month ago$ou signed a pact. You have
broken ii. and now it has become vour death sen-
tence. You thought you could toy with the Cipher-sor-
cerer, but we are everywhere. | have been tollowing
you for the past beo days and have seen that you are
nol repentant. Can you smell the reek of death around
you? My Dancers are impatient: they cannot wail for
your pain to join theirs. The night will be long. Enjoy
it while vou can, for it will be your last.”

This spell creates and hides “demon holes™, These
tiny particle of Darkness are generally hidden behind
paneling, a painting or some other place that does not
get much light. The mage simply has to perform the
ritual again in another place to enable the passage of
the demon from one Darkness parch to another. The
demon may enter through the hole, or simply spy on
the chosen place. OF course, he also need ro Invoke the
demon, the spell doesn’t provide it It may artack or
hide, according to the Obscurantist’s desires. and accor
ding to the restrictions of the connivance

e Obscurantist Resurrection
Obedience: Obscurantist
Threshold: 2%
Range/area of effect: contact/1 dead person

Duration: WIL of the target in hours OR permanent
(see below)

Dance: | round

This spell brings a dead body back. bur only as a parody
of its former self. The soul of the body is artificially ara-
ched to it and will only remain so fora few hours unless
the appropriate meatment is applied (INT + Obscurantise
Resonance, DIF 20). If the soul and the body are reuni
ted, the being may live once again as ir used ro, though
with constant feelings of dislocation, suicidal impulses
and so on. This spell works on Inspired

o Sculpting
Obedience: Obscurantist
Threshold: 25
Range/area of effect: contact/ | living being




Durarion: permanent

Dance: | hour

The target of this spell must be immobile. because he
is rarely willing. The mage must also prepare surgical |
implements. The Dancer's sparks fall continually within
the area of the operation and are the only source of
light. This spell allows the caster to “rransform” a body
skin may be cut and stuck somewhere else, bones may
be withdrawn and realigned in unosual positions and
places, etc. The only limitations are the twisted imagi-
nation of the mage and the resistance of the victim. The
victim endures | point of damage each time something
is pulled off and another when it is stuck back on.

o Steal Life

Obedience; Obscurantist

Threshold: 25

Range/area of effect: a Dancer

Duration: permanent

Dance: | round

This is one of the rare spells allowing the Obscuran-
tist to heal. He kills his Dancer and the target of the spell
recovers any HP that he had lost plus one (e, his maxi

mum HF are raised by 1). This spell does nor heal Cri
tical Wounds and does not stop hemorrhages.

& Mad Puppet

Obedience: Obscurantist

Threshold: 25

Range/area of effect: one target

Duration; one order

Dance: | day

For this spell, the mage must possess a hand-writ
ten text by the victim. The Dancer follows its contours
and “writes™ i unique order in sparks over the ori
ginal text. The order may be general or very precise
The mind of the victim then goes into an unconscious
state, where he is simply driven by old habirs and
urges, until the moment comes o accomplish his
task. It is unstoppable, and it is extremely difficuly
to know when one is a victim of it. Few people can
claim to have gorten rid of this curse before it was
too late. This spell was used on Supreme General
Amrod during the Roundrock Campaign of 1415 to
make him invade lanrenia and commir unspeakable
atrocities in invaded territories.



oveography

IERnCe,

You already know that Chareography is the
archestration {'.‘_,Il"p ballet of Dancers in order to
create ineredible m.:lrr';ul'l ..’_f':‘lr;.’.:fs Rut do Hon
know that only Inspired can use such mothods?
Only their Flames can resonate with beings of
Shard such as Dancers. Choreographers are
PIages who master this art. -”Ir-.‘y are rare and
extremely powerful. Dullen members of the Cipher-
sorcerer are unable to acquira this talent.

{ m!rr 12 Hou to |'.:;r..i|r flr:n: _.lraﬂ.m g _fl;'u‘ more :'nf::rr-

mation.

The Choreographer

The Choreographer is a different type of mage. His
understanding and his use of Dancers are unique.

BECOMING A CHOREOQOGRAPHER

Choreagraphy is a branch of Ascendancy thar can
only be performed by Inspired. It is shrouded in an
aura of mystery within the Cipher-sorcerer. Members
of the Order consider it the most difficult practice 1o
master, and apprenticeships are reserved for only their
finest students. The mystic aura is nurtured by the Ins-
pired of the Cipher-sorcerer, who teach Choreography
1o other Flame bearers. They form an archaic and xeno-
phobic clique within the Order and use this facade to
avoid the need to provide explanations of their activi
ties to the Dullen mages. They are aware thar their art
would become extremely dangerous if it were used by
the servanis of the Masque, and are thus especially mis-
trustful.

Ay Inspired who has studied magic in an academy
can learn Choreography. The only requirement is to be
recognized as a diligent student by a Choreographer
and his peers, but this is extremely rare, Usually, the Ins
pired mages are noticed for their wisdom, their will to
light the Masque or their understanding of Dancers.

PHILOSOPHY

Despite what many may think, Choreography is not
a superior level of Ascendancy. It is, in fact, a different
approach to Dancers. Whereas most mages only bond
with one Dancer, Choreographers bond with a group
of Dancers. Their task is to reach their Dancers that
[il-t"'f AT @ COMIMmiTy, centered on the mage.

It is a ditferent philosophy of Ascendancy that is only
avatilable to Inspired mages because their Hames connect
them ro these beings of Shard. Once, all Dancers were
Flames. Choreographers awaken this awareness when



S % »
T
i N

BECOMING A

CHOREOGRAPHER

The prerequisiles are: possessing of at least &
Dancers, having ar least a 0 in Ascendancy, Reso-
nance and Dancer lore, and bearing a Flame.

Then the Inspired mage must find a master. The
problem here is that the majority are completely
paranoid and hate teaching their arcane art. It is,
of course, impossible to obtain help trom the Cipher-
sorcerer, which spends a good deal of effort irying
to stop the spread of this dangerous technique, The
difficulties of learning Choreography for mages are
as great as those of learning Ascendancy for non-
mages. Nevertheless, Chorecgraphy Is so highly
regarded that there is no punishment for those who
teach their an without the agreement of the arder.
The Cipher-sorcerer generally assents if the student
is 8 member of the organization and continues o
respect the charter.

they bond with their Dancers. Choreographers have a
comprehensive perception of their group. Their Dan
cers are autonomous and live in harmony with each
other, thanks to their common relationship with their
Choreographer. Nobody says thar this relationship has
to be healthy, however. Obscurantists can use Choreo
graphy roo

THE RULES OF CHOREOQOGRAPHY

AeDancers

The bond that links a Choreographer to his Dancers
is the source of his magic. The mage uses spells that are
hidden in the subconscious of his Dancers. He “ralks’
to their instinct and invites them, each time he casts a
spell, to share a commaon impulse. Every Ascendancy
spell is buried deep inside each Dancer. Individually
this memory is too basic ro create magic, bur during the
collective rance of Choreography the Dancers can unire
these fragments to produce a magical effect

In game terms, once the Choreograpic version of a spell
has been learned by every Dancer, it is memorized the
same way any other spell is. The group of Dancers behaves
as a single Dancer. During
character ereation, the Che
reographer creates only one
Dancer with standard ateri
butes. To simplify bookkee
ping, these atn ibures are used
both for rolls concerning the
entire group or individual
members of the group of
Dancers

<& Spells

Technically, Choreography
works the same way as Ascen
dancy, Moreover, Choreogra-
phic spells are similar
ordinary spells. The difference
is that '[Iu'rrfngr.iplm spells
affect more targets with much
greater power

choThe Ascendancy
APTitude

A Choreographer can
control as many Dancers as
his Ascendancy score mult
plied by his Flame score, His
Ascendancy APTitude is derer
mined the same way as for
ordinary mages, except that
the particular bond connec
ting him to his Dancers does
not enable him to use his
Ascendancy bonus. A group
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of Dancers reacts together to the direction of the Cho
reographer. Instead of adding the Dancers’ Ascendancy
APTirude to his ASC and his Dancer lore or Resonance,
the Choreographer adds the number of Dancers in the
ballet divided by three (rounded up), 1o it.

SUMMARY

Maximum number of Dancer =
ASC x Flame

Choreographer's ASC APT =
ASC 4 lower of Resonance
and Dancer lore + (number of Dancers/3)

Choreographic Spells

There are no specific Choreographic spells. They are nor
mal spells revised in the following manner: the range, |

the area of effect, the number of targers, the duration
and the effects of the spell (damage. poison virulence,
number of healed HF, and other quantitative effects) are
multiplied by the number of Dancers.

Example: a Jormist who possesses 11 Dancers could leal
up to 11 rargers for (SM + 10) x 11 restored HP with “Minor
Healing”. The Threshold of the spell remains the same, as
well as the range and the durarion (you cannot mulriply
“af contact” or “instantaneois”),

An Eclipsist Choreographer who possesses 7 Dancers
could cast a “Magic Alarm”™ on 7 rooms of 700 sq. ft.
each for 7 weeks.

The most dangerous Choreographers are quite cer-
tainly Obscurantists, One could obrain, with 10 Dancers,
a “Burning Sphere” 30 feet in diameter that could wound
its targer from 900 yards away for a total damage of
(SM = 200 x 10

Choreographers can, indeed, become extremely power
ful mages. The EG will have to explain to his players that
if one of them becomes a Choreographer. they will be
among the greatest mages of Harmundia, and one of the
most dangerous. All mages do not seek such powers. Ul
mately, Choreographers are rare, extremely rare...




ages are complicated characters, and interesting assets
and faults are one way ro differentiate them from com-
mon mortals. The anes listed below supplement those
provided in the AGONE rulebook, The EG is encoura
ged to include them in his campaign.

Assets

SPARK SHIELD (3)

Your affinity with Dancers is such that the sparks
slide off you instead of hitting you. When you make a
resistance roll (ASC x 2), the DIF is 10, nor 15 as it is for
other mages,

Usep 10 DANCERS (2)

You lived in a region where Dancers were relatively com
mon. Very early on, you learned how to understand
them and to analyze their behavior. You gain +1 1o your
Dancer lore (bur the maximum is sall 10).

FasT Maagic (4)

You have a very serong bond with your Dancer. The
length of the Dance in the spells you cast is divided by
2 (if this results in a duration of half a round, the Dance
will have a duration of ane round, but vou'll have an
additional bonus of <10 to your initiative). On the other
hand, you suffer a -2 }u‘ndllytu!|1Ed|r|u||n|1um| spells
when you use another Dancer, This asset is incompatible
with the faule *Slow Magic”.

CrReATiVE MAGE (3)

You have a gift for conceiving original magical effects
You add your ASC to your intuitive APT, for a base of
CRE + ASC + (Resonance or Dancer Empathy). See
AGONE rulebook p. 201 for the rules on intuirive magic,

DuAL OBEDIENCE (3 OR 5)

You have a certain affinity for a second obedience. You
are allied to various mages of this obedience and are
capable of using their spells withour penalty. The Jor
nist/Obscurantist combination is extremely rare (cos
ting 5 creation points).

IMAGINARY FRIEND (4)

You grew up in the company of a Dancer. At the time
your parents thought you had an imaginary friend. but
this friendship has enabled you o establish a unigue link
with Dancers. You gain +1 in Resonance and +1 in Dan
cer Lore
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INDEPENDENT DANCER (VARIES)

One of your Dancers is especially autonomous, 1t can
cast spells that it has memorized without your help. It
must roll Empathy x 2 + Ascendancy Bonus + 1d10 1o
successtully cast the spell. You sull need to give it your
permission taact, but this might be in vague terms; for
example, “Cast spells ro protect me when 1'm asleep™. In
all other ways, it acts like any other Dancer. The Dancer
will only take the initiative of casting spells in extreme
danger. lowill cast a spell on its own to assist or save you,
for example casting a healing spell if you are unconscious
or casting an attack spell on someone approaching you
while you are asleep. The cost of this asset is 3 for Jor
nists, 4 for Eclipsists and 5 for Obscurantists.

ASCENDANCY AURA (VARIES)

You are especially impressive to Dancers. Your aura of
authority is so strong thar nearby mages find ir diffi-
cult to practice Ascendancy. All those wanting to use a
Drancer in a 15 yards radius around you see the Thresholds
of their spells increased by 5.

This asset costs 4 for Jornists, 3 for Eclipsists and | for
Obscuranrists,

Faults

StAPDASH MAGIC (3)

You have a tendency to overestimate your Ascendancy
abilities, and you often make blunders, while believing
that you are doing well. When one of your spells in
unsuccessful, the negative SM is multiplied by 2, increa
sing the chances of a fumble

UNDEMANDING MAGE (2)

You are incapable of reaching excellence, always satis-
fied with mediocre resulis. You cannot obrain a SM of
more than 5 when using Ascendancy. IF your SM is ever
greater than 5, all the excess points are ignored.

INTERNALIZED MAGIC (1)

Your relanionship with your Dancer is so exclusive
that all awareness of your surroundings fades away.

When you use Ascendancy, you never gain bonuses trom '

the surroundings (Shard Value, esoteric architecrure,
etc.). On the other hand, penalries {presence of a cat,
erc.) are also cancelled,

Stow Maaic (5)

You like to take your time when you use Ascendancy.
The duration of the Dance is doubled, and if you want

to perform instantaneous magic, the Threshold of the
5pt|| is multiplied by 3 instead of 2. This fault is incom-
patible with the asser “Fast Magic”

ACADEMIC MAGIC (3)

You h.'l\l‘ no sense of i innovation in '.I'L‘II_II‘ (i 5 Ik:ll_ You
simply apply whar you have learned. Intuitive magic is
extremely difficult for you. Multiply the Threshold of
spells you try to reproduce in intuitive magic by 3.

SPARK ATTRACTOR (3)

Your link with Dancers does not protect you from
miagic. On the contrary, you are even more sensitive to
spells. You do not have the same magical resistance as
most mages (ASC x 2). You use the “Resistance for non
mages” rules (AGONE rulebook p. 199) and your Wil
x 2 roll suffers an additional penalty of -3, Your resis-
tance to opuses and other products of the Magical Arts
is normal. To compensate, add one point to your ASCen-
dancy APT.

Envemy OBEDIENCE (3)

You have a conflict with one of the other obediences
of the Cipher-sorecerer. Their way of practicing Ascen-
dancy is very alien to you. Everything related ro this
obedience causes problems: many mages have fallen our
with you personally, and casting spells from this obe-
dience is wry difficult for you (the Threshold is at +10

rather than =5, +15 instead of +10, erc).

STRICT OBEDIENCE (5)

The manner in which you employ your Dancers is
very rigid, completely conforming to the principles dic
tated by your obedience. You are unable to cast spells
| of other obediences, even with intuitive magic.




THE CIPHER-SORCERER OFFICES

This is a list of Offices thal a mage may buy at creation. Their costs are listed next to their names. [ollo-
wed by the minimum skills needed to be worthy of the office. The office of High Mage is not included. This
is not an oversight — it is the kind of position that must be gained during play. as a result of many long game
sessions involving complex political machinations,

Master -]
Ascendancy 7. Cipher-sorcery 7. Dancer Lore 8, Eloguence 7

Dean 3
Ascendancy 8, Cipher-sorcery 7, Dancer Lore 7, Resonance &, Stewardship 7

Censor 5
Ascendancy 8. Cipher-sorcery (spe: the Charter) 6. Dancer Lore 6. Resonance 8. Law 6

Reiter 3
Ascendancy 8, Cipher-sorcery 5, Dancer Lore 6, Dodge 7, Resonance 6. Weapon 7

Acrobat 5
Ascendancy 8, Cipher-sorcery 5, Dancer Lore 8. Huni 8. Resonance 6

Archivist 5
Ascendancy 8, Cipher-Sorcery 5. Dancer Lore 7, Resonance 6, One Knowledge skill 8

Sycophant 5
Ascendancy 8. Cipher-sorcery 6, Dancer Lore 7, Resonance 7, Stealth or Intrigue &

Tribune 5
Ascendancy 8. Cipher-sorcery 8, Dancer Lore 6. Resonance 6. Diplomacy or Eloquence 8
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Arts

MIReNCS,

The most impartan! .I?.':_:.ui:r'..‘_: of the f'-‘r-rm.’_!v!.r.m::
are the Free and Elder Arts. Fren !.Irhitrl,lp.lrr HI_-.:_H
are reproductions of the Muses ' creation of Har-
nnrm!riu', mortals are not an an ._-.;r.:m'I f;mh'ug with
hrn.‘ Muises, n.IH-:IJ -I'-‘IJ-.' poteicy 4.:'_1'1. le..' M I:Tg.l}.u.'r Aris
is very much limited by human imperfection. |
know Hou agree with me that our brethren rare ]
understand the true powers and limitations rl_.l':. the
Arts. [ ;h‘-';h,‘ o i r'-'r-'rj';'un‘r all the Ilr_l‘...vru:mf.l}.ﬂr gan

need in the f.l';"-'r-'l:wrury texts o :.'..ﬂnparr.'!c our arcanc

i‘.l‘h‘h'l':.‘r]l:n__?r.

The Clder Arts

Despite the differences that separate the four Magi
cil Arts, there are certain invariable elements that enable
one to recognize an Elder Art opus, whatever its natire.

Elder Art opuses are permanent. Once they have been
created, their effects are continuous unless they are
damaged or destroyed. And even in these extreme cases,
Elder Art opuses are particularly resistant to alteration,
The most obvious example is Pictureworlds, some of
which are over two thousand years old, immume to the
passage of time.

Also, all Elder Art opuses take at least one month o
produce, and creating a masterpiece takes several years.
Any opus that requires such long creation rimes is clas-
sified as an Elder Art opus,

Finally, Elder Art opuses often require the coordina-
ted efforts of many Concordists. Obviously the Thou-
sand Towers of Lorgal are not the creation of just one
genius architect. Unlike Free Arts, Elder Arts unite artists
for unique creations. This last point is a cause of conster-
nation for modern Concordists that study ancient secrets,
for they can't fathom how the Flamboyant artists wor
ked rogether instead of merely working “in parallel™.

ELDER ARTS OPUSES

o Tune

Tune is one of the rare Arts 1o have never lost its Elder
Art opuses. The challenge is actually performing them,
A great Symphony can require three hundred Artuned,
which is the current toral of all Concordists in every Magi-
cal Art! It is therefore virtually impossible to perform
these opuses, even the lesser ones. Modern Attuned
have only begn able to gather and perform fragments
of these works. This limitation led to the development
of Orchestra and Symphony (terms that some Concor
dists consider highly pompous, for they are bur sha-
dows of the true Flamboyant Symphonies and of the real
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capabilities of those ancient orchestras). Another chal
lenge is composing such an opus. Indeed, a great num
ber of Atuned must gather for vears of work that ar best
produce unharmonious opuses, and ar worst, ineffec
tive cacophaonies

The ancient Symphonies of the Flamboyance synthe
sized the magical capabilities of each performing ins
trument. The majority of them affected the mind or
feelings: for example, inducing fits of anger or utter des
pair. When a Viol participated, Symphonies could also
influence nature

The symphonic fragments that modern Attuned per

form may simply be elements of gigantic musical mas-

terpieces that entertained their audiences by relaring
important events in such a way that the spectators expe-
rienced them on an emotional level, However, this theory
is rejected by most Attuned.

In brief, Elder Tune opuses can no longer be perfor-
med because of the lack of Amtuned.

& Shape

The Elder Art of Shape is used to crafi artifacts. Most
Shapers no longer know how to use these rechniques,
which allowed their ancestors to create the treasures
and monuments of the Flambovance

Yet, in certain desolate regions of Harmundia, some
extremely old Inspired continue to shape, cut and forge
these marvels in their secluded workshops.

There are two branches of Elder Shape: one that works
on imanimate objects and one thar works on animate
abjects. Generally, inanimate objects require less effort
IL"IL'FL'.!lr.' bll[ ..H'Ii"ll'l..'l[l.J t?ll'l_lt’['[" dre more Pi'l'W'l.'l'rlJl

t-l'i‘.i[lilflg 4an .1!1”‘11\'[ I'Ihlil'lhl' consises of 1!It'rgillg IlTl'd.ll'I
and reality. This process imbues the object with magi-
cal powers. Typically, the nature of these powers is deri
ved from the original use of the object: a sword will
enable its wielder to be more proficient, powerful or dif
ficult to wound. In addition, the material from which
the object is made helps derermine its capabilities once
it becomes an arnfact.

SHARD

Shard Is extremely rire. Today it is worth ower 500
GP per ounce. The most visible consequence of its
rarity is the horde of treasure hunters thar sack all
Shard reserves without even noticing the numerous
Remains they destroy in the process.

There are no obvious signs that enable the hun-
ters Lo recognize this substance other than the emo-
tions they feel in Jis presence. Therefore, Shard
hunters often pull down old ruins and smash ancient
objects only because they "feel” something. Then
they urv o sell the fragments of objects they find as
if they were full of Shard. For more information
about Shard, see the AGONE rulebook p. 189.

The exact artifact creation process is detailed in Book
One, p. 29,

«h Vista

The purpose of the Elder Art of Vista is to creare
worlds. it copies reality o such an extent that the copy
can be more precise than the original. Elder Vista even
endbles the creation of realifies thar do netexist and have
never existed.

The primiry purpose of this Artis memory, The artists
of the Flamboyance worked diligently to perpetuare
memaories of important events, Most scenes that are
represented in Pictureworlds took place ages ago. Gene
rally, characters encountered in Pictureworlds think they
live during the Hamboyance and believe that visitors have
come from other Pictureworlds, Many Painters actually
wonder which Pictureworld is the true world. Some
consider Harmundia to be merely the creation of a
melancholy artist because the Painters would not have
lost their knowledge of Pictureworlds in the true world.
Whatever the truth may be, no one remembers how ro
creare Pictureworlds

SINISTUS ONTHEVERG'S OPUS

Painter and occasional humorist, Sinistus Cnthe-
verg s a legend in his Art. Over one thousand years
ago, he was one ol the last living beepers of the
secrets of Pictureworlds. He created a series of Pic-
tureworlds that are in fact sinister traps. Instead of
appearing in the painted scene, the hapless specta-
tor arrives in some dreadful location from where
there is no return - the Abyss. on a deser Island, sixty
feet over a volcana, in a closed grotto. in the middle
of a desert, etc.

Someone who knows that this Pictureworld was
a trap and who scratches off the first coat of paim
could discover its true destination. Rumor has It that
Sinistus Ontheverge concealed the secrets of his Arnt
in his last opus. The problem is. which is the right
painting? And who would dare damage a Picture-
world on & vague rumor?

e Scansion

Elder Scansion opuses affect past and future events.

For the most part, these monumental creations are
now impossible to read. Due to the aging of the I.mgu.igf
in which they were written, their pronunciation and
colloquial expressions have been forgotten. Moreover,
because most of them were written one and a half mil-
lennia ago. the subjects of these rexrs are unfamiliar to
modern scholars. Finally, they were written for the most
erudite individuals, so modern Inspired are studying
texts that even their ancestors had difficulty reading|

For all these reasons, the use of elder Scansion opuses
is a difficult work of exegesis, inferpretation and trans-
lation.




Moreover, Scanders are éxtremely cautious Concordists.,
They are aware that looking back on the past or inro the
future could have disastrous consequences they would
be unable to control because of their lack of knowledge.
Their research is thus done only in tiny steps, and one
wonders if they will ever succeed in deciphering any
complete works.

Of course, Scanders are even more cautious regarding
the creation of new Elder Scansion opuses. They much
prefer to explore the possibilities of Union and Fusion

MASTER XTAN IANG

His sithouette is familiar 1o the protectors of the
Great Wall. Each moming and each evening on the
first day of the week, this old stunted spriggan. bent
by the weight of his years, paces the endless rampart.
On this day, all the Princean sentinels, from one end
of the wall 1o the other, will swear 1o having greated
him even though no horse could span such a distance
in-a day. The old Concordist accomplishes this exploit
by using unknown apuses. Princean army officers
tend 10 keep an eye on the way the old spriggan
salutes them. If he says "nice day for a battle”, the
Lyphanian hordes will sttack during the weak, but
if he gives some other salutation, nothing important
will happen.

Nobody is sure of his identity, but many Concor-
dists suppose that he is Master Xian lang. a famous
spriggan renowned for his knowledge of Scansion.
He is believed 1o have created numerous Free Art
opuses, including “Backirack” and " Shan't be There”™.

Poets gather in many cities that border the Great
Wall. Each year they organize a popular poetry fes-
tival. The winner does not actually win anything
except that he disappears for several months. ..

THE TOME OF THE ORACLE

Approximately fifty years ago, an eminent spe-
clalist of Elder Scansion made an extraordinary dis-

covery in an ancient book, Hidden within the pages
of a vast heroic tale, he found an exiremely power-
ful opus. When he performed the opus, an image of
himself appeared and wamed him that an opus that
he had not vet discovered would trap him in an inex-
tricable network of iemporal paradoxes, The Concor-
dist disappeaced sdon after searching for this opus

Tt was not the first time a careless Scander disap-
peared after using this tome..

The FreeArts

There is less to say regarding the Free Arts. Their powers
are weiaker but they can be performed more quickly.
The most difficult Free Arts are Improvised Arts,

Improvisations are less powerful but more versatile ver
sions of Magical Art opuses (see AGONE rulebook p. 216),

The effects of improvisation are limited by the nature
of the Art being used. It is nor possible to create a Flure
opus with effects that usually require the Cittern, for
example, even though they are both instruments.

Tune only affects the mind and each instrument has
its own specialty: the Cireern manipulates ir, the Flure
dominates it, the Harp calms it and the Drum excites
it. The Viol is an exceprion - it affects nature

Shape can only affect inanimate marter, modeling it
changing it or destroying it

Vista only affects the elements according to the sea-
sons: growth, dampness and hope for Spring: anger,
heat and violence for Summer; despair, decay and resi-
gnation for autumn; cold and death for Winter,

Finally, Scansion affects time and fate. It is used for
traveling back in time and foreseeing events,

The improvised effects must fall under one of these
descriptions. A Concordist who wants to obtain a magi-
cal effect must use the appropriate Art: if he tries o per-
form the improvised opus with another Art. it will fail
or produce dangerous results,

Use existing opus descriptions in the rulebook and
this sourcebook as guidelines for creating your own
Dpuses.

New Opuses

CREATION PROCESS

Improvation has had many significant consequences
on the Magical Arts. By discarding the Elder Arts, Concor-
dists lost some of their ability to creare truly powerful
opuses. Itis thus extremely difficult nowadays to creare
opuses with Thresholds from 20 to 25. Today's opus
creation methods are greatly influenced by the Impro
vised Arts, so creating a new opus usually involves alre-
ring an existing magical effect and a good dose of luck
in order to obrain an interesting effecr.

The AGONE rulebook details the rules for learning new
opuses with the help of a mentor or an Elder Art opus
(see page 217,

Concordists can create their own opuses and teach
them to their disciples. To do so, the effects of the opus
must be tested by Improvisation and must respect the
following guidelines:

# The Improvised opus must have been successfully per
formed at least three times in the last month
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# IP equal to two times the opus’ threshold must be If this process is completed, the Concordist can add
spent the opus o his others. From then on, the Concordist will
no longer have to undergo the x 2 multplier to perform
+ The Concordist must roll CRE + Magical Art against | the opus; he simply uses his Magical Arc APT as with any
4 DIF equal to the opus Threshold, Then his SMis com- | other known opus,
pared to the table below in order to obtain the opus’
creation time. Example: Alghar the ogre &5 an Aroued of the Girtern whto
has the following ateribuses: ART 8, Tune 8, Gittern 9, Tune

APT 18, CRE 7, tmpreovisation 16, Alghar wants ro create o
OPUS CREATION TIME Tune apus called “Menral Opaciny” that wonld prevent imind

reading for five winutes, The EG decides on a Threshold of

10 and o Measure of 1 minute, so the final DIF is 20, Durin;
M | Ditusion the past month, Alghar performed his Improvised :FPHE
:i;'l:: _:ss :ii::;lhs three rimes {16 + 110 against DIF 20). Now he spends 20
i & miathe IP (twer times the treshold) ro complete the creation of the
a 1 month opns before artenipring the final crearion roll: 7 (CRE) + 8
1105 2 weeks (Tune) + 1410 against DIF 10 (thresholid). This is an easy
6o 10 | week roll for Alghar who obrains a 5, for a roval of 20 (7 + 8 +
11 or more 1 day S). His SM is 10, so he will be able ro add “Mengal Opacity”

1o his orher opuses after a week’s work




Determining the Power THE HUNDRED STATUES

of the Opus

OF THE SISTERS OF MEZDI

Amidst all the trickeries of the Sisters of Mezdi,
there is one that catches the attention of all the Sha-
pers in the Twilight Realms: the Hundred Statues.

The statues change places at will {often jumping
to the most unexpected sites). These statues portray
a satyr sculpting a statue of himself that Is sculpting
a statue of himself, and so on. Legend has it that
Novostimor the satyr, master Shaper, discovered the
deepest secrets of his Art and became one of the sta-
tues on which he labored so obsessively,

Legend also says that anyone who finds the right
statue and figures-out how 1o release Novostimor will
have the privilege of speaking with him. The old
satyr knows a lot of secrets, among them the opus
“Animate Stalue’.

THE FOUNDERS

These four Concordists developed the Free Ars.
It is said that during the Flamboyance, all the Concor-
dists gathered to nominate the four most gifted. one
from each Art. The prize granted the winners was

The power of an opus is determined by its Threshold
The other parameters, such as Duration, Range, Targen
Area of effect and Effect, depend on the given Threshold

+ Opuses with a Threshold of 10 are weak cantrips,
generally limited to “proximity” or “individual” ranges.
If they have powertul effects or if their duration is long,
they usually have a drawback as well {any nasty side
ettect which hinders the caster without seriously har
ming him will do}.

