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Foreword

Welcome to Empyrean—a world of boundless possibility, endless adventure, and fathomless depth.
But more than all that, Empyrean is your world. You are about to embark on an adventure of creation and
re-creation. More than simply exploring and overcoming challe nges, you will build the world itself as you
journey, creating your own Empyrean from the ashes of the past. Your Empyrean will be a unique
creation that you and your friends piece together.

Building Empyrean will require tough choices—not all problems are dragons to be slain. Some of
these choices will require sacrifice. Some will force you to decide between two evils. Some will require
you to go against your beliefs and convictions. Each will change you, such that your character will be as
much a result of the world as the world is a result of you. Such is Becoming.

Thank you for taking the opportunity to explore this mystical world of Empyrean—a world drawn
from the dreams of you and your closest friends. I hope it affords you many hours of memorable
adventure and epic conflict.

D. Brad Talton Jr.

Mystic Empyrean © 2011 by D. Brad Talton Jr. Mystic Empyrean, the Mystic Empyrean logo, characters,
designs, and illustrations are all trademarks of Level 99 Games. Mystic Empyrean, this book, and all
information, illustrations, and rules therein are property of D. Brad Talton Jr. and Level 99 Games, and
are not to be reproduced in whole or in part without express written consent. Planning sheets included in
this game book may be reproduced solely for personal use.
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Empyrean

“For a thousand years I've watched the mist ebb
away the foundations of Empyrean. You are not
the first with hubris enough to believe you could
undo the mistakes of the past, and I do not
imagine that you shall be the last.”

— Kulbaht, Keeper of Records

Empyrean is a shattered world. Nearly one
thousand years ago, Grand Cornerstone, the root of
the world, was destroyed in a terrible cataclysm.
Some say it was war between Eidolons. Others
believe it was unrest amongst the spirits of Anima.
Others still imagine that the Aether crept in through
some tear in the fabric of reality, and began to
devour everything.

The mist of Aether spread over the whole world,
unraveling and consuming reality, until only an
endless desert of blank, white infinity remained in
its wake. Now, only a few tiny islands of existence
remain in a sea of oblivion. These last few
remaining realms are the final bastions of
civilization and life. They too will soon fall, unless
something is done to repair the ravages done to
Grand Cornerstone.

Eidolons

“You've heard of the Eidolons, yes? The ones who
wear their souls as a skin? That is their strength,
that they bear their hearts wide to the world, and
drink in its experiences, and make from those
their own power.”

The Eidolons are the children of Anima, the
inheritors of the world, and its protectors and
servants as well. These immortal forces of nature are
pure life energy given form and will, and live only
according to their own goals and ideals.

The heart of an Eidolon is the core of his being.
A stone of crystallized Anima just a little larger than
a closed fist, the heart sustains the Eidolon, such
that he needs neither food nor air nor sleep. An
Eidolon’s entire body is a construct of Anima that
flows out from his heart, and the heart is capable of
rebuilding the body. Thus, Eidolons can survive any
physical wound or injury, so long as their hearts
remain intact.

Eidolons also have a powerful and innate
connection to the world around them. Only
Eidolons are able to rebuild Grand Cornerstone by
returning its lost shards. Only Eidolons are able to
see and speak to the Great Spirits of the world. Only
Eidolons have the power to reshape the lands
according to their wills.

Within Empyrean, these beings are regarded
with respect, both among their own kind and among
the other races of the world. Even the weakest and
youngest of their kind are capable and powerful
beyond measure, and their requests and wills are not

to be taken 1ight1y or denied outright.

An Eidolon’s heart is formed by certain traits,
called Persona Traits, that grant him powers linked
to his desires and deeds. An Eidolon who possesses
deep curiosity is able to open a third eye and see
many mysteries. One who is filled with envy can
repaint his flesh to look however he desires. One
with a cold, solitary heart can create ice and chill
with a touch or a breath. As he lives on and acquires
more traits, an Eidolon will acquire more and more
power and change his face many times. Only by
experiencing the breadth of emotion and deed - the
highest goods and darkest evils, the purest ideals and
most decadent pleasures — can an Eidolon unlock his
full potential and become what he must be in order
to rebuild the world.

An innate desire to restore the world rests
within all Eidolons. Perhaps it is put there by the
spirits of Anima, or perhaps it is a simple extension
of their personal connections to the world. No
matter what the case, every Eidolon wishes to see
Empyrean restored to its full glory. While all
Eidolons share in this desire, there are many
differing views on how it must be done. Eidolons
mark the lands they unlock with a tinge of their own
personalities, and thus, each rebuilds the world
according to his own image of a perfect Empyrean.
This great power is easily coveted, and there is much
dissent among the Eidolons over whose right it is to
rebuild Grand Cornerstone and reshape the world.

