







































































































































































































































































































































































































































































































































	Front cover
	Table of contents
	Chapter 1: Introduction
	Chapter 2: Rune Technology
	Chapter 3: Factions of Everstone
	Chapter 4: Sky-Holds
	Chapter 5: Character Creation
	Chapter 6: Races of Everstone
	Everstonian
	Fey
	Gavown
	Golem
	Ka'taan
	O'grom

	Chapter 7: Character Classes
	Class Advancement Table
	Border Marshal
	Lore Hunter
	Moon Magi
	Shadow Magi
	Sorcerer
	Stormguard
	Sun Magi
	Templar
	Trader
	War Golem

	Chapter 8: Skills
	Master Skill List
	Balance (DEX)
	Bluff (CHA)
	Climb (STR)
	Concentration (CON)
	Craft (INT)
	Decipher Script (INT)
	Diplomacy (CHA)
	Disable Device (INT)
	Disguise (CHA)
	Escape Artist (DEX)
	Forgery (INT)
	Gamble (WIS)
	Gather Information (CHA)
	Handle Animal (CHA)
	Heal (WIS)
	Hide (DEX)
	Intimidation (CHA)
	Jump (STR)
	Knowledge (INT)
	Listen (WIS)
	Move Silently (DEX)
	Navigate (INT)
	Open Locks (DEX)
	Perform (CHA)
	Pilot (DEX)
	Poisons (INT)
	Profession
	Repair (INT)
	Ride (DEX)
	Rune Device (WIS)
	Search (INT)
	Seduction (CHA)
	Sense Motive (WIS)
	Sleight of Hand (DEX)
	Speak Language (INT)
	Spellcraft (INT)
	Spot (WIS)
	Survival (WIS)
	Swim (STR)
	Tumble (DEX)
	Use Rope (DEX)

	Chapter 9: Equipment
	Table: Common Weapons Throughout Everstone
	Sidebar: Attack Qualities
	Trade and Commerce
	Breaking Objects
	Mundane Equipment
	Rune Equipment
	Melee Weapons
	Ranged Weapons
	Armor
	Rune Strings
	Flesh Runes
	Magic Items

	Chapter 10: Rules
	Taking Action
	Saving Throws
	Combat
	Initiative
	Base Attack Bonus
	Attacking
	Unarmed Attacks
	Defending
	Table: Combat Modifiers
	Movement in Combat

	Special Combat Situations
	Called Attack
	Concealment & Cover
	Extra Aim
	Grappling
	Size
	Striking to Incapacitate
	Total Attack
	Total Defense
	Two Weapons

	Damage and Injury
	Glossary of Conditions
	Other Hazards
	Magic

	Chapter 11: Rune Vehicles
	Chapter 12: Everstone Valley
	The Black Hills
	Cinder
	Crimson Valley
	Elbe Lake
	Forest of Giants
	Green Fields
	Harbor
	Maple Top Forest
	Mosstone
	New Cartonia
	Port Abyss
	Silk Wood
	South Harbor
	The Spire Mountains
	Stone Hold
	Tanglevine Forest
	Telegrona
	Valley of Black Orchids
	Other Locations of Interest

	Chapter 13: Game Master Section
	Chapter 14: Appendix
	Index
	Character Sheet
	Class Attribute tables
	Back cover