& Opuses with a Threshold of 15 are intermediate level,
They are often similar to Threshold 10 opuses except
that they do not have drawbacks.

# Opuses with a Threshold of 20 have major effects:
their Area of Effect can go beyond the usual 50 yards,
the damage caused is severe, illusions are nearly per
fect, erc. Their Range and Area of Effect are significant:
fifry yards, line of sight. etc.

» Opuses with a Threshold of 25 are nearly limitless. They
are rirely permanent but are sell extrernely powerful

{frequently, numbers cannot portray their effects).
The rarget simply dies, or he automatically succeeds
in an action. In the same way, the Range and the Area

immortality, (Many think this meant the immortality
of the armworks. not one of the Concordists them-
selves.)

of Etfect may be in any known location

SILENTINE, SHE WHO KNOWS

Silentine is an old black fey shaman, who lives
hidden in the forest surrounding Arnel. She reigns
over savage tribes of humans and seasonlings that
also live in the forest. She has united these tribes
thanks to her mastery of Concord. Some say, in addi-
tion to being an Attuned of the Viol, she is master of
many instruments as well as other Magical Ans, nota-
bly Vista. Silentineds a famous specialist of Viol and
her students aré now among the most knowled-
geable Viol teachers.

She is no longer affected by the Call. There is
gossip that her bnowledge of Concord enabled her
to defeat the aging process and even (o rejuvenate,

As evidence of the existence of this fabled sha-
man, some put forward the mysterious phenomena
thal take place in the Torest; unexpected snow, ice
hurricanes, summer storms in the middle of win-
ter, tralls that disappear from one day to the next._..
For a time, the forest was home to a brigand
encampment located a couple of hours’ hike in
from the edge. One day, all the brigands were found
dead, skewered on an inextricable nerwork of
thorny branches.

The last contest was held a few months before the
Eclipse. The winners made themselves the cham-
pions of Inspiration and created techniques allowing
far the perpetuation of the Magical Ans even should
the Inspired become scarce.

After the Eclipse. they disappeared withoul a
trace. Also called immonals, avatars, rememberers.
and those-who-know, the Founders are at the cen-
ter of more than a thousand fantastic legends.




2 ~The

Concordists

rethren,
Being a Concordist means ‘.I'rirs.f |:'_|"-\.i|'|1'l .ﬂ.'::rniug to
handle Arts that have remained secret since the
Masgue .I!'mugllrf about the En'r.l'ps..’. -nl:n:rui:!;:
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tion one of the best in his ﬁ"-l"J, is a sign few
IROnS qilr ;Mtf;}.iry will averlack. The artist is trac-
I?ca’ Jr.‘u':r, rooted o, and |:'|'Ir'rrlj.'lh"ﬂr.. aren le.:rr;_.]fll
it mi,r.lrl! .ur.lry have ;'lﬂon ane .1;( ffr.: f}uﬁm who
created a masterpiece Hrrrcul_.-;fr sheer huck. ..

[ beseech you, make ::m‘ul'l uge ¢:l_.lIr the .{mau'.ﬂ.-a]:_.w I

entrust fo you. And above all, be cautious!

Generalities

THE DULLEN

For the Dullen. the Magical Arts are the stff of
legends. Tales are spun about extraordinary fears per-
formed through the Arts in the time of the Flamboyance,
but these are more than a millennia old, Nowadays, all
most people actually see of Concord is the worn-our bard
who passes through their village once in a while. The
rest is the subject of stories told by the elders during
IU"R WINIET eVenimgs.

Whien a Dull witnesses a magical effect of Concord,
he or she is likely to think it is associated with Ascen-
dancy, and show fearful respect by acting as though
nothing happened.

THE CIPHER-SORCERER

Strangely, the members of this order are a great threat
to Concordists. Mages pay atrention to all magical hap-
penings, but they have no knowledge beyond that of
common people about the Magical Arts. As they can-
not practice them, most think they are nothing bur
legends. Those that are a bit more aware think this form
of magic - for it can be nothing but magic, the arts being
but frivolous pastimes - was lost one-and-a-half mil
lennia ago.

Confronted with a Magical Art effect. mages think
it is at best the work of a charlatan trying to use the



Cipher-sorcerer's reputation for profit. This can cause
various repercussions. including attempts to punish
the insolent fellow or a request to the Cipher-sor-
cerer administration 1o designarte a Censor 1o inves-
tigare.

The worst-case scenario is a mage witnessing a Magi-
cal Art effect and thinking it is an unknown spell. Then
the Concordist is likely o be denounced as an illegal prac-
titioner of magic. A Censor will be assigned ro the case
to find out who the mentor of this “renegade mage” is,
and probably be ordered ro eliminare the.cause of the
“infracnon”

THE INSPIRED

Only Inspired can become Concordists, and thus
Concord is on the path of extinction. Concordists have
to help each other or they will lose one of their major
advantages in the struggle against the Masque. The
ongoing development of the Magical Arts should be a
top priority for all Inspired. Unfortunately, there are
ever fewer Inspired, and many know nothing about the
Arts. Furthermore, directly fighting the Masque's
intrigues is almost always more urgent than spreading
the Magical Arts,

A long time ago, Concordists were organized into
factions around the Arts they performed, some fac-
tions being subdivided into branches focused on spe-
cific aspects of their Art, like the seasons for Vista and
the instrument families for Tune. Today the drastically
reduced numbers have made these raditions obsolete.
Gathering a company of Concordists is but a dream they
all share.

Constrained to secrecy and solitude, Concordists are
eager to associate with Inspired not versed in the Arts.
Bur these Inspired rarely grasp the problems inherent
in Concord, whereas another Concordist, éven one stu-
dying another Art, will suffer from the same difficul-
ties of striving for perfection and pursuing the Muses’
work, Furthermore, in the small world of the Magical
Arts, many stories circulate about orchestras of Artu
ned and the possibility of combining different Arts. All
Concordists dream of rediscovering these enthralling
magics, remnants of a time when everyone could per-
form the Arts, when the grear Symphony opuses were
composed.

THE MAsQUE

Unlike Nyx, who doesn’t care for the Arts, the Masque
is highly interested in the capture and corruption of
Concordists. The Tainted Arts being - along with the
Snuffers (see AGONE rulebook p. 254) - among his
maost powerful weapons, he has long made hunting
Concordists a top priority. Since his minions will not hesi
tate 1o abandon their current lnlrigut‘- o concentrate
on a Concordist that has artracted their notice, pracri
cing the Magical Arts is all the more dangerous.
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Population

A few numbers may help illustrate the terrible lone-
liness of the Concordists. Despite all their efforts to fur
ther the Magical Arts, less than a third of all Inspired
are initiates. Worst yet, their numbers are dwindling. The
way things are going, if the number of Inspired remains
stable, fewer than a quarter of them will perform the
Arts a century hence,

Today, the total Concordist population on the conti-
nent is distributed as follows:

* 120 Artuned, or a bitover twenry foreach amily. For-
nately, more than half of them are masters of mul
tiple instruments.

# 40 Shapers.

| & 90 Fainters. Mainly seasonlings, who usually practice

only one season. There are slightly more than twenty
artists in each season.

# 35 Scanders, Some of them may use the foresight abi
liies of their Art to remain almost undetectable, so
they might actually be a bir more numerous.

June

INTRODUCTION

There is growing intermingling between the Tune's
instrument families. Less than two hundred years ago,
every Artuned had a clear sense of belonging to one
farnily rather than to the Tune itself, of being for example
“of the Drum”, Today, reduced numbers have destroyed
this ancient tradition, though it survives in the common
practice of indicating which instruments one has mas
tered in the Artuned's title, for example calling oneself
“of the Viol and the Cirttern”,

There are five instrument families. Fach of them neces
sitares a certain frame of mind appropriate ro the prac-
tice of the instrument. Whenever an Attuned works
with more than one instrument, he or she must perceive
the “soul” - the key feelings - of each of them, This does
not mean that an Atuned cannot be proficient in two

| apparenty opposed instruments, but simply thar the Ins

pired must be able to harmonize himself to each of
them. This is not handied by rules, but Inspired should
always ask themselves whether they are able to unders-
tand and respond ro the instruments they play. An effere
and refined Inspired that cannot grasp the beaury of the
Drum's primitive savagery, for example, will be unable
1o become armuned to this instrument

Here are the five instrument families and the philo-
sophies that underline the practice of each one

» Cittern players are interested in the mind, which they
view as they would a musical score, Like a conductor




leading an orchestra to obtain a given effect or mood
without modifying the nores themselves, an Artuned
of the Cittern is a student of the psyche. He or she
delves into the mind's deepest secrets, and then subtly
directs it with small flourishes. The goal is never to
compel, but to manipulate delicately. If all else fails,
the victim’s own strength of will is turned against
itself by the music, sapping or destroying the target's
capacity o think. Cold and detached, an Artuned of
the Cittern studies and then uses others, never feeling
any moral gualms.

The Flute is a commanding instrument. It permits
no reflection, only blind obedience. The musician’s
individualiry must bow before a greater force: the
will of the Muses. Artuned of the Flute are strict,
harsh and merciless. Those that do not bend before
them must be broken, and others exist only to be
dominated.

The Harp is the instrument of quiet and generosiry.
Those thar use it are usually calm and rhuughrlu]
individuals, endowed with an acute consciousness of
the fact thar Harmundia is a whole that includes
even the Masque and his minions, Artuned of the
Harp are strangers to the concepr of violence. They
believe any act of destruction performed by an Ins-
pired also destroys a part of Harmundia. Therefore,
people must be prevented from such drastic beha-

vior. For them, any dispute may be resolved through
understanding the suffering and problems that cau
sed it. Then it becomes only a matter of easing the
suffering and solving the problems to obrain a pea-
ceful solurion to the conflict,

The Drum's Attuned see Harmundia as the sum of
its violent interactions - a continuum of fierce powers
in constant struggle. Drum philosophy originates in
action, and leads to a desire to control and modify
the forces that push people to act - aggression, fear,
pain and so on. These forces are the only things of
substance, and the individuals that use them or are
subjected to them have no value in themselves, but
only through their relationship to them. The Drum
is a wild and aggressive instrument with no concern
for life or death

# The Viol's Artuned strive to perceive Harmundia uni-

versally as a creation of the Muses, For them, man-
kind is unimportant next to nature, Plants and animals
are the true heirs of Harmundia, We are burt stowa-
ways the Masque compelled onboard a wonderful
ship that must be protected and cared for. 5o the
Aruned of the Viol mostly influence plants and ani-
mals. They are patient and mindful of their surroun-
dings, though - like the nature they protect - they can
become fierce and merciless against those that would
corrupt them.




ATTUNED TRADES

Among the practitioners of the Magical Arts, the Arnu-
ned are the ones who can most easily rely on their talents
to earn a living. They usually work as entertainers, trou
badours or bards, wandering Harmundia and bringing
joy to those who can spare food and lodging,

When they grow too old, or simply lose interest for
their rravels, they can find work as court musicians, or
in theaters, taverns and other big city establishmenis
Ifall else fails, they can still ply their trade in the streers,
tor their art is universal and demands no effort beyond
listening. Even the beggars can enjoy music :

The positions sought by the Attuned depend a grear
deal on to the instruments they play. Some instruments’
inner logic makes it difficulr for one to behave as is
expected from a court arist.

+ Artuned of the Cirtern are most likely to become
musicians in the employ of a powerful patron. As
every rich howse needs hired musicians to liven up
the evenings, they are much in demand. They are
prized for their keen sense of observation, their rela
tive gquietness, and most of all because the master of
the household can rely on them to spy on the guests,
discover what's brewing and report back. Cittern
Attuned are of course rarely wrong when they appraise
someone; Tune allows them to read people as easily
as sheet music.

Artuned of the Flute have the fewest options. They
cannot comply with the stringent protocol of a grear
house, which demands a servility ar odds with the
nature of their instrument. They are happiest in a
domineering position that, in addition to being more
difficule to obrain, dogsn't fit with the image people
have of the Flute, a lower-class instrument often confu-

sed with the shepherds® pipe. The best course for these |

Attuned is to place themselves in the shadow of a cri-

mindl lord or some other powerful figure with a weak '

spirit. This way they can manipulate their so-called
masters not only through the Magical Arts, bur also
by exercising their superior willpower. This is nor
without risks, however, for weak spirits draw the
minions of the Masque, who may easily notice the
supernatural influence of the Artuned.

* Attuned of the Harp make the best wandering musi-
cians, living as much by their music as by other exper-
tise that, though it would be of licde use to a rich man,
is fully appreciared by the lower classes. Taking on the
aspect of one who has gone everywhere and seen eve-
rything, the Atuned becomes a kind of wandering sage
whao dispenses advice and a bit of music in exchange
for sustenance. In addition to having a variety of skills,
from first aid 1o plant lore, an Attuned of the Harp
develops a deep understanding of human psychology.
Having seen so many different people in his mavels,

he knows how to detect problems, silent anger. and
thwarted love - all those feelings thar can make living
s0 hard. He always has a solution, which earns him
the gratitude of a great many people, whose simpli-
city is made up for by their numbers, There is no vil-
lage where he isn't welcome, if not by everyone then
at least by enough people that year round he can
expect a bowl of soup, a piece of bread, and a cot 10
sleep on.

Attuned of the Drum have the souls of warriors.
They can be found glorifying savagery among rhe wil

dest tribes. and in military bands beating a rhythm
for the horns as they sound a ch: arge. They are so well
established in military society thar the Modehans and
Mercerians use almost only drums nowadays 1o “beat
out” orders. Taking advantage of this situarion, the Amu-
ned of the Drum are often made “Drum Majors”™ of
HI'E‘J[ gn'll'rﬁ{'l“".. H":ld'l'l“!_l S0MMe measure m' [I'I-l:"ll' Art
to young solidiers willing to become instrumentalises
There are also many Attuned of the Drum among the
Wild Reaches rribes or in the Modehan forests, be it
as shamans, war leaders, or even as tribe chieftains
They never entirely dominate a situation, as they pre-

fer to immerse themselves in the flow of events. So
they are not inclined to make decisions, and are more
ar ease amplifying or moderaring the enthusiasm they
have generated.

« Finally, the Artuned of the Viol are among the most
secretive of the Artuned. As they do notoverly concern
themselves with humaniry, they often exist on the
fringes of society, living among the plants and animals
Given this, their preferred vocation is obvious: fores-
ters in the great realms. Roaming the wooded Domains
for their noble masters, hunting poachers and dis-
creetly selecting the game their employers will hunt
In less civilized countries, they become herbalists,
trappers, or druids. defending the wildesr areas, whose
majestic beaury they have learned to appreciate ber
ter than all others.

PRACTICING THE TUNE

Being an Artuned means toiling ceaselessly at a rask
that is forrunately quire pleasant. On a daily basis, the
Tune requires hard work, constant training - an At
ned never leaves his instrument and uses every moment
to practice - and reflection on the nature of the Art
and Harmundia, and on the place of music in it. The
music of the universe needs many years of experiences
to be heard,

In more practical terms, the Art of Tune is divided into
wo mutually exclusive branches: specialization in a
single instrument versus the study of several

Artuned thar perform with uuly one instrument are
usually masrers of their Arr. They typically leave an

! impressive library of new opuses and variants on known
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ones. Their first quest is often the search for the ideal
instrument. This leads them o Harmundia's grear cul

rural centers to find the best instrument-makers, or on |

a visit to obscure tribes in the Wild Reaches in search
of the perfect drum skin. The Square knows these artists
well, as the final touches they need for their instru-
ments - the ones that will fit them perfectly for lite
are generally very complex enchantments, possibly requi-
ring the inclusion of a piece of Shard

Then they must scour Harmundia looking for the
greatest masters of their insorument. Regrettably, the ever
shrinking number of Concordists has dramarically shor
tened this second guest. Though as the number of
masters dwindles, they become proporpionally more
difficult to find. They often settle in unexpected places,
taking advantage of peculiar acoustics or of the silence
of a hidden cave. Usually, after a few years, the lonely
apprentices either tire of looking for the right master or
think they have nothing more to learn. 5o they under
take their last quest, the one thar morivated all their
efforts to this point.

Research in the fundamenrals of Tune is the last stage
m II'...'III'III'IE"I o bea Lﬂlu‘-.‘rnilsr. L.L"I'I-Trﬂl"'r' o 'H-"hﬂl one
might think, this does not always entail withdrawing to
a remote place in order to work alone. Though this study
requires time for quiet and profound reflection, which
might involve a bit of seclusion. it needs to be mixed with
life experience. Concordists never create abstract works,
for they are molding the very substance of Harmundia.
They search for the processes once used by the Muses
to create the world, and try to understand them in
order to create opuses that reproduce their effects. In
s0 doing, they need to be attentive to Harmundia's
nature, to see as much of the world as possible, immer
sing Il'll:"l'l"l!'-t‘l'i"t“i In ifs essence, perceving IS most secret
mechamisms. Once they have acquired this experience,
Artuned strive to transcend it through their Art. 1o some
how reproduce what they have seen. and present its
profound nature to the world as music.

”'II.N [hd[ I_‘Cl’l[‘il m Wi[h Sﬂ-‘t"h‘l' INSTTUIMmenes |'I-I'|.-v.‘.’I more
practical goals. Ar the root of their choice is first of all the
desire thar as many instruments are kept alive as possible.
This decision doesn't necessarily imply achieving mastery
of all instrumenes, for the Tune is not partial to medio

crity. It takes long years of apprenticeship to find out '

which instrumenis are fit lor each Artuned. Though they
do not need mstrumenes from the height of the Elder Arrs,
an average instrument will seldom produce exceprional
results, even in the most skilled hands

These students seek our masters to reach them ro play
their instruments and help them determine which ones
they can use best. It is wiong to think thar with the appro-
priate master, any Inspired can tackle any instrument
family. Each has its own spirit and methods, and requires
an innate sensitivity. Harpists, for example, are almost
unheard of in the Wild Reaches, as this untamed land
seldom produces individuals calm and contemplative

enough to possess the right frame of mind, On the other
hand, Drummers from this country are among the grea-
test in Harmundia,

THE SECRET ARTS

As the Art performed by the largest number of Ins-
pired, tales abound regarding the Tune's Secret Arts
rumors of powerful scores with devastating effects, sto
ries of masters having made discoveries thar go beyond
anything done since the Flamboyance, etc,

The Tune is also the only Art whose Secret Arts actually
exist today, be they fragments of a heritage from the Flam-
bovance or the results of new research that is finally
bearing fruir,

This is hardly a secret any move, If it 15 not discussed
openly, it is less for fear of drawing the attention of a
spy of the Masque than because of an innate desire for
caution among the Attuned.

Like Choreography for mages, the Secrer Arts are the
ultimare consecration of Tune, Sadly, few achieve the
necessary level of understanding of Harmundia ro pro-
perly perform the Secret Arts. Tune irself is already a
calling thar requires enormous exertions while main
taining a low pmhle. Ta learm another magical Artin addi-
tion to it is so hard that Attuned gifted and motvared
enough are rare. Only, the prestige and raw power that
go with the practice of the Secret Arts still occasionally
draw a few masters around a Conductor or a Singer to
learn Linion or Fusion (see p. 104 for an in-depth look
art the Secret Aris).

Tune holds an impressive number of secret techmiques.
torgotten bur never entirely lost. The best example of these
is the Cantos, the outcome of centuries of collaboration
between Attuned and Scanders. In the small community
of Concord, this is viewed as the spearhead of the | usion
of the Arts. Many artists have begun practicing the Magi
cal Ares just to be able to study the Fusion process, in
the hope of enacting similar discoveries in their own field,

Symphony, which uses several instrumentalists and
mixes instrument families freely. unites the Art of Tune,
It is one of the treasures of the Flamboyance the Artu
ned were able to preserve, and it is & mark of prestige
for them, While the Painters were losing the secrets of
the Fictureworlds, the Ammuned held fast o this Union
the priceless legacy of a bygone golden age.

CORRUPTION

Due to the refatively large number of Attuned, Cor-
ruption is more of a problem for this Art than any other.

The differences between the families are fertile grounds
for contlict, millennia-old grudges and hatreds - so
many emotions that are among the Masque favorite
raw materials. The loss of the Harpsichord E.lmil_:,-I to the
Master of the Sham perfealy illustrates this vulnerabi
lity. Since thar tragic sundering, the remaining families
have lost some of their passion.




As the number of Attuned diminished, many learned "N'
several instruments to ensure the survival of every family. ewW OP“S es
Today, the Tune is the Art most resistant to l._'urrup!ic.ni'l.
mostly because the betrayal of a whole family was a
strong warning, Furthermore, since this terrible vic tory HARP
over Tune, the Masque has seemingly rested on his lau

rels and turned his antention to the other Arrs.

SHARD ADDICTION

As has already been mentioned. many masters
use Shard inlaid into their instruments to reinforce
their inspiration. For the Attuned, becoming unable
1o perform without an instrument or a place enchan-
ted by the Shard can be an inconvenience, as remai-
ning in one place is rarely compatible with their
occupstions. But addiction is alsa a mark of a super-
ior mastery of the Art. The search for enchanted
objects and piaces is a highly regarded and much pur-
sued endeavor.

Quite a few stories are lold about Instruments
whose emotions are not compatible with the family
they belong to. For example, there is mention of a
Harp inspiring anger and disgust for humanity. This
can be a serious problem, considering how many
Anuned are ready to make huge sacrifices for the
benefits reaped from the precious Shard.

DILETTANTES

Az a conseguence of the lack of means, a new
breed of Antuned has cropped up: Inspired who,
without being musiclans, sometimes make use of a
few melodies. They achieve only simple magical
effects. as they have not devoted themselves to the
mastery of an instrument

This phenomenon is a cause for frustration for
most Attuned. After Iunghins{stlnq that all Inspired
should be proficient in the Magical Arts. they find
themselves in the troublesome situation of having
pupils that are nof wholly interested in what they
are taught. and who only qrud;iin&y practice. This
makes for musicians of average skills, in no burry 1o
learn more, who see the Tune as a useful hobby, but
certainly not as something central 1o their existence.

GSHURNIL'S DRUM

Antuned giants are few and far between. One rea-
son for this is the scarcity of instruments In their size.
Ggmrnll uir:::ne of mese{ﬂiewﬂmmei His Dc:nm
THoTe- a Cﬂﬂlul.'? Wﬂ:ﬂiﬁl‘ulﬁ was
% the trunk of a king-tree, The skin, pulled taw
ower i, supposedhy came from a larasque the giant had
fished from a boat made with his own hands.

The fine engravings running along the edges of
mlfl cl::stru:g:ni are said to l:nrll:;nln nsmny OpuUsEs,
w can be combined into-a Drum Symphony.

Nobody bnows what became of this Drum
Legend has it G'Shurnil himself destroved it as he was
eaten away by remorse at having killed a tarasque
1o make a mere instrument.

Yet when it thunders in the Wild Reaches, people
still say, "G'Shurnil is practicing”.

¢ho True Lies

Instrument: Harp

Thresheld: 15

Range/Area of effect: proximity/one target

Duranion; instantaneous

Measure: 2 rounds

This opus turns a known or abvious falsehood into
an undisputable truth in the mind of its victim. A wir
ness might be made to think he had never seen the cul
prit before. Ora guard might be made to believe that
a grizzled old rthief is actually the Lord's new Cham-
berlain and so ought to be given access to the treasure
chamber. The “truth” will be so deeply set thar the vic
tim will refuse ro acknowledge contradictory argu
ments from his fellows; though he will still behave
according to his personality (a ruffian will oy to enforce
his view through violence, while a Jornisr mage will pre-
fer debate).

& Comfort

Instrument: Harp

Threshold: 15

Range/Area of effect: proximity/one target

Duration: permanent

Measare: | minute

This sweet melody allows its target ro reevaluace dif
ficult or stressful circumstances. The target doesn't for
get the problems at hand, but views them with a more
oprimistic attitude. “This will not lase”, “it isn't so bad”,
“we will pull through”, the Harp's music seems to whis-
per. The targer will maintain this optimistic point of
view until the siuation is resolved or it changes for the
worse, in which case he may reconsider his position. A
useful application of this opus is to make a target for
get thoughts of suicide.

e Un-influence

Instrument: Harp

Threshold: 15

Range/Area of effect: line of sight/one target

Duration: | day (maximum)

Measure: | day

The rarget is freed fvom all influences, be they men
tal or physical, magical or profane. Choices and actions
will be made according to his own volition only. Bonds
that hold him will fall to the ground whenever he wishes.
He will not be prone to instantly obey a superior’s order
(even if a lifetime of habir has made this behavior auro-
miatic), and will be impervious to blackmail. This simple
melody is effective only as long as the target can hear
the music. otherwise its effects dissipate.



«A> Banish Phobia

Instrument: Harp

Threshold: 20

Range/Area of effect: proximity/one sleeping target

Duration: permanent

Measure: | hour

This opus feels a bit like a psychoanalytic reatment,
The melody makes the targered individual sift through
his memory and dream about the origin of a phobia or
irrational fear afflicing him, Upon waking, the target
will understand his terror, and be able to ralk abour it
and ro combar it. Eventually, the atfflicrion will be per-
manently removed (the fault disappearing at no IP cost).

«h: Well-being

Instrument: Harp

Threshold: 20

Range/Area of effect: proximity/one target

Puration: 1 hour

Meastire; 3 rounds

For the duration of this opus, the target doesn’t feel
any ill effects of pain. Wounds are stll endured, but
with no associared suffering. This opus would even
make it possible (though not advisable) to fall asleep
on a bed of broken glass, conscious of the many cuts,
bur feeling no discomfort. The targer is also immune
to torture. In game terms, all penalties caused by
wounds are ignored.

&> The Greatest Goodness

Instrument: Harp

Threshold: 20

Range/Area of effect: proximiry

Duration: one act of goodness

Measure: 5 rounds

The targer is instantly filled with the desire to do
something for an individual he was thinking of when
the opus was performed. This impulse guides him ro do
what the individual in question will appreciate most. The
way to go about it will also be the easiest and safest pos
sible. Should he follow the impulse, no harmiul conse
quences will resulr for him or for the person he was
thinking of.

v Uncanny Luck

Instrument: Harp

Threshold: 20

Range/Area of effect; individual

Duration: until used

Measure: 5 rounds

This gentle melady surrounds the Attuned with a
barely perceptible glowing aura that acts like a guardian
angel. It will allow him to autematically succeed an his
next action requiring a dice roll, no matter how hard it
is to do and whether or not he is proficient in what he
is doing. The action still needs to be physically possible
(it will not allow him o jump across a precipice thirty
yards wide, for example).

i Escape Death .

Instrument: Harp

Threshold: 25

Range/Area of effect: contact/one target or indivi
dual

Duration: until used

Measure: 5 rounds

This lively and romantic opus creates a perceprible
glowing halo around irs target. When next in a poren-
tially deadly situation (fall from a great height, sword
wound, etc.), the target will be able ro cheat certain
death by halving the damage done. As soon as this hap-
pens, the halo vanishes. If halving the damages is not
enough to stay alive, the targer automatically benefits
from the effect of expending a Fortune point (HP sta-
bilized at STA + 1} without actually needing to use one.

<& Command Friendship

Instrument:; Harp

Threshold; 25

Range/Area of effect: proximity/one target

Duration: one action

Measure: 10 rounds

The target. convinced the Aruned is his best friend,
will do almost anything he asks, simply out of friendship.
According to his personality, the victim may put himself
in danger and accept more or less extravagant requests,
Itis not foolproof, and it is not an excuse to force people
to do things that go against their nature, A woman may
well refuse 1o l‘-lu.‘p with the Concordist so as not to *ruin
their friendship”. A miser may sacrifice himself for his

“friend” yer refuse to lend him any money, etc.

FLUTE

oA Stuttering

Instrument: Flute

Threshold: 10

Range/Area of effect: proximity/one target

Duration: 1 minute

Measure: 2 rounds

This slow melody deeply permeares the mind and
affects the rhythms of speech, making its vicdm unable

| 1o say anything without stumbling over every syllable

All bases for speech rolls (such as Eloquence or Scansion))
are halved.

cho Dissension

Instrument: Flute

Threshold: 15

Range/Area of effect: line of sight/one group (2 to
10 people}

Duration: | hour

Measure; | minute

This opus influences a group of associated people
by making each feel hostility towards all the others,
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stimulating arguments and quarrels. Used during a
battle, this opus may make a unit fall out of formation
as soldiers start shouting ar each other.

& Countermand

Instrument: Flute

Threshold: 15

Range/Area of effect: line of sight/one target

Duration: instantaneous

Measure: | round

The target mstantly stops whatever he was doing, be
it fighting. moving, etc: The opus has no effect if the tar
gerisn't doing anything (he will not stop breathing), or
if inaction would have dire consequences (like risking
death). Someone fighting a dangerous opponent will
keep parrying or dodging the blows, for example, though
he will no longer artack if possible. The effect is instan
taneous, though the rarget may very well shrug it off,
thinking he was briefly distracted by something. and
resume his actions, but he had lost a few seconds - one
combat round,

A Silence

Instrument: Flute

Threshold: 15

Range/Area of effect: line of sight/one target

Duration: 15 rounds

Measuire: | round

The targer becomes silent. Someone talking instantly
stops, Shouting or willingly making noise is impossible,
Moving about or doing something else entirely pro
duces the normal amount of noise, but the victim can-
not intentivnally do something to make thar noise (e.g.
running to have someone hear the footsteps)

& Restless

Instrument: Hl."f'

Threshold: 20

Range/Area of effect; proximity/one rarger

Duration: | day

Measure: | minute

As long as the effecr lasts, the victim cannot rest ar all.
Sleep and other forms of respite become impossible
and any exertion will have him remain winded or tired,
unable to recuperate while the opus is active. No addi
tional il effects are generated (past the duration of one
day), but this can still make the targer's life very uncom
fortable, The varget becomes haunted by the melody
performed. and may understand his condition is linked
to the music, though this is not automatic. If the dura
tion is extended by a good Quality Margin, you can
raise the DIF of all dice rolls made by the target by 5 for
the second day. 10 for the third day, etc.