Most Eidolons are born as Nascent, the tribal
races that inhabit Empyrean, though this is not
always the case. Some are formed by the Great Spirits
in order to execute their bidding. Others are born
directly from the land, and instinctively know the
will of Grand Cornerstone in their hearts.
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“Until you discover your heart, you will not find
power in this world.”

— Fargan, Seeker of Balance

All of Empyrean is formed of Anima, the seven
base elements that combine and transform to make
up every possible substance, energy, and idea within
Empyrean. Eidolons are made of pure Anima, and
the Nascent and the lands of the world are formed of
the elements it combines to create. Anima can be
distilled and repurposed into magic, electricity, life
force, inspiration, and even abstract concepts like
ideas and time. There is nothing that cannot be
forged or formed from this pure source of raw,
creative power.

However, very little of the Anima in the world
is free and usable in this way. Cornerstones and
Grand Cornerstone, by extension, are formed of
pure, crystallized Anima, as is the heart of an
Eidolon. Anima Pearls, the crystallized fragments of
Persona Traits that have been outgrown and
discarded by Eidolons, are the most common source
of pure Anima in the world.

In the hands of an Eidolon, Anima is an
unimaginable power. It gives the Eidolon the ability
to act with incredible force and presence, to twist
fate and reality in his favor, and to enjoy the boon of
immortal life.

In Old Empyrean, before the world was torn
apart, Eidolons could use Anima to create tools,
weapons, and powerful relics with a thought, as well
as to reshape the lands, summon mighty titans, and
communicate directly with the Great Spirits. These
mysteries are now lost - sealed away in the
memories of Grand Cornerstone - and waiting to be
found and mastered once more by those who
discover them.

Cornerstones

“In every reflection of the stone were worlds,
shadows of worlds that might be. Each with
history, peoples, dreams, and possibilities. Every
detail perfectly realized in the facets of the
crystal, existing only in that moment’s reflection
of the flickering light.”

Empyrean was once a united world, ruled in a
golden age of peace and prosperity. All of this was
made possible by the of Grand
Cornerstone — the root of the world - enshrined in
its sacred palace. Grand Cornerstone was a towering
obelisk of pure, crystalized Anima that sustained the
existence of the whole world by pouring its life-
giving energy into the earth.

When the Great Calamity shattered Grand
Cornerstone, sending its shards all across the world,
the Aether appeared, and began spreading quickly
across all the lands, burying even the shards of Grand
Cornerstone beneath the mist. These shards, called
Cornerstones, absorbed the vanishing lands, sealing
inside the different pieces of Empyrean that would
have otherwise been consumed by the mist. Realms,
me mories, and treasures of great power have all been
sealed away in these crystals, protected from the
scourge of Aether.

existence

There are typically three kinds of things that

might reside within a cornerstone.

Realms are the actual lands of Empyrean, that
were sealed away after the Great Calamity. When
such a cornerstone is unlocked, the crystallized
Anima within it surges forth and recreates the land
according to the pattern and me mories locked within
it. Individuals who have slept for nearly a
mille nnium are awoken to continue life as though
only a second has passed. Lost treasures and deadly
dungeons, as well as the wonders of the world are
recreated down to the slightest detail.

Paradigms are the secrets and wonders that once
filled Empyrean. Powers such as alchemy and
magic, as well as simpler ideas such as currency, and
the most powerful kinds of treasures known to the
world are amo ng those sealed within these
cornerstones. When a paradigm is unlocked and
restored to the world, then it becomes seamlessly
reintegrated into all the corners of Empyrean, and
the world gains more solidity and resistance against
the onset of Aether.

Empyrean
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Conceits are singular entities and secrets sealed
within Cornerstones. The secret to create matter
with a thought, to command the great Titans, or to
rearrange the realms according to an Eidolon’s will
are all contained within such stones. Even the
memories, weapons, and muystic arts of the great
heroes of Old Empyrean can be recovered as
Conceits. Unlike Paradigms, Conceits take root
within the heart of the Eidolon that unlocks them.
He gains more power, and makes his own heart a
vessel for the expansion of the world - more able to
defend and protect it from the forces which would
stand against the balance.

The Balance

“Grand Cornerstone was destroyed because we
forgot the Balance. I am responsible above all
others, and I shall not make the mistake again,
nor allow any Eidolon to do so in my place.”

— Lusse Mer, High Auditor

The elemental nature of Anima divides it into
seven major classes. Each of the elements of Anima
governs different ideas, aspects of living, actions,
technologies, and more. Every thing, person, place,
or idea in Empyrean is aligned with Anima in
different degrees. These alignments form the
foundation of natural order, called the Balance.