& Paranoia
Instrument: Flure
Threshold: 20
Range/Area of effect: line of sight/one target

| nobody can be trusted: They

Duration: | week
Measure: 15 rounds

This peculiar opus is mostly made of silence, occa-
sionally broken by unpleasant high-toned whistles, When
it stops, the target becomes certain that others have
iinderstood a secret in the music, but won't tell him. Per-
haps this stange piece hides a melody made of sounds
only special beings can hear. From then on, the target
becormes convinced that enemies are everywhere, and that
are here, Tllw are not like
us but they hide their true appearance to five AMONE Us
They plan the downfall of humanity, specifically the vic
tim of the opus...

vho Pain

Instrument: Flute

Threshold: 25

Range/Area of effect: 50 y./one target

Duration: instantaneous

Measure: 2 rounds

A spasm of terrible pain seizes the target. who falls
down and cannot move. This opus cannot Kill, but from
now on the target will have ro make a WIL x 2 roll
against DIF 10 every time there is a risk of exposure 1o
this unbearable pain. Failure means the targee will do
his best to avoid anything that mighr result in feeling
the pain again (such as displeasing the Concordist)

«& Farandole

Instrument: Flute

Threshold: 25

Range/Area of effect: sound

Duration: as long as the music lasts

Measure: special

Anyone hearing this bewitching Flute mielody is posses
sed by a meed to dance and line up behind the Concordisi
to join the farandole of all the other listeners, The victims
may do nothing but dance and laugh, as if they were reve
ling in some merry celebration. They follow the Flunst. dis
playing all the signs of happiness without any hint of
weariness or exhaustion, but their eyes berray the terror they
feel. As soon as the victims stop hearing the Aure, the effects
of the opus also stop, and the consequences of the time spent
wildly dancing are finally felt: exhaustion, even death if the
mierciless Armuned makes them dance 1o long,

VioL

¢ Animal Sight

Instrument: Viol

Threshold: 10

Range/Area of effect: proximity/one target

Duration: 5 minutes

Measure: 5 rounds

The Concordist gains the abiliy 1o see through the
eyes of a targeted animal. The target may be any type




of animal (bird, mammal, fish. ete.). This does not mean
thar the Concordist can modify the animal’s behavior
in any way. He is merely a witness to what the animal
perceives,

<& Sylvan Haven

Instrument: Viol

Threshold: 15

Range/Area of effect: individual

Duration: | day

Measure: 10 rounds

The Attuned is phenomenally lucky when within a
forest. He will always stumble upon those bushes that |
have edible berries, effortlessly find drinking water, and
even happen upon dead animals fresh enough to eac
When he needs it, a hollow tree, a small natral cave,
or other such cover will conveniently appear to shelter
him. As long as the effect lasts. the Artuned will be sale.
He will not go hungry or thirsty, and will nor be artac
ked by wild animals (he will simply never meet any,
which might pose a problem for hunring). More advan
ced variations of this opus are supposed ro exist, which
provide the same benefits in mountain or desert envi-
ronments,

«&: Animal Language

Instrument: Viol

Threshold: 15

Range/Area of effect: proximity/one target

Duration: 1 minute

Measure: 5 rounds

By performing this opus. the Concordist becomes able
to converse with an animal, making himself understood
and in turn “feeling” the animal's answers. Keep in mind
thatt the animal is not bound to care or to answer, so
the Actuned had better have something to give it in
exchange.

& Plant Wall

Instrument: Viol

Threshold: 20

Range/Area of effect: 25-yard radius around the
Artuned

Duration: 2 hours

Measure: 2 rounds

The Armuned makes the vegeration behind him rhick
and impassable. Trees draw close to each other and are over
burdened with creepers; brambles and ferns are uncom-
monly high and thick on the ground, etc. The resulting wall
will have to be skirted unless someone is prepared to
spend ar least halt an hour hacking his way through.

«& Vegetal Resurrection
Instrument: Viol
Threshold: 20
Range/Area of effect: contact/one plant
Duration: permanent
Measure: 5 minutes
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This short melody performed by the Concordist
breathes a new life into a dead plant. This opus can be
used only on a plant thar still exises as such and was not
entirely destroyed. A tree burnt to the ground or cut up
into planks cannot be resurrected in this way, though
one struck by lightning, poisoned or cut down would
pose no problem. The plant must be truly dead, which
can take a very long time for tall mrees. Resurrection is
manifested through a new vitality in the plant (new
buds, etc.). This opus is nor very impressive 1o see, bui
quite a few sprites would kill to learn it

& Animal Control

Instrument: Viol

Threshold: 20

Range/Area of effect: proximity/one target

Duration: 5 minutes

Measure: | minute

This opus is similar to “Animal Sight”, with one key
difference; the Artuned can command the animal's
actions, even if they £0 against its instincts, Imagine a
pig rushing to artack a band of brigands, or a wolf snug-
gling up alongside a tiger.

<& Half-Sap

Instrument: Viol

Threshold: 25

Range/Area of effect: individual

Duration: permanent

Measure; 7 hours

The Artuned weaves a link between himself and a
plant similar to the one uniting a sprite and its tree. From
now o, he will be able to rransmir his serious wounds
to the plant (a bush will withstand 1 Serious Wound,
a 20-foot tree 2 Serious Wounds, a 50-foot tree 4 Serious
Wounds. a 100-foor tree 8 Serious Wounds, and a Mode
han king-tree will be unaffected by anything less than
agiant's blows). Unlike with sprites, the link works both
ways, so thar the death of the mree will kill the Cancor
dist, a broken branch will carry over as a broken limb,
etc. This link will remain active undl the mee is des
royed. Only one link can be active ar any given time.
Sprites cannot use this opus because it interferes with
their Sap.

Enchanted Forest

Instrument: Viol

Threshold: 25

Area of effect: a forest

Duration: permanent

Measure: 7 hours

The Concordist enchants a whale forest that will from
then on react to his or her music, The forest can become
thicker or dlearer, make trails appear and disappear, etc
To find all the melodies to influence a forest is however
a nearly insurmountable rask (each possible effect must
be worked on as a unique opus, though a master's ins-

I ruction is not necessary).




Drum

«&o Disruption

Instrument: Drum

Threshold: 10

Range/Area of effect: 50 y./one target

Duration: listeners’ next action

Measure: | round

This tune is composed of only one smong bear that makes
all the listeners’ ribcages vibrate. For the target. the vibia-
tion is so strong that all actions are more difficult. and even
dangerous. IF the vicrim was taking any action, a roll of twice
the involved Arribute against DIF 15 must be made for him
1o continue. If this Artribute roll is a fumble, then itauto
matically causes an appropriate catasmophe.

«& Sound Explosion

Instrument: Drum

Threshold: 15

Range/Area of effect: 50 y./a 5 y. radius zone

Duration: instantaneous

Measure: 2 rounds

The Attuned must hold the Drum pointed towards a
targeted area so thar the sounds emirted will go in that
direction. An increasingly powerful drum roll is then
played to an abrupt stop, and a rerrible din wracks the
area. Whether they can hear or not, anyone within 5 vards
of the targered area loses 10 Hit Points, ignoring armor,
and is completely deafened. They must additionally make
an AGI roll to remain standing.

<& Defeatism

Instrument: Drum

Threshold: 15

Range/Area of effect: line of sight/one target

Duration: 10 minutes

Measure: 3 rounds

This opus has a direct influence over irs victim’s spi
rit, giving distorted views of a battle in progress. The tar-
get is certain the opposition is much stronger than his
side, and that his only chance of survival is retreat. From
this point on, he will do anything to convine his cohorts
to give up and withdraw from the engagement. The EG
must determine whether his arguments have an effect
on the entire battle.

«&: Weapon Aversion

Instrument: Drum

Threshold: 15

Range/Area of effect: line of sight/one targer

Duration: 1 minute

Measure: 2 rounds

The Attuned can use this subtle opus to cloud a rar-
get's judgment so much thart he loses all sense of the rea
lities of combat. The victim will conclude that his y-.va;mm
are useless and will decide to fight unarmed. He will |

immediately throw down all his weapons and charge the
closest enemy, convinced he has made a judicious choice

«& Foolhardiness

Instrument: Drum

Threshald: 20

Range/Area of effect: line of sight/one rarget

Duration: one battle

Measure: 5 rounds

This opus generates in the target's mind an unflinching
courage and a will to fight it our with the most power
ful opponent at hand. This has proven quite a deadly
opus, as it can make black feys try to settle a score by
brawling with minotaurs.

v Quickening

Instrument: Drum

Threshold: 20

Range/Area of effect: line of sight/one target

Duration: | round

Measure: 2 rounds

The target is carried away by the quickly accelerating
rhythm. l‘!urmh the first round that the Concordist
plays, the target’s initiative is raised by one point. During
the second round, the initiative is doubled and wo reac-
tions become available (bur only ene action). Finally,
when the music stops, ar the beginning of the third
round, the initiative is multiplied by three, and two
actions and rwo reactions are available to the rarger.

<& The Big Sleep

Instrument: Drum

Threshold: 25

Range/Area of effect: proximity/one target

Duration: 5 rounds

Measure: 5 rounds

The Concordist strikes a strange rhythm, with rwo
close bears that resemble the sound of a beating heart.
The bear is synchronizes with the target's heartbear, and
begins to slow down. The victim's heart follows the lead,
and by the end of the second round the targer becomes
unable ro undertake any strenuous physical actions. Ar
the end of the third round comes sleep, and ar the end
of the fourth a coma. At the end of the fifth round, the
Artuned stops playing, and the heart permanently stops.
Should the apus be interrupred before completion, its
victim would remain in the last state he entered for a
rime equal 1o his STA in hours.

v Musical Motion

Instrument: Drum

Threshold: 25

Range/Area of effect: as far as the sound carries/indi-
vidual

Duration: that of the journey

Measure: | minuge

The Concordist performs a repetitive thythm thar
strangely provokes a desire to travel. The sound of a
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means of mransporgation is then inroduced into the
music. This can be a sound of footsteps or a galloping
horse (but not a bird or a coach, whose noises cannot
be imitared with a Drum). At the end of the Measure,
the Attuned disappears. He will reappear at the inten-
ded destination, after the period of time it would have
taken ro get there using the actual rransport he imira-
ted in the piece. This opus can take the Concordist as
far as the sound carries from the starting point

CITTERN

oA Spirit Mirror
Instrument: Cittern
Threshold: 10
Range/Area of effect: line of sight/one target
Duration: instantanéous

Measure: | round

The Attuned becomes able to glimpse the target's sur- |
face thoughts. This can give knowledge of the target’s
immediate abjectives, or whether a lie is being purpo-
sefully told. The Concordist cannot probe; only receive
information, If the target is sleeping for example, the sub-
ject of his dreams will be revealed, and if he is earing
without thinking about anything else, all that will be
conveyed are the target’s thoughts abour the food.

& The Greatest S5in

Instrument: Citern

Threshold: 15

Range/Area of effect: proximity/one target

Duration: instantangous

Measure: 5 rounds

The Concordist glimpses the thing the targer feels the
maost remorse abour. No derails abour the deed are gai-
ned, just what it is. A child who killed his father will
appear as a parricide, while a man who stole something
will only be viewed as a thief. Someone utterly convin-
ced he has never done anything wrong will not reveal
anything. The information gleaned through this opus is
entirely subjective, depending on its rarget's sense of
morality. An assassin might see murder as a trifle, and
feel his greatest remorse at being unfaithful ro the
woman he loves.

¢ Protect the Mind
Instrument: Cittern

Threshold: 15

Range/Area of effect: individual

Duration: | week

Measure: 5 minutes

The Attuned’s own mind is protected. Any mind-alte
ring magic performed on him ar her (be it Art or Ascen- |
dancy) will need a SM of ar least 10, in addition ro the |
set Quuality margin (if any). Otherwise it has no effect
whatsoever. This opus protects the Concordist from
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madness, but does nor prevent someone seizing control
of the Artuned’s body, provided the magic targets the
muscles and not the mind.

& lusion of Gigantism

Instrument: Cittern

Threshold: 15

Range/Area of effect: line of sight/one friendly targer

Duration: 1 minute

Measure: 5 rounds

This opus allows the Concordist to make a member
of his Troupe appear to be a giant thirteen or maore feet
tall, monstrously muscular, heavily armed, and very
upset and anxious to fight, The target’s actual cambar
abilities are not augmented by the illusion, Unsuspec
ting observers must succeed in a WIL roll against DIF
20 not to run in the epposite direction,

<& Nllusory Sensory Deprivation

Instrument: Cittern

Threshold: 20

Range/Area of effect: line of sight/one target

Duration: | day

Measure: 2 minures

The Ammuned plucks the instrument’s strings to fashion
sounds that disable one of the victim's senses, One may
easily envision the consequences of blindness during a
fight, but think also of a food-tasrer losing in an instant
his palare. The rargeted sense still funcrions normally,
bur the melody loops in the victim’s brain, preventing
it from analyzing the inpur.

«& Horror

Instrument: Cittern

Threshold: 20

Range/Area of effect: proximity/one target

Duranion: 5 rounds

Measure: 5 rounds

The Concordist makes the targer relive the most morally
reprehensible thing he or she ever did, this time clearly
perceiving all the consequences. Prostrate and overw
helmed by guilt. the target will accepr all forms of punish
ment, even death, without resistance. Strangely, this
opus has no effect wharsoever on beings with more
than 25 points in either Darkness or Perfidy. On the
contrary, they seern to find it pleasant and exhilarating.

& Complete Amnesia

Instrument: Cittern

Threshold: 25

Range/Area of effect: proximity/one target

Duration: permanent

Measure: 5 rounds

This opus is a variation on “Mental Assault™. Howe
ver, it does not target the brain iself but its memories.
The victim instanty forgets everything about his life,
knowledge and abilities, up ro and induding his name
and place of birth. This amnesia is permanent. Showing




When he emerged from the Abyss, Muhul stumbled
almost immediately upon an Attuned of the Drum. He
was taken with a passion for this instrument and set
aside all other interests. He has since gained a tremen-
dous amount of understanding of it. His only regret is
not having an apprentice to entrust his knowledge 1o,
His clan’s last losing battle, during which he suffered a
grievous wound and he had 1o face the fact of his own
monality, heightened these feelings in him. It seems the
Decan Council has heard his prayers, since a few months
ago he was made the sponsor of a young Inspired (o
whom he is eagerly teaching the secrets of Tune...

Origin: Wild Reaches
Race: Minotaur

Age: 55

Height: 108" (SIZ +2)
Weight: 787 Ibs.

MY: 3

Attributes
Flame: 1/0

Body: 1/0
Body bonus: +1
AGHity: 3
PERception: 5
STAmina: 10
STRength: 11

Spirit: 171
apirit bonus: 0
INTelligence: &
WiLlpower: 6

Soul; 1/0

Soul bonus: +1
CHArisma: 9
CREativity: 8

Secondary attributes
AIM: 5

MEL: 6

ART: &

HE: 111

SWT: a7

CWT: 55

DB: +10

MUHUL LONG-SIGHT, WILD-REACHER SHAMAN

Fortune points; 2

Flame powers: none

Seasonling powers: Goring, Minor night vision
Max, load: 315  Half load: 157  Daily load: 78

Darkness: 10
Perfidy: 0

Skills:

Courtly: Etiquetie 5. Fast talk 5. Music 10, Traditions:
Wild Reaches 3

Knowledge: History & legends 2, Language: Nordik 5
Rogue: Conceal 5, Hunt 5, Intrigue 5, Poisons 4, Stealth 5
Trials: Alertness 5. Dodge 2, Weapon: Club 5
Occult: Concord 1, Tune 10

Assets & Gifts:
Shaman, Presence. Huge, Circle | Invoking

Faults & Sorrows:
Dependant (his apprentice), Flaring temper, Lame,
Trickster

Combat

Initiative: 9

Melee attack: Club 13

Ranged attack: -

Melee defense;
Dodge: 11
Parry: Club 11

Ranged defense: 5

Weapon Init. Att. Def.
Club o +1 -1
Armor: none ’

Magical Art
Drum APT 18

Known Opuses
Berserk (10). Overcome Fear (10), Sound Explosion
(15), Quickening (201, The Big Sleep (25)

Cuote:

“Act! We must acl now or wither away! Who do we
think we are to walt for courage 1o come tous? | have
seen in the entrails of the eagle. and the omens are pro-
pitious!” (He plays a drum roll, raising the spirits of his
tired warricrs.)
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the victim things from his past or talking abour them
will not initiate any recollection.

<& Heal the Spirit

Instrument: Cittern

Threshold: 25

Range/Area of effect: proximity/one target

Duration: permanent

Measure: 1 hour

The .-'l.mrm'u‘1.1r1=h|[f_'|.-':'ut-r|'~c the target’s spirit to bathe
it in this soothing melody. All damage done by magic

tor the target’s mind is healed (losses of mental atribute
points are cancelled, memory erased is restored). Eve
rything relating to Perfidy or Darkness remains though,
and the targer even understands thar he somehow enjoys
this somber and unhealthy part of himself. This opus can
reverse the effecrs of “Complete Amnesia”




Shape

INTRODUCTION

The Magical Art of Shape concerns itself with things
that are concrete and solid. I doesn’t care much abour
living things, which ceaselessly change and so escapes the
grasp of the artist. Levelheaded and cautious, Shapers
like to take their time.

Furthermore, their Art requires them to be in contact
with marter. They need to touch ir. feel it. sense its weak-
nesses, and grasp its potential. This almost sensual rela
rionship with their raw marerials sers Shapers apart
from other Artists. Indeed, they themselves do nor resist
this estrangement from their fellow Concordists. They
really are different. and their interests are ofren at odds
with their Attuned and Painter brethren

The Art of the Shape is by nature more lasting than
the other Magical Arts, Whereas music or words are
inevitably followed by silence, a statue or sculprure out-
lives the act of creation, and possibly its creator, The
only Art sharing this feeling of durability with Shape,
though to a lesser extent, is Vista.

However, Shapers have no desire to modify whar the
Muses created. This is partly because of a quasi-religious
awe they have for their work, and partly out of a half
acknowledged feeling of superiority. Shapers think that
the methods of Scansion and Tune, creating nothing
bur modifying what already exists, are both profane -
how can the Muses’ creations be improved upon? - yet
ar the same fime too timid. Don't the Inspired carry
within themselves the heritage of the Muses? Why then
do they not take full possession of their birthright and
create original works rather than merely imitating?

Their occasionally condescending artitude hides the true
distress of the Shapers. Since the Eclipse, no Concordisr
has been able to achieve a truly permanent effect - to
fashion an 'l""l-'t'rlq'“[lﬂg opus - not even lliil!g :‘Ilhlpl'.‘.
Though its epuses are more durable than those of the
other Magical Arts, Shapers are far from achieving the
permanence thar satisfies their ambitions.

SHAPER TRADES

Shapers can't simply wander Harmundia like other
Concordists. Their equipment is heavy, and traveling o
and fro on a cart loaded with five rons of marble or bronze
ready to be sculpred into a grear statue is quite impossible,



Furthermaore, sculpring takes time. The largest opuses
can require years of patient toil.

50 the wandering sculptor is a rarity. Unlike the high

ranks achieved by Concordists of other Magical Arts,

Shapers usually find more modest positions, where they
are safe from the attention of the Masque and have free
time to do what they love most.

The most commen trade among Shapers is the crafts-
man. Being a potter or carpenter ensures an adequate
income, dllowing a Shaper to sell works of great qua-
lity and peacefully practice sculprure. Though these
positions provide nothing extraordinary in compari-
son to the responsibilities sought by the Atuned of
the Flute or Cittern, they guarantee serenity and a
precious dnonymiry.

Another option is becoming a minor artist com-
missioned by private individuals in towns and wil-
lages, and perhaps once in a while by someone
higher-up. In this role, the Shaper makes statues, busts
and all kinds of works of art, from monuments cele-
brating the glory of a past hero. to the bas-relief above
the doors of the town, or even a simple souvenir for
a loved one. This ype of work rarely brings great
wealth, but ir ensures steady revenues, while main-
taining a low profile for rhe artist.

Then there are the rare Shaper court artists. Those
thar accept these public positions almost never do it
out of ambitien, but rather because they feel the must
use their skills responsibly, For these Concordists, Shape
is a weapon o be wielded against Corruption. Statues
can spy on discussions in a palace, tapestries can moni-
tor entrances to privite rooms, and so on. High-profile
Concordists know they expose themselves ta constant
danger and thar their actions are almost suicidal, for inevi
tably they are spotted and destroyed. But their sense of
responsibility as Inspired offers them no alternative,

Finally, the most prestigious career is with the Square.
Being invited to join this order is the crowning achie-
verment for a Shaper. The Square dwarves, though fierce
traditionalists, sometimes admit members from other
races as associates (though never into the higher ranks),
Collaboration with the Order of the Square is a great cata
lyst for any Shaper, as the secrets of the order, the means
at its disposal, and the high standing and security enjoyed
by those who work under its authority improve the
artist’s quality of life inestimably.

PRACTICING SHAPE

A notable particularity of Shape within the Magical
Arts is the clear distinction between its mundane side

sculprure - and its mystical aspects. The link berween
the two is not as strong and absolute as beoween music
and Tune, or poetry and Scansion.

Focused on material results, Shapers are sculprors firse
and foremost. Whether or not they have a talent for
Shape, if they can’t produce a work of art, then they won't
ever produce a work of Art (an opus)

Hence. the first apprenticeship a master Shaper must
pass through involves nothing magical wharsoever, only
the study of the mundane art of sculpture
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direction. It involves studies with teachers who know
almaost nothing about sculprure - the theoreticians of
Shape. To them, the mundane art s nothing, Their awk
wardness with a hammer and chisel is a way to conceal
their nature as powerful Inspired Concordists. Their lack
of skills hides tremendous scholarship, and knowledge
of almaostall the Shape opuses, though they can't actually
perform them. These masters. by serving as vessels for
all the information about Shape, are the best guaran
tors of the Art's persistence. Who would suspect a
mediocre artisan 1o be one of the repositories of the
considerable secrets of a Magical Art?

This division between the mundane and the magical
is an efficient teaching rechnique. A Shaper apprentice
alrernates between mundane and magical reachers,
inconspicuously learning everything he needs for the
practice of his Art, compiling from successive masters
more than he could ever have learned from only one.

Better yer. for once within this secret and enclosed
world of the Magical Ares, the Dullen are not excluded
fram the system. Though they cannot teach the Shape
many excel at sculprure, and so may both share pre
cious teachings and unknowingly play a part in ashio
ning soime magical opuses, Though they lack Inspiration,
they are full-Aedged artists. Why forbid their parnicipa
tion in major works!

Finally, Shape is divided into three cearly separare
yet inexrricably interwoven groups. First, there are the
mundanes who merely teach sculprure. They live nor-
mal lives, but secretly contribute to the survival of the
Magical Art. Then there are the theoreticians of Shape
They are always Inspired, though they do not always
have a talent for mundane arts and crafis. They do not
learn to perform opuses, but help others do so.

Lastly, there are those who bath learn and practice the
Shape. Researchers and warriors in the crusade against
the Masque, they benefit from advanced teachings,
thanks to the wealth of knowledge spread among a
variety of professors,

THE SECRET ARTS

Uinlike the other Magical Arrs. Shape doesn't have any
Secret Arts. There is no practice drawn from Shape whose
superior effects could surpass the Art itself. Shapers do
however possess a number of secrets and technigues
they would not entrust to others, bur these are only
remately connected to the Art of Shape itself.

Meost of these techniques invalve the use of Shard
A few of the greatest Shapers know enchaniments thar
allow the merging ot a fragment of this substance with
a Shape opus, making the opus almost permanent.
Though extraordinarily comphicated, these techmigues
are in no danger of being lost. They are of immense



interest to the Square, which will provide attractive
compensation to Inspired willing to use them for the
order.

some Inspired working for the Square know a tech-
nigque that allows one o maodel an opus in the presence
of Shard, heightening the supernatural effects. There are
many other opuses that allow one to “recycle” the magi
cal :"m'rgl'y' of the Shard so as to strengthen the magic of
the Shape, The only drawbacks of these techniques are
the relative length of the necessary rituals, the amount
of materials needed and the difficulty in preparing the
appropriate circumstances, Permanent results, 1|{’\'|!J[:‘
the work of several cenruries, are uncommaon and unpre
dictable... nearly unverifiable,

ENCHANT FROM THE SHARD

Art: Shape, Elder Art
Threshold: 25

Area of effect: unlimited
Duration: varies

Modeling: | month to | year

This enchantment allows the Concordist 1o “fil-
ter” a temporary Shape opus through the Shard,
making the opus fast longer. Unfortunately, the dura-
tion is not controlled by the Concordist. This opus
is not included in the list given in the present volume
because it Is not governed by the standard rules of
the Shape. One might indeed wonder whether it is
governed by any rules at all...

As long as this opus is active, the opus it has been
used on alsa remains active.

The modeling time Is one month for a Shard with
a Value of 1 1o 3, three months for a Value of 4 to 7,
six months for & Value of 8 or 9. and a yvear for a Value
of 10,

This opus beeps going forever if the Shaper rolls
less than or equal to the Shard Value on 1d10. 1f the
roll is greater than the Value, the opus will [ast for
any length of time between a few weebs and a few
centuries (EG’s decision).

CORRUPTION

For Shapers, corruption is a fate worse than death.
Their empathic refationship with mareer and the hor
rible way they defile it when under the influence of the
Master of Sham makes corruption insufferable. Should
their paths cross with a minion of the Masque, their
first reaction will be flight, for fear of being draw into
the downward spiral of corruption. Unfortunately, Shape
gives them no efficient means ro fight such beings, and
in most cases the Decan Council must be called on 1o
send someone o save the Flame of the Concordist
before it is destroyed. Recovering the Flame spells the
death of the Inspired. On the rare occasions when a Sha
per succumbs o corruption (meaning that he had no
opportunity or not enough courage ta end his life), a
hunt begins. He must avoid all cities, where artisans are

called upon to discover the whereabouts of the “tainted
ane”. The hunt does not stop until the problem is sol
ved, one way or another... To this day, the methods of
the \hilpers.' have mer with relative success, as only a
handful of tainted beings have succeeded in breaching
even the most superficial secrets of this Magical Art.

SHARD ADDICTION

Curlously, Shard addiction is almost a laboo
among Shapers, a shameful disease never openly
discussed. All the great masters that are able to
enchant from the Shard are addicted 1o some extent.
It is difficult to gather information about the pro-
blem, let alone find ways to fight it. Additionally,
Shapers, being naturally reclusive, can become highly
addicted withbut anyone being aware of L

Shapers asked about Shard addiction will either
reply with confused answers or they will comple-
tely deny the phenomenon.

There is no clear distinction between full-fledged
Shapers and Inspired who only practice Shape as a
secondary interest, What little knowledge dilettantes
may have obtained is both a small step toward a true
renaissance of the Art and a limited liabilitg should they
fall in the cluiches of the Masque. Dilertantes help
spread knowledge without putting the greatest secrets
al risk, and therefore are well regarded.

New OPUSES

& Perceive Enchantments

Threshold: 10

Area of effect: one medium-sized object

Duration: instantaneous

Maodeling: | minute

The Concordist is able to see whether an object is
enchanted. which may mean it holds Shard, or itis a
Relic. or it is under the influence of a spell or opus.
With a Quality Margin of 5, the Concordist can know
the enchantment's nature (Shard, Relic, Art, or Ascen-
dancy). If the Quality Margin is 10 or maore, an eso
mate of the magical effects can be obtained (“this
sword is more effective in combat than normal”, “this
chair is a magical map”, etc.). With a Quality Margin
of 15, all that can be learned about the object is revea
led. The rule for material resistance still applies (see
AGONE rulebook, p. 216)




ZAPAKOED THE HIPDEN

Zapakoed is a poor Widowlands artisan. Once a famed
sculptor, he used 1o do first-rate work for the noble
families of Estezia. Unforunately, his success attrac-
ted the auention of a Marionette, Warned in time, he
faked his own death and ran avway. He has since remai-
ned hidden, fearful but not broken, in asmall potters
workshop. Should adventure come calling again, he
would undoubtediy rise to the occasion. But for now
he is slowly wasting away...

Origin: Widowlands Race: human
Age: 38 Height: 557 (512 O)
Weight: 126 [bs. MY: 3

Attributes

Flame: 1/0

Body: 1/0 Body bonus: +1

AGHity: 6 PERception: 7

STAmina; & STRength: 6

Spirit: 1/D
INTelligence: 5

Spirit boruas: +1
WiLlpower: 5

Soulk: 1/0 Soul bonus: +1
CHArsma: 9 CPEHIW”F: *]
Secondary Attributes

AlM: 6 MEL: &

ART:-9 HP: 48

5WT. 16 CWT: 24

DB 0

Fortune points: 2 Flame powers: nong
Max. load: 84 Half load: 42 Daily load: 21
Darkness: 0 Perfidy: 0

Skills:

Courtly: Craft (Pattery) 5. Diplomacy 2, Etlquetie
(Widowlands' medusse) 5. Sculpture 10, Traditions
(Widowlands) 5

Knowledge: History & legends (Shape) 7, Language
(Ophidian) 5

Rogue: Inirigue (Shapers) 8, Stealth 5

Trials: Aleriness 7. Dodge 5, Weapon (Dagger) 3
Occult: Concord 5, Shape 10

Assets & Gifts:

Famous, Remain of Flamboyance (an animated gar-
goyle), Common sense

Faults & Sorrows:

Presumed dead (but doesn't care)

Combat

Initiative: 14 Melee attack: Dagger 12
Ranged attack: - Ranged defense: &
Melee defense:

Dodge: 12 Parry: Dagger 10
Weapon  Inmit. At Def. Dam. SiZ
Dagger 0 49 o +1 (1
Armor: none
Magical Arts
Shape APT. 20

Opuses: Replica (10}, Remodel {10}, Perceive Enchant-
ments (10), Modify Matter (20), Matter Memory (20),
Animate Statue (20)

Quote: "Well... | mean this wouldn't be very cautious
of me, would it? Then again, you may be right... |
don't have much left 1o m do 17" (he smiles sadly)

«& Hide Matter

Threshold: 15

Area of effect: one medium-sized object

Duration: 30 minute

Modeling: | minute

This opus allows a Shaper to make an object's surface
indiscernible from its surroundings. The object becomes
transparent to the point of invisibility, If the object is

moved, the illusion is rendered ineffective and the objea

becomes visible again,

& Shrink Matter

Threshold: 15

Area of effecr: one medinm-sized objeci

Duration: 5 minutes

Modeling: 5 rounds

This highly impressive opus reduces an object s volume
by half. The object is not bent or deformed in any way
and remains identical, albeit smaller in scale, like a model
of iself. The shrunken object rerains all its properties,
though adapted to its new size. A weapon, for instance,
would receive a lower damage rating. At the end of the
opus’ durarion, the object expands back to irs original
size, even if it is enclosed within a smaller object. In

this case. the object with the lower resistance breaks.

The opposite opus, “Expand Matrer”, also exists, It
doubles the size of the object, and has the same dura-
tion, threshold and modeling time

& Close Lock

Threshold: 15

Area of effect: one lock

Duration: instantaneous

Modeling: 2 rounds

The Concordist permanently closes a lock. melding
its mechanism together into a solid block. The lock is

[ now impossible to open with a key or to pick, and is

maore resisrant (it gains 5 points of Sofidiny ).

& Animate Statue

Threshold: 20

Area of effect: one medium-sized object

Duration: 1 minute

Maodeling: 5 rounds

The Shaper breathes the semblance of consciousness
and the ability to move into a statue. Probably developed
from the black fey ability to “midwife” souls. this opus
produces only a comparatively weak and remporary



ANIMATED STATUE

STR 12, AGI 1, MEL 4, HP 40 (wood)/80
{stone)/120 (metal)

Init, 6, Att. 10, Def. 1 {doesn't defend itself},
Dam. 15 {C).

The statue is immune to the effects of Serious or
Critical Wounds. It stops moving when its HP are
reduced to 0 orance the opus expires

effect. The animated object is only able ro protect the
Concordist and to obey a few very simple commands
(*sit”, "stund”, "amack”, erc.).

& Command Matter

Threshold: 20

Area of effect: one medium-sized object

Duration: special (one task)

Maodeling: 1 minure

The Shaper gives a mental cormand to a chosen object,
which animartes and tries to obey ro the best of its abili
ties, A sword may lose its rigidity and seize its wielder's arm, |
a chair may start running while carrying its occupant, but
a book will do no more than snap open and dosed: it will
not be able to Ay, nor ro bite (as it has no teeth). A statue
animated in this way will have the same arributes as those |
listed for the “Animate Statue” opus above.

oo Liquefy Matter

Threshold: 20

Area of effect: one medium-sized object

Duration: 10 minutes

Maodeling: | minute

This impressive opus enables the Concordist to rn
any object within reach to liquid. The liquid's volume |
will be the same as that of the original object, though
it can be divided between many recepracles, The liquid
retains the appearance of the solid matter. When the
effect expires, the liquid becomes solid again, reforming
the object. If some of the liquid is no longer in contact
with the rest, then the object is obliterared.

& Mind Link
Threshold: 25
Area of effect: one large object
Duration: a year and a day
Modeling: | month
This opus links an object to the Shaper, who can now
receive sensory input through the link. The perceptions
will vary according ro the object’s natre and purpose,
Maost objects will convey an extraordinarily precise sense
of touch, bur a wall will relay visual images only if it has
a window, a garment only if it has a cleavage (because it's
purpose is “to reveal "), erc. Sounds will not be conveyed
by a wall unless it is either soundproofed or designed
with holes for spying on conversations, The same concept
of a “metaphorical link” applies for other senses as well.

Vista

INTRODUCTION

In twio imiporeant ways, Vista is distinct from the other
Magical Arts. First, in the diversity of its rechniques and
effects — a Vista opus may as t‘.l:ﬂ!'g' create luxurious
foliage as destroy all life for miles around.

Second, the majority of Inspired Fainters are seasonlings,
They believe their own season is pre-eminent, and expend
great efforts arrempring to demonstrate this, Though the
Decan War has been over for a long time, relarions berween
seasonlings of different seasons remain strained,

As 4 resule, Vista is a jumbled Art - undefined, with a limi-
ted sphere of influence, and obscure theories and practices.

The greatest masters of Vista are seasonlings, who
specialize in one season ar the exclusion of all athers.
They take no interest in the works of their brethren
from the other seasons..

Ephemeral. though very much alive, Vista is a dispa
rate and disorganized Art. Research is made in mulniple
directions without being coordinated to attain any spe-

| cific practical or theoretical goals. This makes the opuses

difficult ro discover, with a very slow renewal rate. And
fundamental research, so pervasive in the other Arts, is
here infrequent and ineffecrive.

But there is logic behind this apparent disarrmay, unk-
nown 1o those involved in it Over rime, Vista, beyond
being a “friendly” battleground for the Decans, is an
extension of the will of the Ladies of the Seasons. Fach
race performing Vista uses it as a tool ro demonstrare
the superiority of its season. Caught in the middle are
the humans, usually as arbitrators or wimesses, They must
avoid becoming catalysts for the rensions running ram
pant within the small world of Vista Concordists.

The human position in the middle of this banle
ground has irs benefits. Centralizing informartion and
using their versatility, they have reached the pinnacle
of research into opuses connected with several seasons.
Their next major challenge is to convince the grearest
Painters of the quality of their resulrs. Being mainly
seasonlings, these Painters will probably react very badly
to the loss of their dominant position due ro rech
nigues they obstinately reject.

PAINTER TRADES

The many approaches to Vista make it problemanc ro
describe all the different ways of life enjoyed by irs prac-
tinoners. Each season has its own particularities, and their
combinations make for even more new approaches..

However. some generalizations can be made. The most
natural rade for a Concordist of the Vista is, obviously,
to be a painter. Surprisingly, only a minority of them are
in this vocaton. One reason for this is that, unlike humans,
seasonlings view this Magical Art as more than a super
natural tool. It is to them a religion or philosophy through




which they hope to find a link to Nuence, and thus reco
ver their ries with the Ladies. One might even wonder
whether Vista is anything more to them than a way ro
pay homage to the Ladies rhar gave them life. Many of
them become shamans or healers, throwing their
strange colored powders into the air to produce extra-
vagant displays of smoke and fire, awaiting a fime fo
display the true nature of their Art. Spring seasonlings
often become mediums of great power, helping in
births, performing fertility rites, and manufacruring a
variety of drugs. from aphrodisiacs to healing balms.
Seasonlings of Summer become emissaries of war, stri-
king the tribe’s enemies with a thousand small mishaps:
sunstroke, drought or lightming. Seasonlings of Win-
ter are usually wirtches, warlocks, and other sinister
characters. They are able to bestow terrible curses, and
usually earn their living less through the help they
provide than by the fear they inspire. As for those who
practice the Vista of Fall, who can tell?

In the big cities, Painters become charlatans or urban
shamans. The wealthiest are also found among mer-
chants, providing colors and pigments o their brethren
in the arts (be they mundane or magical).

There are also instances of Painters serving criminal
organizarions with their powers, abusing their opuses
to sow death and destruction as arsonists and murde-
rers. There are as many possibilities as there are Concor
dists, especially for the more adaptable humans. They
do not favor one aspect and are able to use their Artin
ways that are unthinkable for the seasonlings, who have
an almost holy reverence for Vista,

PRACTICING VISTA

Despite the apparent muddle in the practice of Vista,
there are two well-established schools: the pigmenrists
and the illustrators.

Rather than performing the Arr itself, the pigmentists
are hard ar work creating irs essential tools, the Pigments.
They constantly seek methods 1o make these precious sub
stances more pure and powerful, Rather than improving
their picrorial skills, looking for the perfect line or brushs
troke, they concenrate on hues, shades, light, and on ways
1o express the colors of reality in their palete. The sea-
sonlings of Spring and. rumor has ir. the Fallen, are at the
forefront of this research. However, every seasonling race
has its own pigmentists, if only because they provide the
bulk of the available Figments

For illustrators, the goal is to express the work of Nuence
through colors and lines. One must master the strokes in
order to master Vista, Research into illustration - finding
the perfect style - has supplanted the quest for the secrets
of the Pictureworlds. As this extraordinary technigue seems
to be lost forever, the illustrators have become specialists
at performing opuses. Their repertoires are often extra
ordinarily vast. as if collecting all the known opuses would
allow them to pierce the inner mysteries of Vista, and
find the underlying principles of Concord. Illustrators
hope, through sheer erudition, to penetrate the secrets of
Vista. Concordists of this school are more common among
humans, and o a lesser extent among the seasonling races
of Winter and Summer,

THE SECRET ARTS

Vista holds very few secret techniques. Additonally, the
only ones that can be said o have achieved real and use
ful results are so shrouded in precautions as ro be inac
cessible. Two people can boast to have succeeded in
obtaining practical results by mixing Pigments from dif
ferent seasons in precise quantities. A grear obstadle is
thar this '[!.‘l.'lll"lll.lilf" is met with an 1.||'|I]||h‘h1ng Upl.'lt"'f\i
tion by the seasonlings, who are still the greatest mas-

ter Fainters. The advent of this technique would spell the




end of their dominance over Vista, and the taditional |

partitioning of the seasonlings and their seasons. It is nor
even certain that seasonlings would be able to perform
Opuses from other seasons. So, since I:I'u.'l.-' cannot Fhll T
cipate in the research, let alone achieve r1'u.dr1|HLJll| resulis,
the seasonlings dismiss it as a myth. As for the wo
humans responsible for most of the findings in this area,
fearing an extreme reaction by the seasonlings - especially
by the seasonlings of Summer they remain in hiding
and keep their encouraging conclusions to themselves.

Even roday, there are rampant rumors about the
rediscovery of the secrets of the Pictureworlds, though
nothing decisive has been unearthed. It would seem that
these secrets are truly beyond the means Painters cur-
rently have available,

CORRUPTION

Anidst this mrmoil, the only thing saving the Painters
community from Corruption is its membership. Being
mostly made up of seasonlings, more aware of the dan-
gers of the Masque than humans, they pur up an unex-
pected resistance thar is not related ro the pracnice of their
Art, The humans, who follow their lead, are protected

Most problems originate from the betrayal of the

Lady of Autumn, Fall opuses have a bad image and there
are quite a few corrupred artists who have time and
again made the Tainted Vista very pul.-.'rrlul. even dis
COVETING SOME Secrers unknown to "normal” Vista. A
few can create hideous parodies of Pictureworlds thar,
despite their ugliness, are more or less functional. Even
the forces of Darkness have undertaken research, obtai
ning many awe-inspiring results, of which the famous
Artificer of Abysm is an example.

This looming danger is still overshadowed by quar
rels berween the seasonlings, many of who refuse o
even believe that Vista could be the source of the Arni
ficer’'s powers

DILETTANTES

Amateur practitioners of Vista are uncommon.
Mostly they are Ascendancy mages who find this
Magical Art a useful addition 1o their reperioire.
Eclipsists rend 1o specialize in Summer and Obscu-
rantists in Spring.

The true Painters attach no importance 1o these
dilettantes, as they are oo focused on internal poli-

tics to ponder the passing fancies of mages,

SHARD ADDICTION

Shard addiction Is a phenomenon almost unk-
necran 1o the Painters, Although some use implements
[aden with Shard daily. they either aren't aware of its
influence or they are able hide it. As the use of Shard
is uncommon in Vista, addiction concems only aboul
half a dozen individuals and generates no curiosity.

NEw OPUSES

SPRING

<& Ensure Offspring

Season: Spring

Threshold: 10

Range: contact

Duration: target’s normal gestation

Sketch: 1 minute

This Pigment, when projected on a human or animal
target's belly within one day after conception, will ensure
full-term growth and the birth of a healthy offspring.
This apus even works on barren women.

v Rain

Season: Spring

Threshold: 10

Area of effect: the region where the opus is performed

Duration: 1 hour

Skerch: T minute

The Concordist starts a gentle spring rain. The rain is
light and warm, and does not hinder visibility, making
it overall quite pleasurable. Rain (natural or magical) is
necessary in arder to perform the “Flood” opus.

& Create Spring

Season: Spring

Threshold: 20

Range: contact

Duranion: permanent

Sketch: 5 rounds

This Pigment allows the Painter to create a gusher of water
from any kind of ground, even the most arid. The spring
will produce one quart of water per minute and will flow
naturally toward the nearest river. It will never dry up

v Thorn Swarm

Season: Spring

Threshold: 20

Range/Area of effect: 20 y./one target

Duration: instantaneous

Sketch: 2 rounds

The Concordist must have a few bramble seeds 1o mix
with his Pigment in order to perform this opus. An inpas
sable bramble bush shoots out from under the targer's
feer. The victim cannot move and is scratched by thou
sands of thorns. One point of damage is inflicted each
round {preventable only by full armor) undl the victim
escapes by rolling either an AGI or STR roll ar PIF 20.

« Extend Spring
Season: Spring
Threshold: 20
Area of effect: the region where the opus is performed
Duration: | day
Sketch: 1 hour




There 1s one addinional day of Spring this vear. The exira
day will come on the first day of Fall. It will be an extra-
ordinarily mild day, a biv wer. with a lot of budding flo
wers and green grass. Spring seasonlings will feel
exceptionally good and gera + 1 bonus to all their actions
that day. There is no worse insult to a Fallen than per
forming this opus

& Flood

Season: Spring

Threshold: 25

Range/Area of effect: line of sight/1 mile radius zone

Duration: instantaneous

Sketch: 1 minute

This opus may be pertormed only if it is already raining,
The rain suddenly becomes much stronger, drenching the
ared in a downpour that makes visibility nonexistent, crea-
ting rivulets and torrents of mud. The warer level rises, pro-
diwing a flood, the severity of which depends on the lay
of the land. Then the rain stops and the water slowly
trickles away, leaving behind a devastated place.

<& Foliage

Season: Spring

Threshold; 25

Range/Area of effect: line of sight/ 1 building {or
equivalent targer structure)

Duration: instantaneous

Sketch: 1 hour

While the Concordist sketches, the vegeration around
{|'H.‘ L!r};ﬁl sEarts o gn‘-w ﬂ”l.j hL‘t'l.Tl'I'It“S e ;ll'l.l.': monre
lusuriant. New species appear, covering the walls with
exolic flowers and thick creepers. When the skerch is com

plete. the area is entirely covered by the plants. hiding |

the building under lush foliage. This jungle vegetation
can seem very out of place in the current dlimate.

& Miraculous Growth
Season: Spring
Threshold: 25
Range/Area of effect: contact/1 person
Duration: instantaneous
Sketch: 1 day
The Concordist carefully draws the target’s missing

limb (it doesn’t matter how long ago it was severed or |

how much was amputated). When the recipient purs the
skerch beside his or her stump, it disappears. The tar

get enperiences a tngling leeling and a small replica of |

the drawing appears on the tip of the stump, This off-
shoot grows noriceably, and after a few hours the mis
sing limb is back. This opus does not allow the
resurrection of someone who has been decapitated,

SUMMER

o Imbue with Light
Season: Summer
Threshold: 10

Range: contact

Duration: | hour

Sketch: | round

This common opus creates on an object or a limb a
light source abour as bright as a torch. It is impossible
to trn the light off before the end of the opus. Any
thing solid, living or not, may be targered by this simple
opus, but it has no effect on liquid.

Ao Storm

Season: summer

Threshold: 10

Area of etfect: the region where the opus is performed

Duration: 15 minutes

Skerch: | minute

A torrential summer downpour starts immedia
tely. Apart from soaking everything uncovered, it has
no unpleasant etfects. A storm (natural or magical}
is necessary in order to perform the “Lightning Strike
opus.

«& Friend of the Day

Sedason: Summer

Threshold: 15

Area of effect: individual

Duration: until the sunset

Skerch: 10 minures

The Concordist is granted some characteristics pos
sessed by ogres. When standing in sunlight, he getsa « |
bonus to all his actions. On the other hand, he becomes
irvitable and quick to anger, sometimes without good
reason. An ogre under the effect of this opus gains the
advantage without any additional penaley. With a Qua-
lity Aargin of 5, the bonus can be raised to <5, bur the
Concordist’s sight becomes terribly bad in darkness (he
is considered blind in penwmbra)

A Sunstroke

Season: Summer

Threshold: 15

Range/Area of effect: line of sight/one target

Duration: instantaneous

Sketch: 2 rounds

The rarget gets sunstroke and must roll $TA x 2 against
DIF 20 ar will faint. Even if the roll s a success, the vic
tim suffers from nausea and fits of dizriness (-2 to all
actions for the nexr 20 - STA minutes).

& Drought

Season: Summer

Threshold: 15

Range/Area of effect: contact/3 acres

Duration: instantaneous

Skerch: 1 hour

This lengthy apus allows the Painter 1o strike arable
land with the unchecked harshness of the sun, dama
ging all the area’s cultivation and fernle soil. All the sea
son's harvests are lost
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Season: Summer

Threshold: 20

Range/Area of effect: contact/one plant or young animal

Duration: permanent

Skerch: | minute

The target instantly reaches physical maturity. A young
tree may break r|||1|1_r-: that would prevent it from gro-
wing. displace the earth as its roots extend underneath,
etc. For weaker plants or animals, any impediment 1o
their growrh will result in deformities akin to those that
would have occurred had they truly mamred without

ever moving from the spot. For example, it a kitten
grows magically ro adulthood when itis in a small box,
it will become a shrunken cat

& Extend Summer

Season: Summer

Threshold: 20

Area of effect: the region where the opus is performed

Duration: | day

Sketch: | hour

Surmmer lasts one day longer this year. The fifteenth
day of Fall becomes surprisingly hot and sunny, brim
ming with vitality, complere with bountiful nature and

the buzzing of many insects. Summer seasonlings will |

feel exceprionally good and get a +1 bonus to all their
actions this day. Of course, the Fallen strongly resenr
anyone raking such liberties with their already shorre-
ned season...

&> Lightning Strike

Sedason: summer

Threshold: 25

Range/Area of effect: line of sight/one target

Duration: instantaneous

Sketch: § rounds

This opus can only be performed if a storm has bro
ken. The rarger is struck by lightming and instantly dies.
i .Jpphmbi;-_ the victim may use a Formune point to sur
vive. In this case, the following Critical Wound is sus
tained: multiple burns and nerve damage, AGI
permanently -2 and gains the soul fault Misfigured,

FALL

e Clouds

Season: Fall

Threshold: 10

Area of effect: the region where the opus is performed

Duration: 1 hour

Sketch: 1 minute

A dark and foreboding cloud cover suddenly fills the
sky. The weather becomes oppressive, but apart from
complaints from the people. there are no other effects.
Clouds (narural or magical) are required in order to
perform the “Hailstorm™ opus.

«ho Carpet of Leaves

Season: Fall

Threshold: 10

Range: conract

Duration: permanent

Sketch: 3 rounds

This opus, when performed in autumnal surroundings
(with dead leaves on the ground), significantly increases
the thickness of the crimson carpet in a 250 square yard
area around where it is performed. This effect will hin
der the actions of everyone within the area, halving their
movertents and applying 4 -10 penalty 1o all acrobatic skills

& Golden Serenity

Season: Fall

Threshold: 15

Range/Area of effect: 50 yards/ 10 people

Duration: & hours

Sketch: 1 minute

All of the opus’ targets are filled with a sense of quier
nostalgia for the Fall. Toil and struggle suddenly seem
futile and useless because no marter what, Winter always
mriumph in the end, destroying the pitiful efforts of mor
tals. Underraking any action requires 3 WIL roll against DIF
15, Targets are still able to defend rhemselves if artacked.
o Addiction

Season: Fall

Threshold: 15

Range: contact

Duration: 30 days

sSketch: 2 rounds

This Pigment, once projected over one kind of food or
drink, makes a substance rerr ibly addictive. Anyone who
conskmes some once must do so again ar least every other
hour or suffer violent fits of shivering and other terrible
withdrawal symptoms. This occurs even if the chosen sub
stance normally sn'raddicnve arall (like water, for instance)

<& Last Stand

Season: Fall

Threshold: 15

Range/Area of effect: 50 yards/ 10 people

Durarion: & hours

Sketch: 1 minute

Ihis opus is the opposite of "Golden Serenity”. It can
anly be performed in a desperate situation, The spirit
of the Fall enters the targers, bur though they know
they toil in vain, they resolve to bring as many enemies
as possible down with them, meeting their end in a
desperare blaze of glory. The targets are immune to fear
and ready to try anything, preferably something suici
dal thar might resule in a dazzling deed.

& Feel the Fall
Season: Fall
Mhreshold: 20
Range/Area of effect: line of sight/one target
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Duration: instantaneous

Sketch: 5 rounds

The Concordist quickly draws the target. and when the
sketch is complete, perceives the influence of the Fall over
him or her. Spells and opuses of this season can be iden
tified in this way and magical effects due 1o Fallen
powers are revealed (draakens using their protean abi- |
lity, mortals bewitched by a morgana, and so on..),

v Bad Wound

Season: Fall

Threshold: 20

Range: contact

Duration: one wound

Sketch: 2 rounds

This opus, performed on an edged weapon, will
sheath its edge in a strange sort of rust (temporarily
and with no lasting effect on the weapon). The nexi
wound dealt auromatically becomes infected and pro
vokes i fast-spreading gangrene if it is not treated
wirhin the hour.

& Weep for the Lady

Season: Fall

Threshold: 25

Range/Area of effect: proximiry/one target

Duration: 15 minutes

Sketch: 5 rounds

The rarget suddenly understands the tragedy of the |
Fallen, bound to a Lady who went mad, and suffering amo- |
ciously at the hands of the Masque. The pain is unbea-
rable. The victim must immediately roll WIL against DIF
25. Failure means mrying to end one’s life by any available
means. Success indicates the victim is only horrified and
understands what the Fallen must endure. As long as the
effect lasts, the targer wilkbe entirely devoted to helping
these “poor creatures™. This can be viewed in many ways:
slaughrer them to end their sufferings, drag them to the
Isle of Autuwmn, etc. Note that the opus does not becloud
its victim’s thinking so much thar he will trust these per-
fidious beings...

& Hailstorm

Season: Fall

Threshold: 25

Range/Area of effect: 2 miles/500 yards-radins

Duration: 15 minutes |

Sketch: 5 rounds

This opus can only be performed if there is thick cloud
cover. With an apocalyptic din, huge hailstones pour
down over the targeted area. Visibility becomes nonexis-
tent, movement is extremely difficule (roll AGI x 2 every
round to remain standing), and those foolhardy enough
to defy the elements take three points of damage each
round (paraal or full armor will provide protection),
When the storm abates, the vegetation is laid to waste
and everything made from weak marerials (glass. old
wood, erc.) is wrecked.

. dist. Use the F

WINTER

e Snow

Season: Winter

Threshold: 10

Area of effect: the region where the opus is performed

Duration: | hour

Skerch: 1 minute

Clouds rapidly hide the sky and gentle flurries appear.
The ground is swiftly blankered in white, The effect is quite
picturesgue and the snow will not rise above one or two
inches, 1tis enough to cause a few slips, bur not enough to
redlly hinder movernent. Snow (natural or magical) is requi
red in order to perform the “lce Tornado” opus.

o Severe Asthma

Season; Winter

Threshold: 15

Range: contact

Duration: 24 hours

Sketch: 5 rounds

This opus creates a growing coldness inside s victim’s
lungs, cutting pulmaonary capacity in half. The viceim will
tire twice as fast, will be able to carry only half the nor
mal load, and will have to rest for one minute after
each minute of hard exertion {like combar), or ten
minutes after each hour walking.

& Chill

Season: Winter

Threshold: 15

Range/Area of effect: proximity/one target

Duration: instantaneous

Sketch: 5 rounds

The target catches a chill. A runny nose, coughing and
light fever set in within minutes. Contrary to some
beliefs, this can be quite a serious illness, as it can tum
into a case of “Red Cough”, an amenuared version of Slow
Dearth thar makes the afflicted character cough up blood
until a pulmonary hemorrhage slowly brings on death
by asphyxiation. (VIR 15, Periodicity | week. Two conse-
cutive failures turn ivinto Red Cough, VIR 20, Periodi-
city 1 month, same effects as Slow Death).

| Avalanche

Season: Winter

Threshold: 20

Range/Area of effect: line of sight/one snow slide

Duration: instantaneous

Sketch: 5 rounds

This opus can only be performed near a snow-cove
red 511.1;1;' where such a phenomenon is p:‘.ﬂsin‘. As so0n
as the sketch is done, the snow starts to move and an
avalanche forms. Its trajectory is controlled by the Concor-
alling” rules on p. 178 of the AGONE rule
book to determine the etfects (the surface is considered
soft). The base damage is 6d 10, and a successtul Acro
bartics roll could reduce it



DUN SUNG, OBSCURANTIST AND VISTA DILETTANTE

After spending more than five vears in the Abyss, this
Obscurantist embarked on a slow campalgn of revenge
against the person responsible for his exile. His Tirst
move was o keep quietl so as to let his enemies for-
get hime With this in mind, he found a job as an appren-
tice to a master of Vista. As he lacks real motivation,
he is unlikely to become a great artist. But this is of litthe
concern to his master, an eccentric giant living deep
within one of the forests of the Princely Communes.

Origin: Princely Communes
Race: Human

Age: 27

Height: 5117 (SIZ 0}
Weight: 137 [bs.

MY: 5

Attributes
Flame: 1/0

Body: 1/10
Body bonus: +1
AGllity: 6
PERception: 6
STAmina: |
STRength: 6

Spirit: 1/1

Spirit bonus: 0
INTelligence: 6
Willpower; 10

Soul: 1/0

Soul bonus: +1
CHArisma: 1
CREativity: 10

Secondary attributes
ART: 5

EMP: 10

AlM: &

MEL. 6

HP: 54

SWT: 11

CWT: 17

DB 0

Fortune points: 2
Flame powers: none

Load: &4
Half-load: 42
Daily load: 21

Darkness: 10
Perfidy: 0

Skills

Courtly: Painting 5. Traditions (Princely Communes) &
Knowledge: Alphabet (Sepientrian) 4. Language (Kie-
menite) 6, Language (Keshite) 1. Surgery |

Rogue: Intrigue 5, Stealth 6

Trials: Alertness 7, Dodge 7. Weapon (Ogre sword,
two-handed) 7

Occuli: Concord 1, Cipher-sorcery 1, Dancer lore 10,
Demonology 10, Resonance: Obscurantism 10, Vista 3

Assets & Gifts:

Enown family (sonof a prince). Good schooling (+30 spell
pis), Muliiple Dancerz (3). Rank in Laeghdoved's Hai Shul
(Eldin: +12 skill pts), Circle [ Invaking (dark Gift).

Faults & Sorrows:

Back from the Abyss. Leper (compliments of the High
Dewils), Presumed dead, Terrible enemy (his father the
prince, responsible for his sojournin the Abyss), Obses-
sion (revenge). Trickster (dark Sorrow).

Combat

Initiative: 13

Melee attack: Ogre sword 15

Ranged attach: -

Melee defense:
Dodge: 0

Ranged defense: 0

Parry: Ogre sword 15

Weapon Init. Att. Def. Dam.+DB SIZ
ogre sword (reo-handed) +0 +1 +1 +6(5C) 0
Armor: full plate (penalty -14, prot. 14)

Ascendancy

ASC APT 20

Dancer Mem. Asc. B Emp. Sta Asc.Pot. Int.Pot.

Horror 12 2 ! T o 19
Terror W +6 B 7 = 13
Torch 18 +4 2 - 15

Spelis

Horror: Strike blind, Concealment

Terror: Portal, Concealment, Instill fear. Fiery breath
Torch: Fiery touch, Fiery breath, Own shigld, Burning
sphere, Portal

Magical Arts
Vista APT 9

Opuses
Extend Life (Summer, 15)

Duote: “Revenge! | want nothing else! And 1 will have
it, so | swear by all the High Devils of the Abyss! So |
have already sworn before them,,.”




«&: Numb a Limb

Season: Winter

Threshold: 20

Range: contact

Duration: instantaneous

Skerch: 1 round

This quick opus creates a small area of freezing cold,
located in one of the target’s limbs. The affected limb |
immediately becomes numb and useless, and will have
to be amputated if it is not warmed in the next hour
by an adequare hear source {no smaller than a medium
sized campfire) for ar least five minutes.