Eidolons, being creatures of pure Anima
themselves, each have their own Personal Balance,
while most animals, Nascent, and realms share a
collective World Balance.

Since Anima governs ideas and actions, the
World Balance (and the Personal Balance for
Eidolons) determines the potential for different
activities, sciences, and outcomes. In realms
saturated with fire, destruction and rage run deep. In
those filled with light, science and knowledge thrive.
Anima permeates everything in Empyrean, even
down to the minds and bodies of its inhabitants.
Nascent from a realm saturated with Stone will
have tougher skins and stockier builds, and may
even have rocks or jewels set into their bodies.
Those who live in Air-saturated realms might
develop wings and learn to fly, and have fragile,

ho llow bones like birds.

Animals that live under high Anima saturation
develop similar changes, adapting to reflect the
general look of their environment and to survive
whatever difficulties living there presents. Those
animals who are exposed to extremely high amounts
of Anima - such as from living near abandoned
relics of Old Empyrean, or from eating a
cornerstone - become Dire creatures. These
powerful beasts guard their homes jealously and are
sometimes worshipped as local spirits. Many are
manipulated directly by the great spirits that govern
them, giving them intelligence and cunning not
unlike that of an Eidolon.



Persona Traits

“Tomorrow, I will look in this mirror, at a
different man standing in my place. In that
moment, I will remember the man I was

yesterday, and rightfully call him a fool.”
— Lyons Who Slew Regret

Eidolons wear their souls as a skin, and the
desires and morals within their hearts manifest
outwardly in the form of Persona Traits. These
traits grant the Eidolon great power, but when they
grow too great, they may choke his heart, and grant
that power only at a heavy price. Traits begin as
telltale signs, gradually growing into complete
features that mark the Eidolon unmistakably with
the light or darkness that resides within his heart.

Despite their changing nature, Eidolons are
recognizable. They seem to retain the same facial
features and the same force of personality. Those
who know an Eidolon will recognize him, even after
several years of not having seen him. No matter
what his features, an Eidolon’s nature is clear - he
will not be mistaken for a Nascent, animal, or Great
Spirit.

Becoming

“I heard once that drinking the blood of my
enemies would make me strong. I don’t know if I
believed it even then, but I developed a taste for
blood all the same, on the off chance that it might

be true.”
— Alora, the Ashen Queen

Eidolons are not static creatures. Their outward
appearances reflect the virtues and vices of their
hearts, and they change constantly as they develop
new powers and personalities. The process of
changing appearances and powers is called

Becoming.

The first Becoming is often a violent and strange
occurrence — it is the one when a Nascent realizes
his potential and is transformed from a being bound
by Anima into a creature able to master and control
it. The Eidolon may look quite similar to or quite
different from the Nascent he was born from. He
still retains all of his memories and morals from
being a Nascent - in fact, it is the strength of these
convictions that likely sparked the transformation in
the first place.

As Eidolons grow, they develop more and
more traits, and continue to change. These
changes are much more gradual than the
change from Nascent to Eidolon, though they
may at times surprise or shock. Usually, when
an Eidolon develops a trait, he finds it useful or
empowering, rather than repulsive. After all,
his choices of word and deed are what brought
the trait on, and each persona trait accentuates
the potential for the personality that it grows
from.

Many Eidolons are careful of what they
say, do, and think, for they know that it will
determine what they ultimately become.
Others follow only their wills, determined to
become whatever their natures dictate.

Empyrean



Realms

“We are the heart of the world, the root of
creation! All this Empyrean is our right to
possess! It belongs to us, Eidolons, the children of
Anima!”

— Lord Gharl the Devourer

The world of Empyrean is loosely divided into
areas called Realms. Each of these realms has a
distinct climate, culture, natural life, and features.
They are filled with natural wonders, places of
power, and mysteries to be discovered by the curious
explorer.

The Realms of Empyrean are more than just
geographic areas, however. They are each like tiny
worlds, with their own conventions and
possibilities. One realm might possess space-age
technology, and its citizens will live among the stars
rather than on the earth. Another might be a
blistering desert that stretches infinitely on, no
matter how far one walks towards the horizon.

Yet another could be haunted by aberrant monsters
and unspeakable horrors caged up within it long ago.
Natural laws and potentialities such as magic, length
of days, and even chemistry and physics draw their
boundaries at the edges of the realms, and can work
completely different in disparate realms.

Each realm possesses a different balance of
Anima, and this balance determines the look of the
creatures there — especially the Nascent, as well as
what the weather, terrain, and natural wildlife in the
area are.