& Extend Winter

Season: Winter

Threshold: 20

Area of effect: the region where the opus is performed

Duration: | day

Skerch: 1 hour

Winter begins one day early this year. The last day of |
Fall will be a freezing and shiny day. full of ice and snow:
'I."l. inter seasonlings will feel exceprionally good and get

I bonus to-all their actions this day. Fallen will feel

no mercy toward the performer of this opus.

ko Freeze

Season: Winter

Threshold: 25

Range/Area of effect: contacr/one target

Duration: instantaneous

Skerch: 3 rounds

The target is instantly frozen. If the targer was alive,
itis killed. This opus can have an effect on a volume equi-
valent to a Size of +3. If cast on a larger rarger. only part
of the being is frozen (which is probably enough to be
lethal anyway). Used onan object, this opus produces
the normal effects of intense cold - stone may burst, bur
most metal will be unaffecred.

& Ice Tornado

Season: Winter

Threshold: 25

Range/Area of effect: 3 miles/five yard diameter zone

Duration: | hour

Sketch: | minute

This opus can only be successfully performed if it is
already snowing. A whirlwind appears, joining heaven
and earvh through a raging column of ice shards. hail
stones, and birter snow. Everything within the area of
effect takes thirty points of damage from the cold and
the randomly flying projecriles. Creatures with a Size
less than +2 will be lifted from the ground and carried
through the air, then plummeting from a height of about
1,500 feet, to almost certain death.

Scansion

INTRODUCTION

Maore than any other, Scansion is a secrer Art, ¢
rather an Art of secrets. It enables perfect stealth, allo
wing irs practitioners to be in places where and when
they shouldn't, and even to avoid traubles before they

[ acrually come into being, This ongoing exercise in fore

sight makes Scanders slippery and elusive. hard 1o

| contact when they choose nat to be found. For many

Concordists. the elusiveness of the Scanders is a sign
of their cowardice; they are seen as people deserting
their duties, leaving the others o fight the Masque’s
influence and the Darken's endless schemes. The Scan-
ders themselves acknowledge their elusiveness. Their
actions are often limited to small and seemingly hapha-
zard events: a word spoken in a crowd, a small trip 1o
a safe place followed by a quick rerreat into a hidden

| den where they can develop their Art. Indeed Scan

ders, being conscious that their apparent inactivity
brings upon them the enmity of the other Concor-
dists, are all the more prone ro secrecy.

There are two reasons for the estrangement of Scan
sion from the other Magical Ares

Firse, Scanders ace infrequently. but with optimal
efficiency. Also, whereas other Concordises need mere
seconds to perform an opus, Scanders sometime spend
days generating an effect. Addinonally, their mastery
over time and consequence allow the Scanders w know
the result of taking or not taking a particular action.
The most powerful among them search centuries in the
past or months in the future ro untangle the web of
cause and effect, and predict exactly whar difference
their influence will make. Then a barely noticeable
action, a word or simply being somewhere at a given
time, is enough to send the future on a complerely
different course. It is a known course, planned a long
time ago, whose possible outcomes they have checked
and rechecked, that they may watch over for years. As
they know thar they play with time, which can erode
even rthe sturdiest p1 an, they rend o limir themselves
to a given chain of events they can watch over for as
lang as it takes, so thar everything goes acconding to
what they have planned. Indeed, “according o plan’
could be the Scander morto,

The ather reason Scanders keep sepanite from other
Concordists is not due to their apparent inaction, nor
a lack of understanding of their methods by the other
Concordists, The estrangement is the result of a quiet air
of superiority possessed by Scanders that creates a gulf
between their Art and the others. Scanders always give
good advice. When they predict the failure of a plan, no
matter how carefully and minutely prepared. no mat-
ter how apparently foolproof, they are consistently right
in the end. When they want to stay hidden, one needs
an incredibly complex plan to have the barest hope of



finding one of them., Additonally, their very pecu-
liar friime of mind, which drives them to careful plan
ning. systematically checking each step, is a source
of frustration for most ]!mplv. Nobody
enjoys having someone minu-
tely inspecting their
plans and questio-
ning their decisions,
least of all someone with
the affected coolness and
conspicuous apathy of a
Scander.

Scanders are aware of
this state of affairs
and the causes
behind it. As, ulri-
mately, they are only
human, or maybe
becatse for once their fore-
sight can’t help them avoid
it. they make do. Better yer,
some cultivare their reputa
tion as insufferable spoilsports,
incessantly criticizing others and
giving bad omiens. Also, for a divi
ner, limiring the number of
intercessors allows for a clearer
view and better control over
VeSS IO Coame.,

Finally, the Scanders are not so
unhappy in their isolation. They have
set up the ivory towers from which they
may serenely contemplate the past and the future,
and sometime initiate small, discreet and well-plan-
ned actions.

SCANDER TRADES

One might believe that Scansion is simple 1o practice,
as it necessitates no more than ink, paper, and a bit of
imspiration. Paper and ink can be procured easily enough.
and inspiration is, after all, the Inspired's province. Howe
VT, F'FF'.I':.'EIE ng SCansion can prove o |'-|ﬂ' 'i."."“ﬁ."lil'l“t’d-

First, if the environment is inadequate, the perfor
mance of this Magical Art will be difficulr. The proper
circumsrances are unique for each practitioner: one
will need perfect acoustics, another absolute silence. a
third a lively atmosphere, etc. No master can teach
this: only experience will allow each Scander to disco-
ver whar best suits him. Stanza is a capricious Muse,
elusive, easily scared off, always fleeing those who
attempt to pursue her.

Second, poetry cannot rely on technical virtuosity. A
good hand ar calligraphy doesn’t help. nor an extensive
knowledge of language. The qualities that make a great
poet and a grear Scander are lr"l’l'IJ'l]_'\-' MysTerious each
Concordist has his own solution, one that may nor be
fitting for his colleagues
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Third, poetry doesn’t have the universal and direct
appeal of Tune, Shape and Vista. For an uneducated
peasant, the sight of a man declaiming verses is a mea-
ningless experience, whose aesthetics cannor be appre
ciated. While a statue, a portrait or a refrain are easy to
grasp. a quatrain, even short and concise, doesn't always
resonate with listeners. To move an audience with words
only, one must resort to the less pleasant and sometimes
dangerous rechnigue of satire, But mockery is not without
risk: first and foremost to the Scander’s own pride. This
practice constitutes an additional risk for, by peeking into
the future or past, 4 Scander can deliver murderously
biting satires. A balance must be found 10 please the
audience without giving too much offense.

There are other career choices, no less sarisfying, and
much more accessible.

The simplest is ro find work among the counselors of
mighty persanages, Constantly craving intelligent advice
and indulgent roward the apparently harmless hiobby of
their "counselor-poet”, nobles are grateful for Saanders,
who can foresee the results of decisions with superior
accuracy, not only because they can look inte the future
bur alsa because they are used to minutely analyring

[ causes and Consequences, Scaniers ||1l1e|'tlr1f1_\- have bet-

ter insight than most people even without the help of
their Art: they are able to "guess” the needs of those




around them, Getting this kind of office is all the easier
for someone with eloquence

However, as always when a Concordist involves him-
self wirhin the spheres of power, there are grean risks,
for power attracts not only the I|11:p|re..| bur also the
minions of the Masque and the Darken. There is the
constant danger of being exposed. though a counselor
is less likely to arract atention than an Attuned of the
Flute, for instance

There also is a wide range of possibilities for Scanders
in the occulr trades: sorcerers, seers, oracles, fortunerellers,
sharnans, etc. Scanders fir these roles perfectly, for even when
they cannot successfully predicr the future, they can still
rely on a bit of psychology and the persuasiveness.

PRACTICING SCANSION

Scansion has closed in on iself, and Scanders keep thei)
distance from other Concordisis. They are a very homo
geneous group, organized by those who hold the most
precious secrets of the Art. The group is united by a
bond thar manscends marerial interests: the orherworldly
experience of seeing into the furure. The small sociery
of Scanders could not hope to survive without the coope-
ration of all its members. The hostility of others, even
veiled as it is, would be oo heawy a burden

The first step for any Inspired wishing ro become
Scander is to find a menror. Unlike the other Magical
Arts, this mial is crucial to furture success, 10is a rite of
passage the whole community of Scanders observes
artentively, expecting at least a complete summary of the
methods used by the supplicant to find and convince
his future master. Often, a group of Scanders makes the
journey to wimess for themselves the ups and downs
of this quest

The grear masters are, of course, almost impossible 1o
approach and put insuperable obstacles berween them
selves and their prospective students.

This form of testing may seem absurd, bur it is neces
sary for two essential veasons; first, it is an opportuniry
for the pupil to learn the limits of the Art he intends to
perform, Time changes and varies continually, always set
ting one off on unexpected tracks. By overcoming the
foresight of his potential master, the student demons
trates his understanding of this first ruth. Those who
can't cope with the ever-changing nature of time are
thus spared further disillusionments.

Second, this mial serves as a live test of the masters
defenses. Have they covered their traces well enough, are
they sufficienty hidden? Or will the first minion of the
Masque noricing their existence be able to track them
down and caprure them?

Once initiated into the
mysterious society of Scan
ders, the Concordist weaves
his first predictions. The first
and most fundamental opus
is Praphecy. How will the
Concordist die? Who or what
will kill him? How will ke be
reached? Has his knowledge
of these events changed the
future? In what way? Those
who cannot work out the
answers o these questions
are viewed with disdain by
the others.

There is a schism growing
amang the Scanders based on
their attitude roward their
powers. On one side are the
elders. who uphold caunon
and advocate a detailed and
comprehiensive analysis of
every action. On the other is
a new generation of Scanders
who see the Art not only as a
tool for knowing the fumure
but also as a terrible weapon
to be wielded against the
Enemy. This weapon allows
fast and effective actions, not
only by predicting the future
and undersanding the past,



bur alsa by using the mastery over time to improve one's
opportunities. This can be dangerous for those who use
it, as knowledge of things to come can paralyze a person
The knowledge of one’s own death is terrifying indeed
Fortunately for the future of Scansion, this rift is
accepred by both sides. The more cautious adeprs admit
that the active and determined approach of the new
generation obrains more unpredictable results, which is
a good if somewhat disquieting news for Sanders, Mem
bers of the new generation know they need their elders,
who have mastered the most |1c.n'.l.-:*rru| opuses and olten
have an exraordinary .!111Iir_|,- to analyze causes and conse
guences, sometimes without even performing an opus,

THE SECRET ARTS

Be they artempts to regain some of the prestige lost
to Concordists, or truly powerful manifestations of mas
ter opuses, Scansion is - after Tune the M.lgic.]l Art
with the most impressive works in the Secret Arrs. The
greatest Scanders came out of hiding to help discover
the Cantos. They are the ones that have achieved the mosi
complete mastery over Fusion, well beyond what has been
obrained by the Aruned. Their many and powerful
opuses are unfortunately very difficult to understand.
Those who would be initared into Cantos must first learn
scansion, and endure all the trials devised by the mas
ters of this Art, This doesn't sit well with the Artuned,
bur as learning Cantos T|Im|Jﬂ|1 Tune is even more dif
ficult, they can’t really complain abour their Scander
collaborators. As usual, there are tales of other atremprs
at Fusion, notably with the Shape, bur there is no evi-
dence of successiul resulrs. As for Union, it seems the
Scanders have never done research in this direction, or
at least these investigations have remained confidential.

CORRUPTION

Until recently, corruprion was almost nonexistent
among Scanders. Their excessive caution leads them to
check derails over and over before any action is taken.
With the arrival of the new generation, these precau-
tions are being abandoned, and ar lease hall a dozen
betravals have occurred,

Bur the great brotherhood of Scanders is still largely
unfathomable to the Masque, The corrupred are usually
unmasked as soon as their treason is noticed, often
before it even occurs. The Tainted Scander is at best
ostracized from the brotherhood, and mare often taken
to the Decan Council where his Flame is... recyeled, The
ancient poets carefully scanned the siuation, and came
up with the following insight: Corruption is the only
method thar could allow the Masque to riamph. All of
his other schemes - seizing power, arganizing wars or
revols, stealing Flames will be no maore than diversions
when all is said and done. If, however, all the Inspired
fell prey to Corruption. victory will be within reach for
the Master of Sham
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SHARD ADDICTION

For Scanders, the addiction has an unexpectedly
communitarian aspect. They usually settle near a
powreriul source of Shard, strong enough 1o influence
a place rather than an object This place becomes not
only a source of inspiration, but also a place for
experiments to see whether it i= possible 1o escape
the Shard’s influence.

These communities are guite rire given the scar-
city of powerful enough Shard. Additionally, Shard
doesn’t always help Scansion because the opuses,
though benefiting from the inspiration. inévitably
go in the same direction, toward the Shard's primary
emotion. Scanders find this 1oo limiting: rather than
heightening the inspiration, the shard simply makes
it more focused. The places selected Tor these expe-
riments attract only a few people, and those that
cannot perform withour the Shards influence are
looked upon with pity, if not outright contempt,




New OPUSES '

<& Dead Language

Threshold: 10

Range/Area of effect: individual

Duration: | day

Word: 1 minute

The Concordist is able to read and understand a dead lan-
guage, He cannot write it or speak it fluently, though he
can copy from texts he has access to or read them aloud.

<& Sense Danger

Threshold: 10

Range/Area of effect: individual

Duration: | minute

Word: 2 rounds

By declaiming a few verses, the Scander experiences
a strange feeling of tension that lets him know if he will
be in danger within the next minute. The precise nature
and source of the danger remain hidden, but he knows
instinctively whether something will happen

«& Time Stasis
Threshold: 15
Range/Area of effect: line of sight/one target |
Duration: | minute
Word: 2 rounds
This fast and rhythmic dedamation allows the Scan-

der to target an opponent and reduce his movement and

coordination by half. All the resules obrained by the tar-
get for physical actions are halved (rounded down), After
thirty seconds (five rounds), the victim may make an AG)

x 2 roll against a DIF 20 to ry to reduce the penalty to

only a quarter (rounded up).

&> Bad Omen

Threshold: 15

Range/Area of effect; proximity/one rarget

Duration: instantaneous

Word: 3 rounds

The Scander creates a mental image of the rarget's
death inside the target's mind. This death will not neces-
sarily happen, but it is a possible outcome of real events,
and shocking enough thar the victim must succeed in |
a WIL roll against DIF 20 not to go cataronic for the next |
ren minures.

& Visual Disturbance

Threshold: 15

Range/Area of effect: proximity/one target

Duration: 1 round

Word: 1 round

This opus creates in its victim's mind an image of the
failure of the action he is currently artempring. In addi
tion to the disturbance caused by the vision, it makes
the target doubrt his own abilities. The action’s difficulry
is raised by ren poins.

& | Shan't be There

Threshold: 20

Range/Area of effect: individual

Duration: instantaneous

Word: | minute

The Concordist is saved from the nexr dangerous
situation he would have had to deal with. He is simply
not there. Once this opus has been declaimed. the EG
must arrange things so that the next nime danger befalls
the troupe, the Concordist is home sick, out of town,
delayed somewhere else longer than expected, or sub

ject to some other happenstance thar allows him ro

evade the situation.

e Skin-deep Aging

Threshold: 20

Range/Area of effect: line of sight/one target

Duration: permanent

Word: | minure

Linlike the “Aging” opus, this declamarion directly tar
gets ifs vicum's appearance, making him look ten years
older, without changing his metabolism, Depending on
the victim'’s age. hairs may turn gray, white or fall out
altogether, wrinkles deepen, and body hair may become
sparse for elderly people or thicker for children and
Leen- dgtl&.

<& Backtrack

Threshold: 25

Range/Area of effect: individual

Duration:see below

Word: 2 rounds

With this opus, the Concordist is able 1w go back one
mintte inge [l“"‘ FHH.I!. He 'v'.'ll'li_'i.hf"i ..!1‘I|.i .ip!'lf'ﬂﬁi in !'ht‘ pl."ll.'l'.'
where he was one minute before. He keeps a complete
memory of the last minute he just lived, which is about ro
|1;||1pﬂ1 for everyone else.




YOREN ATLAHWK, POET-MERCENARY

Yoren ATlahwhk is one of his generation’s mosi famous
ogre poets. He wanders Harmundia's battlefields. lau-
ding the beauty of combat and the greatness of wea-
pons. He is huge, and his scarred face is bnown to
every garrison commander on the continent. Going
from battle to battle, he became known not onky as an
exceptional poet but also as a kind of “lucky charm™
that always brought victory 10 his side. He has also
unveiled several conspiracies 1o win or [ose wars by
political maneuvering. His favorite foes are Ascen-
dancy mages. He hates them with a vengeance, 45 he
fieels their meddling in combat minimizes the bravery
and strength of warriors who are defenseless against
their magic, Yoren is a leader of the new generation
of Scanders who value action above thought.

Origin: Moadehan Marches
Race: Ogre

Age: 35

Height: 67" (512 0}
Weight: 2587 [bs.

MW 5

Auributes
Flame: /0

Body: 1/0
Body bonus: +1
AGIlry: 5
PERception: 6
STAmina: 8
STHEHHIJT: &

Spirit: 110
Spirit bonus: +1
INTelligence: 5
WILIpower: 5

Soul: 1/0

Soul bonus: +1
CHArisma: @
CREativity: 11

Secondary attributes
ART: 12

EMP: -

AlM. 5

MEL: 6

HP: 59

SWT: 19

CWT: 29

DB: 1

Fortune points: 2
Flame powers: none
Seasonling assets: Noon blaze

Load: 224
Half-load: 112
Daily load: 56

Darkness: 0
Perfidy: 0

Skills:

Courtly: Music {Drum) |, Poetry 10, Traditions (Mode-
han) 5

Knowledge: Alphabet (Moden-Hen') 5, Language
{Modehan) 5, Language (Keshite) 5, Season {(Summer)
5. Surgery 5

Rogue: Intrigue 1, Gambling 5

Trials: Alertness 3. Athletics 1, Dodge 3, First Aid 5,
Weapon (Ogre sword) 6, Weapon (Tower shield) 6,
Weapon (Brawl) 5. Weapon (Composite bowr) 4
Occult: Concord 2! Cipher-sorcery 2. Scansion 10,
Tune 1

Assets & Gifts:
Flamboyant attribute (Creativity), Presence, Keen.,
Famous

Faults & Sorrows:

Dark secret (killed a Censor), Distigured, Flaring tem-
per, Obsession (harm the Ascendancy mages), Para-
noid (all mages want him dead)

Combat

Initiative: 12. Ogre sword 14, Tower shield 8, Braw! 8,
Composite bow 16

Melee attack: Ogre sword 14, Tower shield 12, Braw! 13
Ranged attack: Composite bow O

Melee defense:

Dodge: 0

Parry: Ogre sword 14, Tower shield 18
Ranged defense: 0 -
Weapon Init. Aft. Def. Dam.+DB SIZ
ogre sword N S +G (S/C) Q
tower shield -4 =1 +3  +3(0) 1
brawl -4 +1 - -2 (C) =
composite bow  +4 o +8 (I 100y

Armor: partial chain mail (penalty -8, prot. 11)

Magical Arts
Tune APT 13
Scansion APT 22

Opuses

Dum- Berserk (100,

Scansion: Erosion (10), Step ahead (15), Fast Healing (15),
Prophecy (15}, Premonition (15), | Shan't be There (20),

Quote: "Battle! Here is the event that gives meaning
1o one’s lite, Talk not to me of the cowards living in
cities!

“Expectation: Success!

“Apprehension: Disgrace!”




r.:'a'JF:n’n,

Long were the ."-'L'.lgi.:n}l Arts a provinee where cve-
ryone was _r"n'.'r to concoct unigue experimeants, char-
ting new territory as ilrr.:y went u.'rn.rr:r H ..1r'."_qr'im-'l
directions. Concordists 5¢1rfgj:.f new ways n:.fr LT
the Muses’ magic, and their L:LG'.'f;..ﬂmj'l r.z;.!pr..u‘rt'-llr..':-'
![-r.:u:r;:t maniy memorabile optisas o !r'A.:.fr:._.T. R
su.:ccsEfun‘lﬂmi'r saie Ao;w-':'sﬁ-'{u flawed.

Bt with the groeing fﬂﬂm‘m‘c U)r the master n")’f
Perfidy and the creation of the Tainted Arts, these
experiments and mistakes became 1l'lur.l:.]'-.'r..m.-= and
we fad to arganize more stric :J:u'{-lr..'-ﬂ'm's _f';":"
research. Our p..'r_.f:JrnJ.un.'c:-‘ became standardized
and many interesting endeavors were _,I"L1r:,rﬂ.|'!..'r|
Still some remnants ..111". past 5;1J'|\'r:ld||.1r5 SHrEive

Tiva major prinrr}:.ﬁ? ;1‘I'I. this research are known at
present: Union and Fusion.

[nion enables us to combine the crealivify qfr
several Concordists to p..-.r_iil.:_:lrn:- a CORTITON Opis,
The mast classic .:.\'mnp-'::'s are, _f:::r the Tune, the
practices n_,l'rli)n';z.:_-:hu and SHHIP-:FJHF_J.

Fusion is the process lernn:;fi which we combine
.;{H.:-rrnf Arts, The MRSl SHCCESS] ol |'1‘¢'.|.IHrI|'r|." !m‘ar..i_a.l
iz {_-:urmf, an J'uh!gmﬁnu .1_.1" Tune ¢:|.l:'.;:|f Scansion,
If you wish to dofend your Flame and best pursue
our mission to protect Harmundia I advise you to

master these Secret Arts.

Union

Several Concordists miay combine their talents to pro
duce stronger effects. This process has precise rules: the
Concordists must be assembled in groups and follow
the directions of one artist so that their efforts do not
cancel each other out.

THE OPUS-MASTER

lo perform Union, one Concordist, the opus-master,
must succeed in a Direction roll, This roll is made using
the ART atrribure and the relevant Magical Art skill

The roll's Difficulty is 5 times the number of Concor
dists involved in the opus, The more Concordists you
have, the more powerful the opus will be.

Before making the roll, the opus-master may choose
a Quuality, which is added to the Difficulty and pro
vides a bonus to the group opus roll(s) thar will fol
low,

I the opus-master not only directs and coordinares
the other Concordists, bur also takes an active part in
the performance irself, then the Direction roll getsa - 10
penalty,



If the Direction roll is successful, the performers must
in turn attempt their opus roll(s). If the Direction roll
fails, no other rolls are necessary - the Concordises are
just wasting their time and their poorly coordinared
effores will not merge into J nired opus,

GRoOUPS

When performing Union, Concordists are divided into
groups. A Concordist can belong to only one group at
a mme,

For Shape and Scansion, there is always only one
group, comprised of all the Concordists of that Art. For
Tune, each family of instruments invelved in the opus
comprises one group. For Vista, there is a group for
each season involved.

RULES FOR UNION

Direction APTitude = ART + opus-master's
refevant Magical Art skill rating.

-10 if the opus-master also takes part
in the performance

Basé Union APTitude for a group =
Lead Concordist’s ART attribute
+ lowest rating (among all the groups
Concordists) bevween refevant Art
and relevant Magical Art skills,
-5 if the opus-master also performs
within the group

Group roll = Base Union APT
+ 1 die per Concordist
+ possible Direction Quality bonus

Fach group makes a separate opus roll. The number
of groups is not a factor in the Direction roll: only the
total number of Concordists is raken into account.

When there are several groups, the Quality bonus for
Direction may be split between the groups as the opus-
master sees fit before the group opus rolls are made

THe Unitep Orus

In e¢ach group, one Concordist plays the part of the
lead. His ART attribure 15 used for the group's opus roll

The skill rating used is the lowest score among the
relevant Art and Magical Are skills of all the group’s
Concordists,

The Base for the roll is the sum of this skill rating and
the lead's ART.

When the performance takes place, each Concordisi
in the group rolls a die. The Lead Concordist's roll is Open;
all others are Closed.

If the Opus-master is also performing in the group
he gets a -5 penalty to his performance roll,

l'lr: results of all the performance rolls are then added 10
the Base and compared against the Threshold (s) of the Opus.

Union usually allows one to perform the standard opuses
of a Magical Art with much more effective results, By stri-
ving for a high opus Quality, and raising the Threshold
accordingly, united Concordists may increase the opus’
effects as per the usual rules (AGONE rulebook, p. 214).

ORCHESTRA

The Union of Tune is called the Orchestra. A long time
ago the technique was in widespread use, bur dissen-
sions berween the instrument families slowly put an
end 1o these moments of harmonic unity,
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When two Artuned try to play simultaneously nowa- | Quality), the rarger will soon resort 1o violence and will

days, the resulr is more often Discord rather than
Concord. The main problem with Orchestra is organi
zing these differences - the counterpoints, the rhythms,
eic. — into a coherent whole. r

For Tune, the opus-master is called the conductor
groups are called ensembles, and the lead Concordist in
each ensembile is called the “Frst” instorument (First Cir-
tern, First Viol, etc)

Each ensemble in the Orchestra is made up of all the
Artuned playing o particular family of inseruments.

SYMPHONY

Given the scarcity of the Armuned and the split bepween
the families, most Orchestras are made up of only one
ensemble or group.

These Orchestras perform the usual Tune opuses,
though ar a very advanced level,

But a few rare Orchestras carry on the almost lost art
af Symphony, wherein Artuned from different families
assemble to perform opuses beyond the scope of a single
instrument tamily. Through Symphony, the true power
of Union is achieved

Some Symiphonies need only one ensemble, but even
those cannot be performed by a solo Attuned; the sym
phonic effect is unleashed through the harmonic com
bination of several instruments of that ensemble’s family

And the most impressive Symphony opuses are perfor
med by gathering instruments from different families.

Orchestras with more than one ensemble often include
Drums, as this family is especially suited to accompany
other instruments.

SYMPHONY OPUSES

symphony opuses have a threshold for each family of
instruments necessary to play it. The opus quality is
added ro each threshold o obtain the Difficulty for
each groups’ rolls.

¢ Deep-rooted Grudges

Instrument: Symphony

Threshold (Drum): 10

Threshold (Cittern): 20

Range/Area of effect: proximity/one target

Duration: 10 minutes

Measure: 3 rounds

The targer suddenly becomes infuriated. He remem
bers all those thar did him wrong: foremost those
nearby, who he stars o shour at, reproaching past
misdeeds - however minor - as if they were the most
heinous crimes. He demands compensation, remains
unsatisfied even if it is offered, and behaves in a pro
gressively more paraneid manner. Unless placated {CHA
+ Diplomacy or Fast-ralk roll against DIF 15 + opus

nor hesitate to murder someone, even if normally a
stranger 1o this kind of behavior.

Naturally, if the situarion is tense to begin with and
the target is already resentful of someone, violence will
erupt very quickly, even if arrempts are made 1o reason
with him.

«&> Bestial Fury

Instrument: Symphony

Threshold (Drum): 10

Threshold (Viol): 20

Range/Area of effect: line of sight/one target

Duration: 5 minutes

Measure: | round

The targer suddenly becomes enraged and rushes
toward the closest individuals, intending to kil them on
the spot. The targer is immune to pain (penalties for
serious or critical wounds are ignored) and will fight to
the death with +2 to artack rolls and +2 to damage

«& Voluble Nostalgia

Instrument: S}'lnphnn_y

Threshold (Flute): 15

Threshold (Cittern): 15

Range/Area of effect: proximity/one target

Duoration: 10 minutes

Measure: 2 rounds

Under the influence of this opus, the target is
overwhelmed by memaories and a desire to share them
with whaever is willing to listen. For example, upon
embarking on any action, the targer will feel compelled
to say aloud *“this reminds me of the time when...” and
tell an anecdote more or less relevant to the situaton.

The fondest memaries will be remembered firse, but
anyone who asks the targer about the past will auto
matically be answered, and even the most embirras-
sing or campromising recollecrions will be gleetully
confided.

«& Bliss
Instrument: Symphony
Threshold (Harp): 20
Threshold (Flute): 15
Range/Area of effect: proximity/one rarget
Duration: 1 hour

Measure: | round

The rarget is seized by a simple and boundless hap
piness, having no desire other than 1o stay where he is
and enjoy the moment. Breathing the sweet air and
sighing with contentment. the target is completely lost
in daydreams and cares not ar all for what might hap-
pen around him.

The effects of this opus are so powertul thar its vic
tim will consider violence against him (verbal or physi
cal} to be a part of this newfound perfect happiness,
welcoming blows or insults as if they were the caressing
rays of a spring sun,



b Lunacy

Instrument: Symphony

Threshold (Flute): 15

Threshold (Drum): 15

Range/Area of effect: line of sight/one target

Durarion: permanent

Measure; 3 rounds

The victim starts to exhibit slight derangement: absurd
slips of the tongue, weird visions, strange desires, eccen- |
tric behavior, firs of giggles. etc. Nothing extreme, but |
enough to discredit just about anybody. Furthermore, I
the victim will suffer a modifier of -1 to all rolls for |
actions requiring focus

& Safe Conduct

Instrument: Symphony

Threshold (Harp): 15

Threshold (Drum): 10

Threshold (Viol): 15

Range/Area of effect: proximity/one targer

Duration: | day

Measure: 30 minures

For one day, the targer of this opus is protected from |
all the creatures of the Domain where it is performed.
Mo human, seasonling or animal will arcack the recipient.
The effect is dispelled if the targer takes up arms or
starts doing something aggressive. This opus will affect
creatures of the Masque, but not those of the Darken,

vh: Harmony
Instrument: Symphony
Threshold (Harp): 25
Threshold (Viol): 20
Threshold (Flute): 15
Threshold (Cittern): 15
Range/Area of effect: a Domain |
Duration: 1 month
Measure: 30 minutes
A magical breath blows over the Domain where this
opus is played. Here and there, innocuous or beneficial
_‘\lllli_‘fll..l.[lll'.!l. EVENIS |'|"||!|TII1-L"“ III(.'IT'ISI.'i'r't’S. niif'll.'t'l'.‘l are
more numerous and more visible. Enchanted creatures
and plants abound. The inhabitants take all this quire
well and remember the spiritual herirage (radinions,
cults, legends, rituals, erc.) of the area a linle berrer,
As long as the effects last, the Domain’s rating in Soul
is raised by one point and its rating in Dark Soul is lowe
red by one point.

«&: Military Disorganization

Instrument: Symphony

Threshold (Flute): 25

Range/Area of effect: line of sight/one military unit

Durarion: a bartle

Measure; 5 minutes

One troop of soldiers is enchanted by the opus. It
becomes completely unable to maneuver and is rendered

useless - and possibly dangerous - to its army. At best

the unit is routed, At worst the army’s movements are
impaired. The unit’s soldiers are still able to flee (in a disor
deredly fashion) rather than put their lives in danger

& War Frenzy

Instrument: Symphony

Threshold (Drum): 25

Range/Area of effect: line of sight/one military unit

Duration: 5 minutes

Measure: 10 minutes

All a troop’s soldiers are seized with an intense desire
to destroy their nearest opponents. They launch them-
selves into battle unhesitatingly and will not be satisfied
until blood is shed. They will disregard any penalries
due 1o Serious Wounds (but not Crirical ones). As soon
as someone dies - on either side - the effects of the opus
stop. though the fighting will most likely continue.

«& Legitimate Authority

Instrument: Symphony

Threshold (Harp): 30

Range/Area of effect: a Domain

Duration: 10 days

Measure: 30 minutes

The Lord’s influence in the Domain where this opus
is played is suddenly strongly reinforced in the heares
and minds of all his subjects. Collective behavior is
improved. and the possibility of riots or rebellions is
lessened. The Domain's rating in either Dark Body or Dark
Spirit (EG's choice) is reduced by 1 point for the dura
tion of the opus.

<& Nature’'s Bounty

Instrument: S_y'luphnn_',-'

Threshold (Viol): 30

Range/Area of effect: a Domain

Duration: 1 month

Measure: 30 minutes

In the Domain where this opus is played, nature sud-
denly becomes more plentiful. Crops are increased and
game abounds, all to the benefit of the Domain's popui-
lation and finances. The Domain's rating in either Body
or Spirit (EG's choice) is increased by 1 point for the dura
tion of the opus,

v Collective Amnesia

Instrument: Symphony

Threshold (Citrern): 30

Range/Area of effect: a Domain

Duration: instantaneous

Measure: 30 minutes

A recent event {less than 24 hours old) is erased from
the memory of all inhabirtants of the Domain in which
the opus is played. If asked directly about ir, they must
roll INT + WAL against DIF (25 + opus Quality) to over-
come the block on their memory. The erased event may
have a precise location (an assault on a castle) or not
(the passage of a caravan),




Fusion

By venerating all the Muses simultaneously, some
early Concordists sought a complete art that approxi
miated the perfection of creation. This was the birth of
Fusion. While the techniques of Union is still preserved
to a certain degree, the secrets of Fusion are mere traces
left by iconocastic Concordists whe tried to invent a new
art by combining elements of different Avs. Only a few
scraps of the fused arts have survived or are being rein-
vented nowadays. Among these, only one is formalized
enough to be usable by player charicrers: Cantos

CANTOS

Cantos combines Tune and Scansion into one Art
Words and music are joined in vibrant magical opuses,
The temporal aspect of Scansion is merged with Tune’s
influence on the living. Thus Canros opuses mainly affect
a target’s body and senses

«& Performing an Opus

Cantos APTitude is found by calcularing the average
of a Concordist’s Scansion APT and Tune APT (with Sin
ging as the branch used for the Music skill when calcu
lating the Scansion APTitude)

Example: a Concordist with ART 9, +1 Soul Bonus, Foc-
fry 7 Music (Singing) 5, Magical Arr (Scansion) 7 and Magi-
cil Art ( Tune) 7, will have a Scansion APT of 15 (ART + Soul
bonus + lower of Scansion and Poetry) and a Tune APT of
17 (ART + Souf benries + lower of h'r'ul-{m_-_{..'rr:! Tine). His Can
ros APT is therefore 1o '

& Accompaniment
To perform Cantos, no accompaniment is required,
since the music comes from the singing voice (the Music:

CANTOS APTITUDE

MODIFIERS
Site rich in Shard +Value
Site favorable 1o Inspiration +2
Site unfavorable to Inspiration -3
Accompanied by three or more
musicians i +5
Accompanied by two musicians +2
Accompanied by one musician +1
A cappella (no accompaniment) -2
Perfect silence (apart from the
accompaniment) +2
Lots of noise {in addition 1o the
accompaniment) -2

Singing skill). The use of one or more instruments to
accompany the song, however, makes the opus easier to
perform

lo accompany a singer, one need only be a musician,
though not necessarily an Attuned. For the accompani
ment to be effective, the musician must have a Music
skill for his instrument equal to at least half the Singing
skill of the Concordist.

If a Cantos Concordist performs an opus without
accompaniment, the roll suffers a -2 penalty. IF the
Concordist accompanies himself (by p! Wying an insmru
ment for which he has a Music skill rating equal 1o a
least half his Music: Singing rating), the roll is made
with no penalty. If the singer is accompanied by other
musicians (each having a Music skill equal to at least half
the singer's rating), he gers a +1 bonus for each musi
clan (with a maximum of <3).

«# Discord

An Armtuned cannot use Discord on a Concordist per-
forming Canros. Ambient sounds, however, play an
important part in calculating the modifiers for the
Cantos rolls, so the use of an instrument (that is not
accompanying the singer) may upset the performance
of the opus.

On the other hand, an Attuned may try to use Can
tos in a Discord action against a Tune opus. In this case,
the Discord roll suffers a -5 penalty, reflecting the dif
ferences berween voice and instruments,

CANTOS OPUSES

Cantos opuses combine a poem with music. The time
required to perform a Canros opus is called the Breath

o Sensory Awakening
Threshold: 10
Range/Area of effect: proximity/one target
Duration: 5§ minutes
Breath: 2 rounds
The rarget’s senses are suddenly heightened. He gains
+1 to his Alertness skill for the duration of the opus

¢ Captivating Aria

Threshold: 10

Range/Area of effect: 10 y./one target

Duration: that of the chant

Breath: 1 round

Once the opus begins, the target is subjugated and can
not take any action beyond staying still and listening to
the Concordist. The victim is however awiare of l!ullg
under a magical influence. As soon as the Concordist
stops singing or the rarger is disturbed (atracked, sear
ched, erc.), the effect of the opus stops
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<& Soprane Deafness

Threshold: 10

Range/Area of effect: 10 y./one target

Duration: 5 minutes

Breath: 1 round

This opus makes its victim completely deaf. All hea-
ring-based PER and Alermess rolls auromarically fail,
and there is a <20 penalty on all other rolls for which
hearing is a factor (such as dodging a projectile you
cannot hear coming),

&> Soprane Blindness

Threshaold: 15

Range/Area of effect: 10 y./one target

Duration: 5 minutes

Breath: 2 rounds

This opus makes the victim completely blind. All vision-
based PER and Alermess rolls automatically fail, and
there is a -20 penalty on all other rolls for which sight
is a factor (such as using weapons).

<& Tone Deaf

Threshold: 15

Range/Area of effect: 10 y./one target

Duration: § minutes

Breath: 2 rounds

This opus inflicts partial deafmess on its victim, who can
now hear only what the Concordist permits, For example,

a guard under the influence of this opus continues to hear
his colleague’s snores and ambient sounds, but does not hear |

the dash of weapons in the next room. When performing
the opus, the Concordist must specify whether the victim
will hear “everything except such and such types of noises”
or “nothing but such and such sounds”. Once the effect is
underway, these specifications cannot be changed.

«&> Healing Hymn

Threshold: 15

Range/Area of effect: contact/one target

Duration: instantaneous

Breath: | minute

Filled with a feeling of well being, the rarger regains
2 HP if he has suffered no Serious Wounds, and 1 HP
otherwise. The targer can also disregard Serious Wound
penalties, and automarically succeeds on the WiL roll for
a thivd Serious Wound.

«&> Lullaby

Threshold: 15

Range/Area of effect: 10 y./one target

Duration: 15 minutes

Breath: 2 rounds

The victim is overwhelmed by an insidious torpor
and falls asleep unless there is a good reason to stay
awake. If the target stays awake, the opus causes a modi-
fier of -2 1o all rolls involving alertess or focus, and the
victim will have to make a roll of WIL x 2 against a DIF
15 every minute or doze off,

| v& Tone Blind

Threshold: 20

Range/Area of effect: 10 y./one target

Duration: 5 minutes

Brearh: 3 rounds

This opus inflices partial blindness on its victim, who
can now see only whar the Concordist allows. For
example, a guard under the influence of this opus could
be made to see the scenery as normal, bur not a band
of thieves passing right in front of him. When perfor-
ming the opus, the Concordist must specify whether
the victim will see "everything except such and such
things or types of thing” or "nothing but such and such
things (or persons)”. Once the effectis underway, these
specifications cannor be changed. '

| «h Perfect Beauty
Threshold: 20
Range/Area of effect: 10 y./one target
Duration: 30 minutes
| Breath: 5 rounds

The target now sees the Concordist as the most desi
| rable creature imaginable. He is willing ro do almost
| anything to obtain the Concordist’s favors. Once the
opus’ effects are over, the victim will of course realize
the deceprion,

| «& Epic Lay

Threshold: 25

Range/Area of effect: proximity/one target
Duration: | hour

Breath: 4 rounds

THE ORCHESTRA OF TLAWK

This wonder in the Modehan Marches bears men-
tioning here.

Near to the Frabourg Forest. in a rocky clearing
that has incredible acoustics, seven Attuned (two
drummers, two flutists and one of each other ins-
trument) gathered to protect the greal Symphonies.
Not only did they work without quarreling (quite
rare Tor Aftuned), but also their training produced
strange enchantmients. Animals come to the clearing
to sing the opuses they once heard, There are, for
example, huge drum-frogs, nightingale flutisis that
have learned to whistle in rhythm, and harp-spiders
that feed on the sounds they produce. Even plants
reacted (o the music of the Attuned. such as whining-
willows, which can perfecily imitate the music of the
viol. Most incredible of all. some stones are capahle
of simulating the sound of the Cittern.

This enchanted place has begun to fall into har-
mony and is now able 10 “plag” certain fragments of
Symphonies that were performed by the orchestra
of Tlawk. Though the last member of the orchestra
died a long time ago, the clearing still echoes with
the sounds of Tune,




The targer gets a five-point increase to one Body
attribute (Concordist's choice). When the opus’ effects
wear off, the target loses 2 HF. If the effects are increa
sed through the opus quality, the subsequent loss of
HF is increased accordingly. The attribute cannot go
above 10 points

THE UNIT OF BEATIFIC

RESEARCH

At the present ime, there is only one place in Har-
mundia where Cantos is closely studied. the Nunnery
of Holy Threnodies in the Liturgical Province (see The
Gray Fapers). Three Inspired, Sister Constance, Sister
Perfection and Sister Crystal, originated this project.
The guinea pigs brought to the nunnery by the Litur-
gicals were rarely consenting. Many other sisters were
subjected 1o great distress after the Cantos sessions and
some went mad. One sister, Margelen. was unable 1o
bear the suffering: she lost her faith and fled the
convent. After numerous unsuccessful attempis 1o
retrieve her, the sisters returned to their research.
They are in possession of every known Cantos opus,
and are busy creating new ones. Three are almost
usable — they just need “a little more research” (i.e. the
sacrifice of a dozen more guinea pigs).

SISTER MARGILENA

OF ASCALANDRE

Cn a cold winter morning, an Urgamish baron
received an unexpected wisit from a fugitive Litur-
gist nun in full regalia. Laughing at her explanations,
he imprisoned the younyg woman and seized the
apportunity 1o take advantage of her in every way
his perverted mind could come up with.

Eventually, he hade a fatal mistake in letting his
prisoner sing, and discovered the terrible powers o
the Cantos. The voung worman put all the castles
inhabitants to death before vanishing.

A renegade of the Liturgist theocracy. the [s
s4id 1o come from a mysterious convent whose
practices turned her away from religion. She has
now found a haven in the depth of the Moscane
Forest, where she awaits Inspired willing 1o learn
the Art of Cantos. But woe to any males who dare
appear before her — none have survived. This has
gone so far that the Decan Council. unwilling (or
unable?} 1o contend with her powers, has sent a
female emissary to collect the Flames “liberated”
by the young Litargist.




ARTISTIC SYNERGY (1)

You have an obvious gift for Union. Whenever you
perform an Opus with others, the group you belong o
gets a +2 bonus to its roll

PerrecT VOIcE (1)

You have a knack for singing in tune on the first try
You suffer no penalty when performing Cantos a cap-
pella.

AFFECTIONATE MASTER (1)

You still keep in touch with the person who taught
you the Magical Arts. He or she sees you as a gifred
disciple and has maintained a frwndty relationship
with you, This mentor may be of grear assistance in
the future, bur may also ask you to perform some
favors at rimes.,

PATRONAGE (1)

Your artistic talents have atracted the attention of
d ‘-"-'l'.'n'll[h'lr' patron Wlh‘i NowW sponsors _‘r'li"lll' Creations
He may be a noble, a merchant or a representarive of
an institution {such as a guild), You have some duries
to him, largely compensated by the good word of
mouth your work gers and the money you are paid.
‘:'llltllllL‘II'IﬂH".. you get the skill Intrigue H‘.Jlrmuf,_f.'l ar
a rnm‘t,; of 5.

GiFrep CONDUCTOR (2)

You have a gift for Orchesira and great talent as an
apus-master. You get a +2 bonus to all Directing rolls
and, contrary to the usual rules, you can wait unil all
groups of musicians have made their rolls before allo
cating the modifiers allowed by the Quality of your
Dhrection.

MELODIC WiLLPOWER (3)

You are able to concentrate on a melody, disregarding
any noise thar could disturb you, lgnore all penalties
for surrounding noise when performing Tune, Scan-
sion, or Cantos, Another Amtuned ITYing to use Discord
while you perform suffers a -5 penalty.

PROTECTED BY A MuUSE (3)

You are partially immune o the effects of one (and
only ane) Magical Art. Your resistance to the chosen Art
is (WIL - CRE) x 2.



VirTuOSO (4)

You have such a L_r1l for one of the Arts that you can
perferm its opuses in half the required rime (rounded
up). You get a +10 initiative bonus when performing
opuses in the given Art

This asset cannot be taken along with the faulr "Finicky
Artist”

Foults

ARTISTIC STIFFNESS (1)

You are unable to combine your Magical Art talents
ar perform with others. Union and Fusion are beyond
your You cannot work within an Orchestra, use Symphony
or perform Cantos,

INsSuLATED FROM Concorp (1)

You are unreceptive to the influence your surroundings
may have an the performance of the Magical Arts, Howe-
ver strong the Shard or the Inspiration of a place, you
never get these bonuses added to your rolls, On the
positive side, the penalty for working in an unfavorable
environment is halved for you,

ComPETTTOR ( 1)

Another Concordist trained in the same Art sees you
as a rival. He will constantly try to prove he is your ber-
ter, and will do anything to prevent you from finding
new Opuses. Combined with “Hostile Master”, posses-
sion of this fault could indicate thar your masrer has bro-
ken all contact with you because he sees you only as an
ambitious opportunist that must be discredired.

ARTISTIC SLOPPINESS (2)

You tend to rely too much on your innate talents,
and not enough on training. You sometime botch up the
end of an Opus because you are roo confident in its suc- |
cess. IF you ger a negative SM, you must subtract an
additional 5 points in order to see whether a fumble |
occurred and how catastrophic it is. This fault cannor
be combined with “Finicky Arnst”,

ARTISTIC LAZINESS (2)

You are unable to exert yourself in order to produce
an exceptional Opus. Giving your best exhausts you too
much. Whenever you perform an Opus, you cannot
exceed a Quality of 5. This faulr cannot be combined with |
the fault "Overly Demanding” |

' SLOW LEARNER (2)

You have a hard time MEMOTIZINEG NEW OpLses. You
require twice the normal time to learn one and the
Threshold is raised by five peints whenever you per-
form it

A POUND OF FLESH... (2)

Inexplicably, you feel your Art as something inside
your body, and performing an opus is for you an intense
physical exertion. You lose a number of HP equal o
Quality + 1 (maximum 30 HP) whenever you perform
an opus,

Finicky ARTisT (3)

You take twice the standard time to perform your
opuses. However, if vou get a fumble, you can add 5 o
your SM to reduce the cat: istrophe.

If you attempt an instant ojpus, you multiply its Thre
shold by 3 instead of 2,

This fault cannot be combined with the asser "Vir

| tuoso”. nor with the fault “Arvistic Sloppiness”.

OVERLY DEMANDING (2)

Be it our of vanity or perfectionism. you never pel
form any Opus with a Queality less than 5 (though you
can still ger the basic magical effect if you choose not
to amplify the parameters of the spell - see AGONE
rulebook p. 214). This fault cannot be combined with
“Artistic Laziness”
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“ mort, vieux capitaine, il est temps! Levons lancra!
Ce pays nous ennuie, 5 Mort! :lp;mnu'l'l.lllmrs.r
Nous poulons, tant ce feu nous brale e corvean,
Plonger au fond du gouffre, Enfer ou Ciel, quimporte!

.'H.H _.Iltn.'l'iil‘n.'l|I tfli: Ilrlr..lhi'ﬂl‘!”!l pour trowver |.1'IH IO O L™

‘0, Death, ald captain! Time has come! u:'r'gfll the anchor!
O Death! This country wearies us! Let's sef sail!
The fire scorches our wits sa that we intend to dive,
To dive to the bed n,l". the chasm, Hell or Heaven, whichever it miay be.
In .FJ'I:'.J. .1{1..-;'- unknown to _.r':l'rJ.L:'I lrruuf.r_rp."“

— Charles Baudelaire

This Drama rakes place in lnrgpl. during Fall 1450.
One way or another, the Troupe will be dragged into a strange situation
that concerns the Urgamish Cipher-sorcerer.
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The Plot

SYNOPSIS

On the First day of Fall 1450, Draedonius, a fimous
Obscurantist from Lorgol, died. The Cipher-sarcerer
immediately shrouded the death in secrecy. Minuetto,
one of Draedonius’ most gifted Dancers, has disap
peared. The Censor of Roundrock, Malarmel, has
begun an investigation to determine exactly what
happened and to make sure Draedonius was not the
victim of a conspiracy seeking ro capture Minuetto.

The mage Slakent, Draedonius’ successor, is aware
that Draedonius had an apprentice named Laliana,
who has not been seen since the death of her mas
ter. He suspects her of being involved, She was not
a registered apprentice, so to tutor her was, accor
ding to the arder’s laws, 4 serious offense.

It ever this were to be proved, Draedonius would
be discredited and his possessions would be seized
by the Cipher-sorcerer. Slakent does not want to lose
Draedonius’ legacy - especially his Dancers. He the
refore cannot search for Laliana officially and is hun
ting for her without the authorization of the
{iphf r-SOTCEerer.

The situation is even more complicated than Ska
kent thinks. Laliana is nor guilty of Draedonius’ mur
der. Minuetto is the source of the problem: and this
is not the first time it caused ouble. It already eli
minated its two previous Owners...

IN DAYS OF YORE

The story of Minuetto is enlightening. Caprured
rwelve years ago, it was “adopted” by Irik Convirsa,
an old Jornist of Lorgol. Convirsa lived in one of the
Thousand Towers, Phalaen Tower, which features
twinkling lights resembling white moths at nightrime.
A deep bond connected these two. When Irik died
of natural causes in early Fall 1445, Minuetto was
devastared and decided to ler itself die on irs mas-
rer's body.

& The Melancholy Waltz

But 'I.-’rm.n;lmpf. Convirsa's inheritor, took over,
He settled in Phalaen Tower and, little by livtle, ramed
Minuetto, He discovered the Dancer's extraordinary
abiliries and strove 1o restore its taste for lite

Unfortunately, despair became the Dancer's primary
Emorion. In the early Fall of 1446, one year after Drae-
donius’ death, Minuetto was troubled by suicidal ten-
dencies, It then commenced a complex Dance, inspired
by its deep anguish; suddenly, a branch of the Borrow
light Tree smashed through the side of Phalaen Tower.

The tree stabbed Vernashope in the heart, ki ||I-I1g., [
him instantly,

<& The Memory of Souls

As the Dancer realized it had caused the death of
its master, it attempted to commit suicide by impa
ling itself on one of the tree's black thorns. Bur it
did not die; it only got a piece of the thorn stuck in
its heart and gained a new power, the Memory of
Souls, which gave it the ability to summon ghosts
of the past.

Weighed down by despair, Minuerro began to
haunt Phalaen Tower while invoking the ghosts of its
memories, in the form of Irik Convirsa and Verna-
shope. Soon, the tower was considered haunted and
everyone began to avoid it

«&s The Power of Despair

One spring day in 1447, an audacious Little Hun
ter named Tern Fool used a seasonling ritual to pro
tect himself from the tree and entered Phalaen Tower.
There, he discovered and caprured Minuetto, whom
he sold for a large amount of money to the Eclipsist
lurangon. It took quite a while for the latter to reso-
nate with Minuetto, and the Dancer had 1o grow
accustomed ro Impulse for it only knew Empathy. But
after several months, Minuetto became Jurangon's
favorite Dancer, and gradually the mage was afflic
ted with the despair the Dancer radiaced.

In early Fall 1448, disaster struck again. A des
pondent Jurangon freed his Dancers and threw him-
self our of the tower onto one of the jagged
Borrowlight's branches. Minuetto returned ro Pha
laen Tower, living with its ghostly replicas of its for
mer masters. This was rhe only place where, thanks
to the Memory of Souls, it could transform its des-
pair into nostalgia. Jurangon and Tern Fool joined
this ghostly assembly. '

«h: A One, and a Two and a Three...

During Winter 1449, some Little Hunters informed
Tern Fool that Minuetto had been seen amongst the
ghosts of the Phalaen Tower. Puzzled, the spriggan
returned to the tower in the Spring and caprured the
Dancer once again. But Tern Fool saw Jurangon’s
ghost and began ro suspect the Dancer of having
caused the disappearance of the mage. Nevertheless,
his obsession with making money prevailed. He sold
the Dancer to an Obscurantist, Draedonius,

Minuetto was happy to endure Torture, Full of
sorrow, the Dancer began ro punish itself through
pain. It considered Draedonius a redeemer, who
would expunge its faults. Unfortunately, their com
mon relationship became a destructive spiral:
Minuetto wanted more and more pain, whereas
Draedonius, fascinated by the Dancer's capabilities.
became exponentially more disgusred with himself.
This state of affairs reached its climax in the begin
ning of Fall 1450, when Draedonius committed sui
cide. Minuetro, having lost yet another masrer,
returied to Phalaen Tower once again,




«& Change of Tempo

During the last months of his life, Draedonius had
been secretly teaching Laliana, an Artuned Inspired.
who wanted to learn Obscurantism in order to fight
the Brotherhood of Senses. This Urgamish clique, ori
ginally Liturgical, aspires to impose pure reason upon
Harmundia, and has been responsible for the des-
rruction of many works of arc.

Marcus One-Shot, the leader of the local Brothe-
rhood, is a Marionette of the Masque who used his
group to capture Concordists in order to corrupt
their Flames.

Laliana was identified by a member of the Bro-
therhood while investigating him. She was impriso-
ned in an underground cell. and though she is
resisting their ministrations, her will is faltering.

WHATIF...?

There are numerous ways 10 involve your Troupe
in this Drama. depending on the relationship bet-
ween your Inspired and the Cipher-sorcerer,

If one of your Inspired is an Obscurantist, you
can make him Draedonius’ heir (vou will have 1o
remove Slakent from the story).

If one of your Inspired is a Censor. he could have
been summoned 1o investigate the murder of Drae-
donius.

If ome of your Inspired is a Little Hunter, he can
be one of Tern Fool's friends. He will want to help Tem
discover the truth.

Ii one of your Inspired is an Attuned, he may
have met Laliana and can be curious about her disap-
pearance.

Lorgol

The new capital of Urgamand is a strange city. It
is located far from the center of the realm. and it
armosphere is rather somber because of the slums
and the rogues and above all, because of the Bor-
rowlight Tree. But the First Baron Agone has impo-
sed his decision, so most Urgamish nobles have
accepted his choice of Lorgol as the capital.

Consult the following pages for a precise des-

| cription of the city: AGONE rulebook, pp. 52. 55.

274, 276.

Lorgol is ruled by a triumvirate: Lady Kerielle (the
burgomaster), Sir Gotran (head of the militia) and
Admiral Escadol (head of the Warchers).

THE PorT

This is the most cosmopolitan part of Lorgol. There
are citizens from every realm and of every race. The
south part of the city is made up of canals, ware
houses, taverns and piers. The harbormaster’s office
is where all naval trade is racked and raxed. It is the
headquarters of Admiral Escadol who commands
the Watchers. This elite corps is composed of fewer
men than the militia, bur its members are far more
experienced and they are also good sailors. They are
capable of naval actions with their own frigates.
Moreover, they are sponsored by the naval raxes and
are far better equipped than the militia.

The Lorgol lighthouse is financed by the Cipher
sorcerer in exchange for control of the Thousand
Towers.

Tue HiGH QUARTER

This area, where the wealthiest inhabitants of Lor

| gol live. is located in the eastern part of the city.

next to the roads that lead to the Mercenary Repu
blic. Mast of the beautiful buildings were built by
dwarven architects.

The Citadel is ar the center of the High Quarter:
it is where the Lorgol miliria is based and where the
First Baron, Agone, rules. He usually leaves daily
affairs to his chamberlain because he is devoted to
resolving complex problems - international rela
tionships. interactions with the Cipher-sorcerer, erc.

and 1s often traveling.

Sir Gotran, the commander of the milinia, is res-
ponsible for security in Lorgol, but the slums are

| still extremely dangerous.

CENTER ALLEY

This is the merchant district of Lorgol. Itis a long
avenue located in the center of the city, berween the
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slums and the High Quarter, and it connects the |

port to the Thousand Towers.
The Council House is the heart of Center Alley;
this is where Lady Keriel runs the city administration
The New Spark Inn, a famous Eclipsist academy, is
locared between Center Alley and the slums.

THE SLums

The western part of Lorgol is disrepurable. Running
from the Thousand Towers plateau to the sea, itis a
labyrinth of small dark streers, malodorous lots, and
dim alcoves. This area is a rogues’ paradise, for the
militia does not dare go there at night

There are several thief-princes in Lorgol, all of who
fight to control the slums. Rumor has it thar Agone

himself is at the head of one of the gangs, but this |

seems quirte doubttul, for the First Baron would have
little time for such activities.

THe THOUSAND TOWERS

The plateau on the north side of the city is cove-
red by a labyrinth of enchanted towers. This is
where Agone planted the Borrowlight Tree (a pro
geny of the first Borrowlight). In the last 30 years,
it has grown to a colossal size, covering most of
the Thousand Towers. The black tree is called Nigres-
cent Wood or Treenebra by the inhabitants of Lor
gol. Most now avoid this area. Only powerful mages,
Little Hunters and seasonlings dare to approach
Migrescent Wood

Phalaen Tower is locared in the western part of
the Thousand Towers.

THE UNDERGROUND

Many rumors and legends concern the under
gruund network of Lorgol. Some say there is a necro-
polis where restless dead rise o arrack those who
intrude upon the underground. Others say there are
monsters living beneath the port. It is even said that
demons from the Abyss lurk here... Indeed, strange
creatures have been spotted in the upper levels of the
underground network,

There are thousands of entrances to the under-
ground: sewers, cellars, catacombs, etc. Many rogues
use this network to hide from the milina.

Characters

SLAKENT, GREEDY MAGE

o Who he is

This Obscurantst is a tall and broad man with
short blond hair. He considers maintaining one’s
appearance an obligation for the powerful and is
always smartly dressed.

Slakent is an ambitious, determmined and heartless
man. His only motivarion is his obsession with pro-
fit. He uses Torture remorselessly but without plea-
sure. He knows the value of Dancers.

& What he knows

He is convinced that Laliana is an ambitious young
wench who only sought Draedonius in order to steal
his occult knowledge, He does not suspect her of
having killed her masrer. Slakent knows that Malar
mel will not spare him (because Malarmel is a Jor-
nist); however he also knows that he has nothing 1o
reproach himself with (well, almost norhing),

o What he wants

He wants to recover the inheritance of Draedo
nius (including Minuetto, of course).

He also wanis to take vengeance on Laliana because
he is convinced that she stole from him. But Slakent
knows that no one must discover Laliana’s existence

SLAKENT

Race: human
Sex: male

Age: 43

Height: 6’1" (SIZ 0)
Weight: 186 Ibs,
MOW: 5

For Slakent’s atributes, use those of the Obscuran-
tist Censor archetype (see AGONE rulebook. p. 133).
Slakent is not an Inspired; add | extra point to each
Shill in order to compensate for his lack of a Flame.

Magic
ASC: 10

ASC APT- 22
Dancer lore: 8
Resonance; 8

Dancer Mem. ASC bonus Empath. Endur.
Erchwin 24 +4 ] ]

Typical quote: "You must understand that 1 am coun-
ting on your prudence. Since this moming. every-
body is talking about your involvement. Well, irisin
the past... So, tell me, what did you discover?”




because if ever the Cipher-sorcerer knew, he would
lose all his rights to Draedonius’ legacy.

Nothing can discourage him from recovering
Minuetto, even the story of the Dancer’s “curse”, If
Slakent feels thar the Inspired are trying to fool him,
he will make them understand that they are making
a big mistake. No one mocks an Obscurantist.

TerN Fool, JAUNTY LitTLE HUNTER

& Who he is

Tern Fool is one of the most famous Little Hun
ters of Lorgol. This Eclipsist is easily identifiable by
a long braid of dark hair clipped in a golden mriangle
that is supposed to help him artract Dancers. This
small (even for a spriggan) and stocky Hunter likes
wearing colorful and eccentric clothes. His mischie-
vous look suggests resourceful and roguish behavior.

He has always been independent and he is said to
have trafficked in Dancers in order to survive when
the Brotherhood of the Minuscule (a band of Small
Hunters, active during Agone’s youth) still existed,

He has sold several exceptional Dancers in the last
few years, but, as he lives extravagantly (he loves par
ties and gambling), he is not rich.

«&: What he knows

Tern knows the secret of Phalaen Tower; he has deve-
loped a spell (DIF 20) that gives him protection against
the ghosts. Moreover, he knows a seasonling ricual that
slows down the movements of the Borrowlight Tree.
Unfortunarely, this ritual only works in springtime

The Hunter also knows that Minuetto radiates an
aura of nostalgia and sadness and that he only seems
happy in the Tower.

Tern is aware that Draedonius was working on
activities other than his normal duties for the Cipher

sorcerer. He sold a mediocre Dancer to the mage |

that was not been recorded by the Order. (This Dan-
cer now belongs ro Laliana.)

& What he wants

Tern suspects that Minuetto is dangerous but he
does not want to reveal this to anyone because if a
Censor found out, he could be found guilty of having
killed Draedonius.

He prefers not gemming involved in this situation: howe-
ver. he will support the Inspired in their investigation

If he trusts the Troupe, he will help them directly.

It he feels that the Inspired will give him away, he will
point them toward other leads (the archives of the New
Spark Inn for example - see AGONE rulebook p. 103).

It Malarmel suspects him, Tern will hide within the
Thousand Towers. In this case, he will negoriate with

the Troupe, assisting them if they help him escape '

possible punishmenr.

TERN FOOL

Race: spriggan
Sex: male

Age: 52

Height: 42" (51Z -1)
Weight: 101 Ibs.

For Tern’s attributes, use those of the spriggan Eclip-
sist Dancer Huntress (AGONE rulebook p. 135). Tern
is not.an Inspired;add 1 extra point 1o each Skill in
order 10 compensate for his lack of a Flame.

In addition, Tern has these skills: Etiquetie (the sfums)
8. Gambling 8.

Assets and Faults
Pamous; Creative mage

Magic

ASC: 9

ASC APT. 18
Dancer lore: 7
Intuitive APT. 18
Resonance: 7

Dancer Mem. ASC bonus Empath. Endur.
Lubaro 90 +2 & 4

Typical quote: “What d'va say, fat snout? Me? A Dan-
cer trafficker? You betta be jokin’! By Agones gem,.
vou should be carful. All me bizness is legal. And |
do good bizness ‘cos I'm good at it.”

MALARMEL, JORNIST CENSOR
ON A MISSION

& Who he is
For his atrribures and appearance, see AGONE
rulebook p. 275,

<& What he knows

He suspects Slakent of not being completely inno-
cent and wants to investigate further. so he has peti-
tioned the Cipher-sorcerer has delayed the succession
process. Unfortunately for Malarmel, Slakentis a red
herring.

& What he wants

He wants to clear up this situation and carch the
murderer of Draedonius. The day afrer the arrival of
the Troupe, Malarmel will suspect a connection with

Jurangon'’s death. He will then want to question Tern

Fool, who will stay hidden.

If the Inspired thwart Malarmel’s investigation, he
will accuse them of obstrucrion of justice, and will
try to find a way they may have broken the Ciphe
red laws,




FANDOR DM, THIEF-PRINCE
& Who he is

This tall, thin ogre is the head of a network of spies
and thieves. His gray eyes and pale skin add to his cha
risma, but his appearance is more fascinating than
beautiful. Fandor prefers to be underestimated: this is
how he has already avoided several murder attempts,
Indeed, his enemies often forger that he is not only an
intellect bur also an athlere. He veils himself in an aura
of mystery even though he is actually quite honest and
straightforward, In Lorgol, many persons of note have
used his services in order to obtain secrets... and more,

& What he knows

He has mer Laliana and he respects her for her deter-
mination, though he is not aware of her exceprional
ralents (as a Concordist and an Obscurantist). Fandor
Dim also knows thart Tern Fool has been spending large
amounts of money since he sold a Dancer in 1447,

FANDOR DIM

Race: ogre

Sex: male

Age: 44

Height: 627 (S1Z 0)
Weight: 132 Ibs,
MOY:3

Attributes
Flame: 0/0

Body: /0
Body bonus: 0
AGl: @

PER: 6

5TA: 9

STR: 9

Spirit: 00
Spirit bonus: 0
INT: 5

w‘lla-‘ ﬁ

Soul: 0/0
Soul bonus: 0
CHA: 6

CRE: 3

Secondary attributes
AlM: 7

ART: -

ASC: -

DB +2

HP: 50

MEL: 9

SWT. 19

CWT: 29

Fortune points: 0
Flame powers: none
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<& What he wants

If possible, he wants to help Laliana. But he does
not want to risk the concealment of his network. He
wanis o I'I:'I..!”'lh"lll |'|'|5- ||'I'h|?lt" dy d i"".'l'll"n'l:'l'flll crume
lord. If the Inspired seem kind, he will help them,
especially if the help doesn't cost him anything.

Perfidy: 3
Darkening: &

Skills:

Trials: Weapon {ogre axe} 6, Aleriness 6, Dodge 6. First
aid 5

Rogue: Conceal 5, Disguise 7. Gambling 5. Intrigue 8,
Poison 8, Search 3, Stealth 7

Courtly: Eloquence 8. Etdquetie (the Slums) B, Fast
talk 5, Trade 5, Traditions (Urgamish) 5

Knowledge: Alphabet (Armpardic) 2. Language (Lirga-
mish) 5, Language (Keshite} 2. Law 6, Plant lore 2, Sea-
son (Summer) 5. Surgery 5

Occult: Cipher-sorcerer 1, Dancer lore 1, Demono-

logy |
Seasonling power: Noon blaze

Assets: Spy network, Secret hideout

Combat

Initiative: 15. axe 16

Melee attack: axe 15

Dodge: 11

Parry: axe 13

Ranged defense: 5

Weapon Init. Aw. Def. Dam. SIZ
Ogre axe #1 Q 2 +10(S) 1]

Armor: partial scale mail {penalty -4, prat, 7)

Typical guote: “So. You wan! 1o know where young
Laliana is? Tls true, the damsel knows many things. ..
things she shouldn'’t tell | see you understand
me. She came o me tu? business and [ swore [
wouldn't say a word, Well, | didn't actually swear...
she pald me. So [ can't tell you anything, though you
seem honest. | think | bnow what gou canexpect from
me; now, what can | expect from you?”




the Muses and their creations, for he thinks that the
Masque is the avatar of Perfection. Marcus is aware ol
the existence of the Inspired (whom he mistakes for
Concordists). He captured Laliana before she could
organize her attack against the Brotherhood of Sense
He is confident that she will succumb to contact with
the Rot (see below} and become an agent of the Masque

MARcUs ONE-SHOT,
AGENT OF THE MASQUE

& Who he is

He is officially an alderman of the Preceptorial
Fraternity who works as a scribe and a private tutor
in Lorgol. Wirth his severe look and short blond hair,
Marcus resembles a typical member of the Precep
torial - a stern teacher whose motto is “learning
through discipline”. In fact. Marcus is a.Marnionette
(see AGONE rulebook, p. 253) and he is the head of
the local Brotherhood of Sense,

ca: What he wants

To capture and corrupt Concordists so they will
become agents of his master. He also wants to use
the Brotherhood of Sense to spread Ferfidy and des
troy works of art

& What he knows

He considers Art an abominaon. Artists are liars
and fools, unable to live worthwhile lives, Pure com
mon sense is the only virtue, Marcus wants ro destroy

MARCUS ONE-SHOT

Race: human Darkening: ¥
Sex: male Corrupt powers: Masguerade
Age: 45
Height: 5’117 (5IZ 0) Skills
Weight: 180 Ibs. Trials: Weapon {dagger) 7, Alertness 7, Dodyge 7, First
MOY: 3 aid 8, Survival 2
Rogue: Intrigue 7, Search 3, Stealth 7
Attributes Courtly: Eloquence B, Etiquette (scholars) 4, Fast 1alb
Flame: 00 5, Trade 7, Traditions {(Urgamish) 8. Traditions (Liturgi-
cal) 4
Body: 0/1 Knowledge: Alphabet (Armgardic) 7. Geography 4.
Body bonus: +1 History 6. Language (Urgamish) 8. Language (Keshite)
AGlL 8 5, Language (Sacred tongue) 5
PER: 8 Oceult: Cipher-sorcerer 1, Concord 2. Dancer lore 2
STA:6
STR:5 Assets & Gifts, Faults & Sorrows
Eidetic memory. Light sleeper. Spartan, Doggedness,
Spirit: 00 Smooth talker, Foresight, Blasé, Disabled senses (taste,
Spirit bonus: 0 smell and touch), Acrimony, Grandiloquence; Hand
INT: 8 confusion.
WiL: &8
Combat
Soul: 0/2 Initiative: 17, dagger 17
Soul bonus: +2 Melee attack: dagger 17
CHA: 7 Dodge: 15
CRE: 2 Parry: 16
Ranged defense: 7
Secondary attributes Note: when Marcus uses Foresight', he can either gain
AlM: 8 a +5 defense bonus against one attack per round, or
ART: - a +3 initiative bonus:
ASC; -
DB: o Weapon Init. Att, Def. Dam. S5IZ
EIEEG Eragqver 0 +2 o 1) . A
s ‘mor: partial leather [penalty -1, prot. 3)
SWT. 16 pa apnar (penalty -1. pro
CWT: 25 Typical quote: “Oh yes, Ik of restraint is the sign of
decadence. Only discipline can save our souls — an
Fortune points: 0 absolute rigor at every mament. Belleve me, the conirol
Flame powers: none | learned at Preceptorial saved me. 1t is nove my bur-
Perfidy: 58 den to convey order and obedience 1o all.”
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wrinkles, she has kepr the energy and dynamism of
her true age. Her bright eyes and athleric figure
contradict her apparent age

LALIANA, CONCORDIST IN DISTRESS

& Who she is

Laliana is a temperamental free thinker, Since her
master was killed by the Brotherhood of Sense, she
has sworn revenge.

She amassed large amounts of money and influen
tial supporrers thanks to her artistic talent and her
beaury.

However, Laliana is a solitary soul who only relies
on herself. She has developed numerous talents
Indeed, as Tune was not encugh for her struggle, she
made a deal with Draedonius to initiate her into
Ascendancy. She chose Obscurantism for she desired
powers that could destroy her enemies.

The corruption of the Masque has aged Laliana
When the Inspired find her, she will appear to be sixry
years old. But, in spite of her white hair and her |

LALIANA

Race: human Knowledge: Alphabet (Armgardic) 1. Language (Lrga-
Sex: female mish) 5, Language (Mercerin) 5

Age: 26 (looks 60) Oceult: Cipher-sorcerer |, Concord 5, Dancer lore 5,
Height: 57" Resonance (Obscurantist) 5, Tune 9

Weight: 145 Ibs.

& What she knows

Laliana suspects Minuetto of having affecred Drae
domius in a strange way, burt she does not really care
The death of her master rather suits her, for only he*
knew she had become an Obscurantisr.

cho What she wants

She wants to survive, to conceal her magic abili
ties and her Dancer. But, most of all, she wanis o
eliminate the Brotherhood of Sense in all the realms.

MOV 5 Asset & Gifts, Faults & Sorrows
Young, Lightning reflexes, Elusive dancer, Orphan,
Attributes Flaring temper, Obsessed (fighting the Brotherhood of
Flame: 1/0 Sense), Disciple. Premature aging
Body: /I Body bonus- 0 Combat
AGL: T PER: 7 Initiative: 14, dagger 14, rapier 16
STA: & STR: 7 Melee attack: dagger 16, rapier i4
Dodge: 14
Spirit: 10 Spirit bonus: +1 Parry: dagger 14, rapier 13
INT: 5 Wil 8 Ranged defense: 7
Soul: 20 Soul bonus; +2 Weapons Initt Att. Def. Dam. SIZ
CHA: 9 CRE: T Dagrper 0 +2 4] +1 (0 -1
Rapier +2 +2 +1 +4 (1) 0
Secondary attributes Armor: partial studded leather (penalty -2, prot. 5)
AIM.: 7 ART: &
ASC. B DB +1 Mﬁﬂic
HP: 48 MEL: 7 ASC: 8 ASC APT: 17
SWT: 16 CWT-24 Dancer lore: 5 Resonance: 5

Note: when the Inspired find her, she is affected by Slow

Death (Virulence 8). She thus has a permanent Serious  Dancer Mem. ASCbonus Emp. End.
Wound. Pumpkin o0 +3 2 5
Fortune points: 2 Flame powers: none Magical Arts
Perfidy: 16 Darkening: 5 ART: 8 Tune: @

Music: ciitern & Music: flute 8
Shills Tune (cittern) APT: (& Tune (flute) APT: 18
Trials: Weapon (dagger) 7, Weapon (rapier) 5, Alert-  Opuses (cittern): Th i Transference (15), Recall
ness 5. Athletics 5. Climb 5. Dodge 9, First aid 2. Sur-  Memory (15), Alter Memory (20),
vival 5 Opuses (flute): Order (10), Ban (15)
Rogue: Acrobartics 3, Disguise 5, Intrigue 2, Search 3.
Sgealth 5 Typical quote: “Greal, but there’s no time for congra-

Courily: Efiquetie (the Slums) 3. Fast-talk 6, Music
(flute) 8, Music (cittern) 8, Traditions (Urgamish) 4, Tra-
ditlons {(Mercerin) 5

tulations. We better et out of hére béfore any other
servants of the Enemy arrive. Lets move!”




MiNUETTO, CURSED DANCER
o Who it is

Minuetto was originally a joyful Dancer, but its tra
gic history has deeply affected it, so it is now extre
mely melancholy. It is identifiable by a musical nore
drawn under its left foor and a black mark on its chest.

o What it knows

Minuetto is probably the only one aware of its tra-
gic history, but it will be unable to rell anyone. I ema
nates nostalgia when it is in the Tower and will
emanare sadness and despair it it is caprured.

&> What it wants

Rest. It only feels relatively at peace when it is in
Phalaen Tower amongst the ghosts of its past. IFicis
captured, it will cause the death of its master in a
couple of years, at the beginning of Fall. Minuetto
accepts this fate. Only extremely powerful magic that
affects memory could Free it from this malediction.

MINUETTO

Memory; 42
ASC bonus: +6
Empathy: 10
Endurance: 9

Special ability: Memory of Souls

After a fifteen-minute Dance, Minueito is able 10
create a ghost that resembles someone it knew,
Nigrescent Wood must be in proximity, othensise
the ghost will vanish in a few seconds.

Overfure

AN EvAsiVE EMPLOYER

The simplest way to draw the Inspired into this
adventure is for Slakent to hire them. He will offer
them either a talented Dancer (21 points to distri-
bute). two normal Dancers (14 poines 1o distribute)
or a favor from the order (nothing impossible - a cha-
racter may ask o become a neophyte, for example}

The case is problemaric. He will portray Laliana as
a former lover who seduced him in order to steal
valuable documents. He can describe her exactly, and
he knows that she recently stayed at the Red Lanrern
an inn lecated in the slums. Slakent wants the Ins
pired to find her and bring her back alive. He would
take care of this himself bur he has much official busi
ness to deal with.

The Inspired can notice that Slakent is lying (PER
+ Fast talk against DIF 18). If they question him a little,
he will end up by telling the truth: Laliana stole his
most talented Dancer, Minuetto, which is easily iden
tified by a black mark on its torso. He wants to reco
ver this Dancer more than anything else.

AT THE ACADEMY

The Inspired can gather much information at the
New Spark Inn, either by questioning the students
and teachers (CHA + Intrigue or Fast talk, restrictive
Cipher-sorcerer), or by checking the archives (INT -
Cipher-sorcerer, restrictive Alphabet: Armgardic)

If the Troupe obrains any informarion, they musi
succeed ona CHA + Cipher-sorcerer (restrictive Diplo
macy) roll against DIF 20 so that no one notices their

| investigation. If the roll is a failure, the Inspired are

spotted by a NPC.

& About Slakent
# DIF 18: Slakent is the legal inheritor of Draedonius,
a mage who recently died.

# DIF 20: Draedonius and Slakent have been the tar
gers of several fruirless investigations. They are
quite definitely not the most honest members of
the Cipher-sorcerer.

+ DIF 22: Draedonius is supposed to have commir
ted suicide, but the Censor Malarmel is carrying
Oul an investigation,

If the Inspired are nor discreer, someone will relate
their investigations to Slakent, who will begin 1o

U omistrost them.



& About the dead mages

+ DIF 13: Draedonius, an Obscurantist, committed
suicide on the first day of Fall 1450,

« DIF 18: Jurangon, an Eclipsist, died under similar
circumstances in 1448,

+ DIF 22: Vernashope. a Jornist. died the same day
in 1446.

+ DIF 24: Vernashope was the legal inheritor of Irik
Convirsa, a Jornist who died of narural causes in
1445,

If the Inspired are not discreet. someone will relate
their investigations to Slakent. who will question
them suspiciously.

«&: About Minuetto (archives only)

« DIF 13: A Dancer named Minuetto, recognizable by
a black mark on its chest and a note of music on
its left foor, was regwl:-rfcl under Draedonius name,
during Summer 1449,

# DIF 14 The Hunter who captured Minuetto is cal-
led Tern Fool.

# DIF 16: The same Dancer was registered, in Spring
1447, under Jurangon’s name,

# DIF 17: The Hunrer who captured Minuetto for
lurangon was Tern Fool.

+ DIF 21; Rondo, a Dancer with the same capabili-
ties as Minuetto, was registered under Irik Convir-
sa’s name and then Vernashope's. It had no black
mark, only a note of music on its lefr foot.

If the Inspired are not discreet, their investigations
will be related to Tern Fool, who will decide to meet
or avoid them, depending on their approach.

Fivst Movement: Caliana

IN THE SLums

The Red Lantern is easy to find. bur if the Inspired
are too well dressed, they will probably be attacked
on the way. Brigands rarely fight to the death, and
shouldn't cause the Troupe too much trouble.

Master Lauzster, the innkeeper. does not remem-
ber Laliana (she altered his memory before leaving)
and he keeps no guest register. The two other
employees of the Red Lantern do not remember her
either.

However, on a successful CHA + Eloquence roll
against DIF 15, the Inspired will find a couple of
regular customers who do recall the young lady.

« DIF 12: Several people remember “a cute brunette
who walked around with a cittern”. She stayed a
couple of months at the inn.

+ DIF 14 Laliana was taciturn and irritable, Oddly,
she spent most of her time hanging around the
Thousand Towers.

« DIF 16: Laliana left the Red Lantern two days ago.
Mo one knows where she was going.

¢ DIF 18; Laliana was in contact with Fandor Dim,
a thief-prince.

+ DIF 20: Laliana was investigating the theft of a
painting.

The Inspired will probably try to meet Fandor Dim.
The Etiquette (slums) or Intrigue skills will be use
ful here. Money (used with the Trade skill} can also
be of assistance.

Fandor will agree to meet the Troupe if he feels thar
their request is important. He will then send a mes.
senger [o lead them through the labyrinthine streets.
If you wish, Eminence. the Inspired could encoun
ter Fandor's rivals who would try to convince the
Troupe to work with them instead of the thief-prince.
If the Inspired still want to deal with Fandor, they
will eventually be led to a damp cellar that Fandor
uses for meetings, The cellar is only lit by a small win-
dow; nevertheless. there are as many comforrable

| armchairs as the number of members in the Troupe.
| Several minutes later, the thief-prince will enter

through a secret door, He will not sit down, prefer
ring to make the most of his height during their dis-
cussion. He will act overconfident, reminding the
Inspired thar they are on his tirf.




The cellar is surrounded by ten hidden men armed
with rapiers and crossbows. Five are already pointing
their quarrels at the Inspired through tiny holes in
the cellar's walls. The five others will appear rapidly
if there is trouble. The Troupe should therefore show
respect to Fandor.,

The thief-prince will ask the Inspired to tell him
their request. He will listen to them withour inter
rupring. If the Inspired are convincing, the ogre will
reveal a certain amount of informarion..

+ DIF 12: Laliana has already contacted Fandor seve
ral times. Their contacrs concerned art theft

+ DIF 14: Laliana is fighting a sect that steals and des
troys works of art. Fandor agreed ro help her
(because destroying valuable objects is contrary to
the spirit of thievery).

# DIF 16: With Fandor's help, Laliana wanted to
attack the Brotherhood. She could finance the
attack but she wanted ro check her information
first

+ DIF 20: Laliana was investigating Marcus One-Shot,
a member of the Preceptorial Fraternity wha lives
in Center Alley

If the Inspired pay Fandor well. he will order a
couple of his underlings to shadow them and help
in case of danger. He knows how to protect good
clients.

THE CAVE OF THE ROT

In order to find Laliana, the Inspired will have 1o
mquire about Marcus One-Shor, This alderman is
extremely hareful toward artists. He considers art a
perversion that must be destroyed. Marcus is devo
ted to reason and discipline

Once a week, at nighttime, a dozen Brothers of
Sense g.][iwr at Marcus” house, They enter 1h|'nu;_:|1
the back door. Each member reports what he has
done and seen during the past week. Marcus then
gives specific orders to them. Finally. the group burns
d painting, an instrument, a book ora s II.||1|lIIn:‘. For
the moment the local Brotherhood only destroys
minor works of art, bur Marcus hopes to find more
valuable targets soon.

Every evening, Marcus goes down 1o his cave o see
Laliana, who is chained and guarded by a Rot
(AGONE, p. 253). The Rot is used to corrupr the
Concordists Marcus captures.

The Inspired can discover (on a successful CRE
Hunt roll ar DIF 17) a secrer entrance thar leads from
the Center Alley sewer to the cave of the RoL

It the Inspired attack while the Brothers are stll mee
ring, they will all (except for Marcus) ransform into
Grinning Puppers (AGONE, p, 252) and attack the
Troupe, As soon as Marcus feels threatened, he will
flee the combart. Thanks to his “Foresight” ability, the
Inspired will probably not catch him this fme.

In the cave. the Inspired will find a much-aged
Laliana and her Dancer. Moreover, the EG can decide
that Marcus has kepr a Corrupt work of art. It will
be up to the Inspired to decide whether to destroy
it or keep in a secure place.



L -1 T i) --a\. o ?:1 . ¥
__,? A :f”' X ‘é“gﬁ* : ey L/
ka Wl A
’ r"a._' -\!u_-' a0 g0

Second Movement:
Minuctto

WiTHIN THE THOUSAND TOWERS

The Thousand Towers are a place of mysteries and
enchantments. Before arriving at Fhalaen Tower,
the Inspired will face bizarre creatures and unex-
plainable phenomena. The EG should choose which
of these encounters will be the most disturbing for
the Troupe.

<& Shard

As the Thousand Towers are a Remain, the entire
area is full of Shard (from value 3 to 10). The Emo
tions radiated vary, so there is no Emotion strong
enough to leave its imprint on the Inspired. Howe-
VT, those who stay in one place for a few minutes
may be affected by the influence of the Shard. Unless
spending an entire day in the same place, resistance
is rolled with a <10 bonus, because of the diverse
assormment of emotions. These are usually benign: joy,
curiosity, ambition, generosity, grfuj erc. Some
contend thatr the mages who live in the Thousand
Towers in order to benefit from the power of the
Remain ofren become haunted by the chaotic med-
ley of emotions.

«&> Nigrescent Wood

The true source of danger in the Thousand Towers
is the Borrowlight Tree that Agone planted. This
thorny tree is black, such a deep black tharir absorbs
surrounding light. Therefore, the tree is always enve
loped in a hazy atmosphere. Even with a powerful
source of light, a -1 penalty to actions due o dark-
ness, should be applied 1o rolls made while among
the Thousand Towers. Nigrescent Wood is nearly
indestructible. Only magic seems to affecr i, and it
resists like a living being with WIL 15.

Moreover, the tree is able to grow and move at will.
If an object or a being is in the way of a branch when
it grows, the object will be speared and trapped by
the ethereal branch. In this situation, the only way
out is either to cut the branch (the thorns would then
become solid and wound the person) or to wait until
the branch moves on.

In certain places (such as Phalaen Tower), Nigres-
cent Wood's roots and branches slowly move. In
other places, the Borrowlight Tree is calm and grows
normally. It is difficult ro say which is more dange-
rous - the faster the branches move, the more chance
there is to be imprisoned by them. but the quicker
they move on.

oo A Mysterious Encounter

This is only an encounter suggestion for the Thou
sand Towers area. The EG can, of course, decide to
use other encounters.

Pader Fayn, an Eclipsist and Invoker, has sum
moned four Opalins that he used as guardians for
the last two days. The connivance the demons
demanded said that they could sray ro throw rot
ten eggs on the first eight people they saw. As Pader
Fayn did not have enough time to kffp an eye on
them, he gave them rthe efgs and asked one of his

apprentices, a dwarf named Udgall. to stay wirh
the demaons,

The Opalins are lying in wair on a footbridge ber-
ween two towers. Of course, the Inspired will pass
right underneath...

A couple of yards before passing under the overpass,
the Inspired will hear Udgall warning them: “In the
name of the Cipher-sorcerer, and for your own safety,
haltl” Udgall will refuse to say more. He explains that
he is only there to warn them but that they can conri-
nue "at their own risk™ if they want to.

Udgall is only an apprentice of the Cipher-sorce-
rer. He will not tell the Inspired his master's name,
nor will he warn them abour the Opalins. He does
not yet have a gem or a Dancer, but he will rell them
to check in Ciphered records at the New Spark Inn
to verify his identity,

If the Inspired succeed in a PER + Alertness roll
against DIF 22, they will notice small silhouertes
moving around on the footbridge. If they continue
the way they were going, a bombardment of eggs will
fall upon them. The Inspired will not be wounded...
bur they will stink.

Udgall will remain serious and, sighing, will say:
"1 warned you”. He will do his best to prevent the
Troupe from artacking the Opalins. “Flease. Once
again, you are acting recklessly.” At the same
moment, the Opalins will be roaring with Lulgh[fr
The demons will stay on the overpass if there are
less than eight members in the Troupe, If they are
attacked, they jump into the closest shadow and
return to the Abyss.

If the Inspired atrack the Opalins in spite of Udgall's
recommendations, he will warn his master, who will
feel somewhart resentful towards the Troupe,

If the Inspired artack Udgall, they will face serious
problems; indeed, they will be ransgressing the most
basic Ciphered laws, and it will only be a matter of
time before Malarmel is on the scene.




THE POOHRK SENTRIES,
OPALINS

They look like winged frogs, the size of dogs,
Their dark yellow skin resembles an old banana peel
and they smell dreadful.

Alertness: 10
Density: 25
Dodge: 7

MOY: 1/o {flight)
Opacity: 5

S51Z; -2

5 in each anribute

PHALAEN TOWER

This simple 30-foot tower contains three round
rooms, one per floor. connected |_1'_'|.- a staircase. The
roof is conical. Only the windows on the top floor
are wide enough for someone to pass through

Branches from Nigrescent Wood, enter and leave
the Tower through the walls as if they didn't exist
Though these branches move slowly, they are quite
strong - yet another reason 1o avoid the tower

The Value of Phalaen Tower Shard is 8. lts primary
Emortion is nostalgia, and the rwo secondary emo
tions are pride and discontentment

Every night, the tower seems to be surrounded by
a cloud of luminous spors that resemble moths
Against the somber background of Nigrescent Wood
this ballet of fireflies seems all the more fantastic

Fach night through the small windows, ghostly
figures can be seen inside the tower - Minuetta’s
ghosts,

It is difficulr to enter the tower. It is even more dif
ficult to move around inside it The Inspired will
have to succeed on an AGI = Dodge roll against DI
10 {every round) because of the branches. On a fai
ture, the character is wounded by the thorns - he will
lose | HP and undergo a -6 penalty to all his actions
thar round. The damage caused by the tree ignores
all armor (even magical armor). If the roll is su
cessful, the character only suffers a -1 penalty to his
actions for the round (because of the concentration
required to dodge the thorns)

Neither the ghosts nor Minuerto are atfecred by
the tree

There are two ways to reach Minuterto: cimbing
through a window on the third floor or entering
through the main door... and fighting the ghosts,

& Climbing

This way is extremely dangerous, but the windows
are a way to reach the llurd Hoor, where Minuetto
is located, while avoiding the ghosts.

The branches thar emerge from the walls of the
tower can trap those who try to climb. In order to
climb successfully, the Inspived must roll AGI + Climb
(restrictive Dodge)

RESUILT

¢ 16 or less: a tumble, The Inspired is impaled on a
branch. He immediately suffers 25 HP of damage
and must succeed on five STA + Climb rolls against



DIF 16 in order to remain still while the branch
moves out of the way (for each failure, the Inspi
red suffers an additional 5 HP of damage).

+ 17 to 25: a failure. The Inspired is obliged to go back
down. The thorns wound him for 3 HP of damage.

# 26 or more: the Inspired reaches the third floor;
he n|1|_'|.' loses 2 HP,

A Black fey can easily fly to the third floor, It will
ruqm:u c.nnlv two rounds burt she will have to roll STA

Athletics against DIF 15 to flap her wings long
enough. On a failure, the black fey will have to suc
ceed on an AGE = Dodge + 5 roll in order to enter
the tower through the closest window while avoiding
the branches (use the rable above for the resulr).

THE GHOSTS

These creatures do not really exist. They are
slightly transparent and luminous, and they will not
speak. They wander the Tower as If they were alive
{mages are studying Invisible books, Tern Fool is set-
ting imaginary Traps. eic.).

Their appearance is based on Minuetto’s memo-
ries of themy;

Irik Convirsa [oobs fibe a smiling old man. He
is completely white: white robe, beard and hair.

Vernashope appears to be Modehan, He has
long dark hair, tanned skin and wide brown eyes. He
seems thoughtful and precccupied.

Jurangon is to be a handsome forty-year-old
man. He wears ostentatious court clothes. He seems
to be warried. for he is constantly looking around.

Draedonius’ ghost is somber and tortured. Older
than the others, he wenrs a long black robe. His smile
Is cruel.

A Fighting the Ghosts

The five ghosts, the tour mages and Tern Fool,wan
der the three floors. There is always at least one ghost
with Minuetro on the third Aoor,

The ghosts automatically attack whoever enters the
same room they are in. There is no way to hide from
them, except for Tern Fool's spell. Then only, on a suc
cessful AGI - Stealth roll against DIF 15 (one roll per
Inspired and ghost) can someone avoid being sported.

OF course, the ghosts are not the only danger in the
lower. The ||1-:|1|n:*[|| will have o avoid the branches each
round. Moreover. they will have o find their way up
to the third floor (PER + Hunr against DIF 15),

Reaching the third Hoor requires four rounds: one
to cross the first floor (an empty wrecked room)
ane to climb up to the second floor, another to cross
the second foor (an old library), and one last round
to reach the top floor (Irik’s room).

FIGHTING GHOSTS: TECHNICAL

CONSIDERATIONS

The ghosts do not have true attributes (except
SIZ 0 for the mages and SIZ -1 for Tern Fool).

Each combat round, they will seem 1o be casting
complex spells {and their invisible Dancers will radiate
many sparks), but their only attack Is a powerful
electric shock. Their attack base is 15 and the damage
caused is 1d10 + SM (or 2d10 + 5 + SM if the target
is wearing metal armor),

Their defense base is 15, but the only way to dis-
pel them I8 edther 10 cause 20 points of magical
damage in one spell, or 20 points of physical damage
in one blow.

Minuetto will be immedistely aware of the “death”
of one of his ghosts. [t will begin o Dance in order
to replace It (the spell takes 15 minutes to cast).

CAPTURING MINUETTO

The Dancer is not reticent. It can be easily caprured
by any member of the Troupe (DIF 12). The true dif
ficulty is to face at the same time the tree and the
ghosts. Once Minuetto is captured, the ghosts will
stop attacking the intruders and will return to wan
dering the tower. However, the branches will not stop.

If Laliana is present, and it the Inspired have explai
ned Minuerto’s story to her. she will attempt ro alrer
the Dancer’s memory. She will perform a slow
requiern on her cittern. to soothe the souls of the
dead. The Nigrescent thorn in its heart will then
slowly sprout out of the Dancer’s body. Hopefully,
an Inspired will help Minuetro extractic The wound
will exude black blood tor a moment.

Minuetio has lost the Memory of Souls but it has
recovered its will and its good remper. 1t will begin
to dance jovhully. 1rs Memory is halved, but Minuetto
remains an exceptional Dancer

It one of the Inspired is an Artuned of the cittern,
he could assist Laliana in performing her opus more
effectively. In this case, Minuetto would only lose 10
Memory points,




Finale

The Troupe opened many doors during this Drama.
How will they close them?

MINUETTO

If the Dancer is not healed, its curse will continue.
Hopefully. an Inspired will end the malediction
someday

MALARMEL

The Censor needs a culprit in order to save face.
Though the Troupe will investigate this atfair more
quickly than he, they will have to account for their
discoveries eventually. Moreover, Malarmel wants
to take care of Tern Fool and Laliana. Tern is partly
responsible for the death of a mage, and Laliana is
a non-registered mage. Depending on Malarmel’s
discoveries and the characters’ explanations, these
situations may be resolved with minimal fuss... or not

TerN FoOL

He is willing to rake some responsibility for Jurangon’s
death. The Inspired could be his intermediaries with
the Censor. The situation could be resolved to Malar
mel’s satisfaction by barring him from practicing Ascen
dancy for a couple of months. Tern Fool would have to
hire some apprentices to help him stay in business...

FANDOR Dim

If the Inspired promised money or offered their ser-
vices, the thief-prince will soon ask for his payment.
Laliana could surely contribure, for she possesses
large amounts of money hidden in Lorgol.

Mareover, Fandor Dim could help (illegally. of course)
Tern Fool and Laliana escape Malarmel's clurches.

SLAKENT

The Obscurantist cannot believe thar the Inspired
would break their deal, even though he planned to
betray them from the beginning. If the Troupe decides
to keep the Dancer, Slakent will become one of their
mightiest enemies,

If Laliana has become their ally, Slakent will give
her away to Malarmel and will try to convince the
Censor that the Inspired are accessories.

On the other hand, if the Inspired are honest and

| if they stay on good terms, Slakent could use his

influence on the local dean to help Laliana enter the
Order.

LALIANA

The Concordist will, depending on her situarion,
either leave Lorgol to fight other Urgamish Brothe
rhoods, or stay in town to finish her magic trai
ning. She will never forget the debr she owes the
Inspired.

If Marcus One-5Shot has fled. she will pursue him
She will nor ask Slakent to rectify her situation with
the Cipher-sorcerer. She is nor afraid of being a
renegade.

THE BROTHERHOOD OF SENSE

The Brotherhood has been usurped by many agents
of the Masque; this is a good way to incorporate
corrupt Concordists, such as Egon Scampa into the
Drama (see The Gray Papers).

This group still has many humans and seasonlings
who are truly devored o the destruction of works
of art. The struggle against this sect can become a long
and arduous campaign.




INSPIRATION ALLOTMENT

Each of the following deeds earns two IP for each Inspired (only one IP if the character would
not have succeeded without help):

- Understanding Draedonius’ death (connecting it to Jurangon’s and Yernashope’s deaths)
— Freeing Laliana from the Rots cavern

— Dismantling the local Brotherhood of Sense

- Capturing Mj;meua in Phalaen Tower

- Finding a way to release the Dancer from his despalr.

Each of the following deeds earns one 1P for each member of the Troupe:
- Killing Marcus One-Shot

— Assisting Malarmel in his investigation

- Resolving Lalianas situation with the Cipher-sorcerer

- Resolving Tern Fools situation with the Cipher-sorcerer

- Returning Minuetto wo Slakent

Subtract one point from this total for each major NPC (Slakent, Tern Fool, Laliana or Fandor
Dim) who has good reasons to hold a grudge against the Inspired at the end of the Drama.

Depending on individual performance (ideas, role-playing. etc.). you can award one or two
additional 1P -







Ascendancy

OBEDIENCE RANGE DURATION ORIGIN

1: Jarnist C: Contact Ins.: Instantaneous RE: Rulebook

E: Eclispsist P: Proximity Per.: Fermanent G1: Grimoire, velume 1
O: Obscurantist S: Line of Fi}‘.ht

I: Individual
Sp: Special

SPELL NAME OBEDIENCE THRESHOLD  RANGE DURATION DANCE ORIGIN
A thousand splinters J 0 50y Per I round Gl
Accursed noise E 20 Sp. Per. | hour Gl
Acid rain o 20 5 Ins. I round RB
Acid spit O 1] | Sp. 5 rounds Gl
Affliction of the Dancer o 15 5 5mn 4 rounds RB
Aura | 1 I 15 mn | round Gl
Benediction 1 10 & Sp. 5 rounds Gl
Blind puppet E 25 5 I year 1 day Gl
Blinding E 0 5 5 rounds 2 rounds Gl
Blow-pipe b 15 Wy Ins. 1 round RB
Blurred sight E 10 5 I mn | round RB
Body purification [ 15 sp Ins. I mn RB
Bolt ; 10 C | day 2 mn RE
Branding a Dancer J 15 G Ins. 10 mn RB
Burning sphere O 20 My Ins & rounds RB
Burns (& 10 c Ins, 2 rounds Gl
Cause pain o 15 P 5 rounds | round RB
Cheap stuff I 10 5 I hour 5 rounds Gl
Chimera I 20 Sp. 1 week & hours Gl
Clairvoyance 1 20 Sp Sp. sp. RB
Cloud of vermin o 10 20 v. Per. 3 rounds Gl
Concealment 0 20 P 5 mn 3 rounds RB
Create familiar E 25 C Per. & hours Gl
Creare familiar i 20 C Per, i hours Gl

Create familiar Q 20 C Per; I day Gl




o4
SPELL NAME OBEDIENCE THRESHOLD  RANGE DURATION DANCE ORIGIN
Critical blow 0 20 5 Ins. 5 rounds Gl
Dancer consolation | o C Ins. | mn RE
Dancer curse Q 20 Sp. | hour I5 rounds Gl
Darkness & 10 50y. 5mn 10 rounds Gl
Demonic assistance Q 15 5 | hour 10 rounds Gl
Destroy demon 1 25 5 15 rounds 5 rounds Gl
Destroy the spirit 0 20 5 Per. | mn Gl
Discern the flame J 15 5 1 hour 5 rounds RE
Distort appearence E 15 Lor C I hour 5 mn RB
Eavesdropping walls o 15 Sp | hour Smn RE
Eclipsist resurrection E 25 C Per. I mn Gl
Enchanted projectile E 20 Wy  Ins 2 rounds RE
Exacerbate emotion 0 20 i 10 mn 3 rounds RB
Excruciating pain 0 25 5 Ins. 2 rounds Gl
False bridge E 20 5 5rounds 5 rounds Gl
False coins E 10 C 10 mn 3 rounds Gl
False death F o | Sp. | round Gl
False trail E 10 Sp 1 hour | hour RB
Fantastic harvest 1 15 5p. 1 season | hour Gl
Fertility 1 20 5 Sp. 10 mn Gl
Fiery breath Q 15 P Ins. I round REB
Fiery rouch 0 1] C Ins. 1 round RB
Food 1 15 C Per. I'mn Gl
Friendship J 15 5 15 mn 5 rounds Gl
Full illusion £ 20 9y. 1 hour I mn RB
Ghost mount E 15 P | hour 10 rounds Gl
Gigantism J 15 5 | hour 15 rounds Gl
Goodbye 0 20 I Ins. I round Gl
Grand masrer E 15 [ S5p. I mn Gl
Grow plant J 20 C Per. 15 rounds Gl
Gush of fAames ) 15 Sp. Ins. 5 rounds Gl
Hatred Q0 15 5 I hour I mn Gl
fce shards E 15 Sp- Ins. 2 rounds Gl
Nusory echo E Ty 0y 2 rounds 5 rounds RB
Husory reflection F 15 5 | mn 2 rounds RB
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SPELL NAME OBEDIENCE THRESHOLD  RANGE  DURATION DANCE ORIGIN
Impression of truth J 10 [ 5 mn 3 rounds RB
Increased vigor E 10 [ 30 mn 2 rounds RB
Instill dread (8] 15 5 10 mn I round RB
Instill fear Q0 15 P 10 mn | round RB
Invisibiliry I 20 lorC 10 mn 6 rounds RB
Invisible arm ] 15 5 5 mn 5 rounds RB
lornist resurrection J 25 C Per. 1 hour Gl
Jump 3 10 I S5rounds | round RB
Lightning E 20 100y. Ins 5 rounds Gl
Love E 20 S | day 1 mn Gl
Luminous halo E 10 5 | hour 5 rounds RB
Mad puppet Q 25 5p. 5p. I day Gl
Madness E 20 S I day 1 mn Gl
Magic alarm E 15 Sp I week 30 mn RB
Magic shield I 15 [ 5 rounds 1 round RB
Magical prison E 25 5p. | hour 2 rounds Gl
Major healing J 20 C Ins. 5 mn RB
Major pain o 15 5 Ins. 2 rounds Gl
Mental slavery 0 20 S5p. I day | hour Gl
Mind reading E 15 5 | round | round Gl
Minor healing ) 15 C Ins. 2 rounds RB
Minor pain o 10 5 5 rounds | round Gl
Matural enchantment ] 20 | | day 1 hour Gl
Moise E o iy p 1 round Gl
Object E 15 10y, 15 mn 1 round Gl
Obscurantist resurrection 0 25 c Sp. | round Gl
Opening E 15 C Ins. 3 rounds RE
Own shield 0 15 [ 2 mn | round RB
Fatches of darkness o 25 C Sp. 5 mn Gl
Penerrate obscurity O 10 [ 1 hour 1 round RB
Perfect connivance - 20 Sp. Ins. 5 rounds Gl
Perfect healing I 25 C Per. 5 rounds Gl
Fhoenix E 25 5 Ins. 10 rounds Gl
Play of darkness O 0 P 5 mn 2 rounds RB
Play of light E 10 Wy, S5mn | round RB
Portal 0 25 | Ins. 1 hour RB




SPELL NAME DURATION DANCE ORIGIN
Potency Q 15 | 15 mn 2 rounds RA
Prince E 20 | Sp. | min Gl
Protective aura I 25 | I mn 2 rounds RB
Pyrokinesthesia Q 20 0y Ins 2 rounds RE
Reduction O 15 i I hour 15 rounds Gl
Refuge Q 25 | Ins. I mn RE
Repel a damned I 20 5 | hour 5 rounds RB
Repel a demon 1 20 5 I mn | round Gl
Repulse life o 15 5 I mn I round Gl
Resist extreme temperatures | 15 I 10 mn I mn RE
Sanctification J 25 P 4 days 1 hour RE
Sculpting O 25 C Per 1 hour Gl
See through a wall E 10 C I mn I round RB
Shadows of the damned 0 15 S Per | day Gl
Shield of sparks | 15 C 15 rounds 2 rounds Gl
Sleep : 20 ( 1 hour 2 mn RB
Soothe curse J 25 S Per. 1 hour Gl
Speak to animals J 10 5p I mn 3 rounds Gl
Speak with plants ) 15 5 10 mn 10 mn Gl
Sphere of silence J 20 I 2 mn 2 mn RE
Spontaneous combution E 25 C Ins. 3 rounds Gl
Steal Life 0 25 Sp. Per. | round Gl
Strike blind QO 10 5 | day | round RB
Summon mount 1 10 Sp Ins. 5 rounds Gl
Surge of terror 0 25 5 I hour 10 rounds RB
The eight steps of the spider  E 15 | 30 mn 2 rounds RE
Thunder and lightning I 25 I'mile | hour 15 mn Gl
True illusion f 20 5 30 mn 2 mn RE
Truth 1 20 P 5mn | mn RB
Vigor I 1 | 30 mn 2 rounds NG
Water J 10 C Fer, | mn Gl
Wholesome sustenance ! 4] C 5 mn 3 rounds RB
Zone of silence I 15 5 5mn 2 rounds RB



THE MAGICAL ARTS

June

INSTRUMENT C: Cittern D: Drum

H: Harp F: Flute V: Viol

OPUS NAME INSTR. THRESHOLD  RANGE DURATION  MEASURE  ORIGIN
Allure H 20 S5p. 30 mn 5 rounds kB
Alter memaory C 20 P | day 1 mn RB
Animal control v 20 P 5mn | mn Gl
Animal language v 15 P | mn 5 rounds Gl
Animal sight v 10 P S5mn 5 rounds Gl
Appedsement H 10 5p. | hour ? rounds RB
Ban I 15 P I day I mn RB
Banish phabia H 20 F Per. 1 hour Gl
Benedicrion H 15 C 1 week 5 mn RB
Berserk D 10 5 Sp. 1 round RB
Chaotic behavior (] 15 P 5 mn 4 rounds RB
Comfort H 15 P Per. 1 mn Gl
Command friendship H 25 P Sp. 10 rounds Gl
Complete amnesia C 25 F Per. 5 rounds Gl
Countermand F 15 S Ins. 1 round Gl
Defeatism D 15 5 10 mn 3 rounds Gl
Dementia D 15 F 10 mn 5 rounds RB
Disruprion D 10 11 sp. 1 round Gl
Dissension I 15 5 | hour | mn Gl
Emotion discharge F 10 P 10 mn 3 rounds RB
Enchanred forest v 25 5p. Per ! hours Gl
Escape death H 25 C Sp. 5 rounds Gl
Farandole F 25 5p. Sp. 5p. Gl
Fascination F 15 r | hour I round RE
Foolhardiness D 20 5 Sp. 5 rounds Gl
Game of seasons vV o 0y I week 0 mn REB
Grasping roots v U] 50 y. I mn 2 rounds RB




SPELL NAME INSTR. THRESHOLD  RANGE DURATION  MEASURE ORIGIN
Halt-Sap v 25 I Per. 7 hours Gl
Heal the spirit C 25 P Per. 1 hour Gl
Horror C 20 P 5 rounds 5 rounds Gl
Hypnotism I 20 P | hour 5 rounds RB
Musion of gigantism C 15 5 | mn 5 rounds al
Mlusory sensory deprivation C 20 5 | day 2 mn Gl
Inner beaury H 10 P | day 2 rounds RB
Kindred spirit H 15 P 10 mn 2 rounds RB
Leader D 20 5p. 30 mn | mn RB
Mental assaul C 25 P Ins. 1 round RB
Musical mortion o 25 Sp. 5p. I mn Gl
Order I 10 P I round | round RE
Owvercome fear B 10 1 30 mn 2 rounds RB
Pain F 25 50y.  Ins, 2 rounds Gl
Faranoia F 20 S I week 15 rounds Gl
Flant hostility V 15 25y. 1 round | round REB
Plant wall v 20 Sp. 2 hours 2 rounds Gl
Frison of plants v 15 Sp. I hour 3 rounds RB
Protect the mind C 15 I I week 5mn Gl
Quickening (8] 20 S | round 2 rounds Gl
Recall memory C 15 P | round I round RB
Restless F 20 P | day I mn Gl
Rule nature v 25 5 15 mn 5 rounds RB
Silence F 15 5 15 rounds | round Gl
Sound explosion D 15 50y, Ins 2 rounds Gl
Spirit mirror C 10 5 Ins. | round Gl
Stuttering, F 10 P I mn 2 rounds Gl
Sylvan haven v 10 I I day 10 rounds Gl
Temper alteration C 10 P 1 hour 5 rounds RB
The big sleep D 25 P 5 rounds 5 rounds Gl
The greatest goodness H 20 P 5p. 5 rounds Gl
The greatest sin 2 15 o Ins. 5 rounds Gl

Thought transference C 15 5 5 mn | round RB




SPELL NAME INSTR. THRESHOLD  RANGE DURATION MEASURE  ORIGIN
True lies H 15 P Ins. 2 rounds Gl
Uncanny luck H 20 1 5p. 5 rounds Gl
Un-influence H 15 5 5p. Sp. Gl
Vegetal resurrection v 20 C Per. 5 mn Gl
Weapon aversion D 15 5 I mn 2 rounds Gl
Well-being H 20 P I hour 3 rounds Gl

SHAPE

Acva of offect

AERA OF EFFECT

U: Unlimired M: Medium-sized object = Elder Art opus

S: Small object L: Large object
OPUS NAME THRESHOLD AERA OF EFFECT DURATION  MODELING ORIGIN
Alter condirion 10 M I day S5mn RB
Alrer state of matter 15 S | mn 4 rounds RE
Animate statue 20 M I mn 5 rounds Gl
Close lock 15 Sp. Ins, 2 rounds Gl
Command marter 20 M 5p. I mn Gl
Crack lock 15 S Ins. I round RB
Decay 20 M Ins. I mn REB
Enchant from the Shard® 25 Sp. Sp. Sp. G
Hide matter I5 M 30 mn I mn Gl
Liquefy matter 20 M 10 mn I mn Gl
Marter cohesion 10 5 | hour 5 rounds RB
Marter memory 20 M Ins. I mn RB
Mind link 25 | Sp. | month Gl
Maodify marter 20 M I hour I mn RE
One with matter 25 [ | hour I round RB
Ferceive enchantments 10 M Ins. I mn Gl

round RE

Remodel 10 5 Ins.
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QPUS NAME THRESHOLD AERA OF EFFECT DURATION MODELING ORIGIN
|it‘}'l|ll.'.1 10 5 Ins. | hour RB
Sharpen a blade 10 M | hour 2 rounds RE
Shrink marter |5 M 5 mn 5 rounds Gl
Weakness 10 U Ins. I hour RB

VISTA

Season

Spr.: Spring
Su.: Summer
F: Fall

W: Winter

SPELL NAME SEASON THRESHOLD  RANGE DURATION  SKETCH ORIGIN
Addiction F 15 ( 30 days 2 rounds Gl
Avalanche W 20 5 Ins. 5 rounds Gl
Bad wound F 20 | & 5p. ? rounds Gl
Bitter cold W 15 Wy, 1 hour | hour RE
Blinding light Su, 10 5 5 rounds 5 rounds RB
Carpet of leaves F ] C Per, 3 rounds Gl
Chaotic vegetation Spr. 20 Sp. 0 mn 5 rounds RB
Chill w 15 P Ins. 5 rounds Gl
Clouds F 10 Sp. | hour | mn Gl
Create spring Spr. 20 ( FPer. 5 rounds Gl
Cure a wound Spr 10 C Per. 3 rounds RB
Decay ; 15 C Per, 3 rounds RB
Drought Su, 15 C Ins, | hour Gl
Ensure offspring Spr 10 C Sp. I mn Gl
Extend life Su. 15 C I hour 2 rounds RB

Extend spring Spr 20 S5p. I day I hour Gl




R o
SPELL NAME SEASON THRESHOLD  RAMNGE DURATION SKETCH ORIGIN
Extend summer Su 20 5p. | day I hour Gl
Extend winter W 20 Sp | day | hour Gl
Feel the Fall F 20 5 Ins. 5 rounds Gl
Ferriliry Spr. 10 Sp. | day I round RE
Flood Spr. 25 5 Ins. | mn Gl
Foliage Spr. 25 5 Ins. | hour Ol
Freeze W 25 C Ins. 3 rounds Gl
Friend of the day Su 15 I Sp 10 mn Gl
Golden serenity F 15 50y & hours | mn Gl
Hailstorm F 25 2 miles 15 mn 5 rounds Gl
Heat Sl 15 20 y. | hour 1 round RE
Ice missile W 15 5 Ins. | round B
lce tornado W 25 3 miles | hour I mn Gl
lgnition Sui. 20 5 Ins. I rouind RB
Imbue with light Su. [i] C | hour | round Gl
Last stand I 15 50y & hours I mn Gl
Lightning strike Su 25 5 Ins. 5 rounds Gl
Marurity Su 20 C Per. | mn Gl
Miraculous growth Spr 25 C Ins. | day Gl
Numb a limb W 20 C Ins. | round Gl
Plant death W 10 C Per. 1 round RB
Rain Spr o sp. | hour 1 mn Gl
Severe asthma W 15 C 1 day 5 rounds Gl
SHOwW W 10 Sp. | hour 1 mn Gl
Storm S 10 5p. 5 mn | mn Gl
Sun spell Spr. 20 Sp. | hour I mn RB
Sunstroke Su. 15 5 Ins. 2 rounds Gl
Thorn swarm Spr. 20 20y. Ins. 2 rounds Gl
Toxin F 15 C Per. 1 round RB
Veil of autumn F 20 [ | hour 2 rounds RB
Weep for the Lady I 25 P 15 mn 5 rounds Gl
Winter armor W 20 | 10 mn 2 rounds RE
Withering I 10 C Per. Sp. REB
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SCANSION

OPUS NAME THRESHOLD AERA OF EFFECT DURATION  WORD ORIGIN
Aging 20 C Ins. 5 mn RB
Backerack 25 | sp. 2 rounds Gl
Bad omen 15 P Ins. i rounds Gl
Dead language 10 [ | day I mn Gl
Erosion 10 5 Ins. | mn RB
Fast healing 15 C Ins. 2 ronds RB
| shan't be there 20 [ Ins, 1 mn Gl
Perceive the past 20 Sp. Sp. I hour RE
Premonition 15 Sp. Sp. 20 mn RE
Prophecy 15 5p. 5p. | hour RE
Psychometrics 15 C Sp. 3 rounds RE
sense danger 10 | | mn 2 rounds Gl
Skin-deep aging 20 5 Per 1 mn Gl
Step ahead 15 I 5 mn | round RE
Time slip 25 | | hour 5 rounds RE
Time stasis 15 5 I mn 2 rounds Gl

Visual disturbance 15 B | round | round Gl




THE SECRET ARTS

Cantos

OPUS NAME THRESHOLD AERA OF EFFECT DURATION BREATH ORIGIN
Caprtivating aria 10 10 y. 5p | round Gl
Epic lay i P | hour 4 rounds Gl
Healing hymn 15 C Ins. I mn Gl
Lullaby 15 10y, 15 mn 2 rounds Gl
Perfect beauty 20 10 y. 30 mn 5 rounds Gl
Sensory awakening 10 F 5 mn 2 rounds Gl
Soprane blindness 15 10 y. 5 mn 2 rounds Gl
Soprane deafness 10 0y 5 mn I round Gl
Tone blind 0 0y 5 mn 3 rounds Gl

Tone deal 15 10 y. 5 mn 2 rounds Gl




Orchestra

OPUS NAME INSTR. THRESHOLD  RANGE DURATION  MEASURE  ORIGIN
Bestial fury D/ 10,/20 5 5 mn | round Gl
Bliss H/F 20/15 P | hour | round Gl
Collective amnesia C 30 Domain  Ins. 30 mn Gl
Deep-rooted grudges D/C 10/20 P 10 mn 3 rounds Gl
Harmony H/Y/F/C 25/20/15/15  Domain | month 310 mn Gl
Legitimate authority H 30 Domain 10 days 30 mn Gl
Lunacy F/D 15/15 S Per. 3 rounds Gl
Military disorganization | 25 5 5p. 5 mn Gl
Nature's bounry v 10 Domain | month 30 mn Gl
Safe conduct H/D/V 15/10/15 P 1 day 30 mn Gl
Voluble nostalgia F/C 15/15 P 10 mn 2 rounds Gl

War frenzy D 25 5 5 mn 10 mn Gl




RULEBOOK

An epic role-playing game in the Twilight Realms

GAMEMASTER SCREEN
+ MAP OF THE TWILIGHT
REALMS

A four-panel screen
and a beauriful, full-color, map of Harmundia.




A ready-to-play Drama for a Troupe of four to six Inspired.
With the coming of winter, all doors and shurters in Gloomwind
are locked right. The inhabitants live alone with their fear,
as their baron suffers from his curse. The pall of dearh has fallen
upon the Barony of Melif once again...

As the Troupe goes to the assistance of the Baron of Melif, the
Inspired attract the attention of unexpected enemies. War is ar
their gates. The Legions of the Seasons begin to confront one

another openly,

and to target the members of the Troupe.
What did the Inspired do?
Are |h:~_y victims of someone’s sinister machinarions?
Or of destiny irself?

THE GRAY PAPERS

From the Lightning-Dragon Crest to Abhorrent Peaks,

this sourcebook present ten ready-to-play Domains.
Here, the Inspired will discover new manifestations of the Masque...
and a glimmer of hope.

This sourcebook also cover Domain creation and management
rules, and a big scenario in which the Inspired will visit three
different Domains.

THE B;SHARY (JANUARY ‘02)

This sourcebook presents the fauna and the flora of Harmundia,
the ereatures thar inspire fear and wonder in rthe Twilight Realy
Animals, plants, Prodigies and other unknown servanrs of the

Masque are derailed here,

This sourcebook alse contains animal training and plant lore
rules, as well as new ready-to-play archetypes and a long scen
that will lead the Troupe
on the tracks of the Phoenix in the Desert of Keshe,




Che Grimoire
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The Muses are the creators of Harmundia, Since the dawn of time,
Concordists have paid homage to them with their opuses. But today the
Concordists are few in number.

Most mages do not concern themselves with the Magical Arts of Tune,
Scansion, Shape or Vista. Instead they use the sparks of their Dancers to
develop powerful spells.

But the Enemy draws near, and neither the Cipher-sorcerer order, nor
the Concordists are able to deal with the threat alone. The Arts have
been tainted and the order is corrupted!

There is only one hope...

It is time for you to rediscover the Arts of Magic.

he Grimoire Volume 1 contains all the knowledge necessary to complete
I a player’s understanding of Ciphered Mages and Concordists, as well as
additional information for the Eminence Grise revealing the most power-

ful secrets of Harmundia, including the Square and the Cipher-sorcerer.

This sourcebook will disclose the technigues of the most potent mages, numerous new
spells and opuses, the fundamentals of the devastating practice of Choreography, the
methods of artifact creation, and other arcane mysteries reserved exclusively for the
most experienced players,

The Grimoire also describes numerous new assets and faults, and includes
“Requiem for a Dead Mage”, a lengthy drama set in Lorgol.

www.multisim.com . Price : 2095 % s @
www.agone- com nm :anl . - Eﬁ =
g rps- ISEMN = 2-84476-097-X