Despite that all the realms are connected, they
may not necessarily share technologies or cultures,
for reasons listed above. Just because one Nascent
race can move at the speed of light and live among
the stars does not mean that they can accomplish
these same feats beyond the borders of their realm.
However, unlocking paradigms from Old Empyrean
can spread the potential of technologies beyond
these borders.



The Nascent

“When the land awakens, it finds it has no voice,
no hands, no eyes, no dreams. To supply these, it
gives birth to the Nascent.”

— Kulbaht, Keeper of Records

Empyrean is not populated exclusively by the
Immortal Eidolons. The sentient creatures of
Empyrean are collectively called the Nascent, or
“newborns” by Eidolons. Compared to an Eidolon’s
immortality, the Nascent are littl more than
mayflies - here today and gone tomorrow. Like
Eidolons, the Nascent can take just about any form,
have any powers, and master any technology or art.
The Nascent, however, live in tribes. Their birth
and homeland determines the way they look and
what they are capable of, rather than their personal
decisions.

The Nascent outnumber Eidolons hundreds and
in some places thousands to one. Most villages of
Nascent have at least one Eidolon in residence -
usually living near enough to know and assist them
when necessary, but far enough not to attract too
much attention or become too involved with the m.

It is not certain where the Nascent come from -
certainly they can be born, just like animals can, but
they seem to appear in different varieties in all
manner of places, with no indication as to how they
survived or came to be there before civilization
discovered them. Many believe that the first
Nascent were originally born from the land itself, to
be its custodians and defenders.

Nascent differ from Eidolons in their physical
makeup as well. The Nascent are made of elements
- materials crafted from Anima, the same stuff as
soil and stone. Eidolons have bodies of pure Anima,
making them more similar to the Great Spirits, as
opposed to the Nascent, whose bodies are more akin
to animals.

The Nascent are divided into tribes, and each
tribe has its own distinct features. Many even
possess abilities that are normally reserved
to Eidolons, such as great strength, the
power to turn others to stone with a look,
or the ability to grow wings at will and
fly. The majority of Nascent tribes are
humanlike, though slightly shorter and
with sharper senses. However, there are
exceptions to the rule, and many Nascent
have features not dissimilar to animals,
fish, the earth around them, or even
inanimate objects. There are records of
colonies of web-footed Nascent with

gills that live in cities beneath the ocean; of
cybernetic Nascent who are born half-machine, and
able to interface directly with their technology; and
of ghostly Nascent who have no bodies at all unless
they wish to manifest the mselves on this plane.

Almost all Nascent are able to intermarry and
reproduce with each other, though there are a great
many purists among them who shun the mixture of
societies and cultures with others. The integration of
the Nascent races, as opposed to their separation, is a
major dividing point in all Nascent societies and
politics.

The Nascent possess the unique ability among
animals to become Eidolons. While not all Eidolons
were once Nascent, the majority are Nascent who
have changed to become what they are now. There
are various things that may cause a Nascent to
become an Eidolon - a particular strength of heart or
character, a total devotion to ideals, the gift of a
Great Anima Spirit, or the act of unlocking a
cornerstone are just a few possibilities.

Empyrean
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Life in Empyrean

“The way of strong men is balance in every
sphere. Avoid all excess of drink, temper, wealth,

opinions, love, and dreaming.”
— Lyons Who Slew Regret

Eidolons have many roles in the society of
Empyrean, but the main task of keeping a
civilization running falls to the Nascent. The
common folk of Empyrean, the Nascent, live in
tribes that range in size from a few hundred up to
the millions. Each tribe possesses its own sciences,
crafts, magics, arts, and cultures, as well as very
distinct physical traits that tie them to their
homeland. Nascent living in snowy climates will
typically have pale features and a strong resilience to
cold, while those who live in mining communities
might be stocky and strong, like the dwarves in
fantasy literature. While Nascent can be referred to
collectively, they typically prefer to be identified by

their tribes, and not collectively as Nascent.

The Nascent live in conditions according to their
realms and sciences. Many have cultures that are
wholly devoted to arts, or that can make secret
wonders of glass or steel, or that understand amazing
sciences of teleportation and magic that even
Eidolons may not comprehend. Most Nascent are
content to live in peace, find love, raise families, and
live out their days in relative comfort. Only those
with a deep desire to change the world and
themselves are capable of becoming Eidolons.

Eidolons have many roles — most are wanderers,
leaders, adventurers, or inventors. They cannot
settle for mediocrity, and must always push
themselves to the head of any situation they find
the mselves in. Should an Eidolon be a shepherd, he
will be a legendary and elusive shepherd. Should one
be a miner, he will be a discoverer of rarities and a
paragon of exploration beyond any peer. There is no
room for small goals or ordinariness in an Eidolon’s
heart.

Empyrean is a land where anything is possible.
Any culture, any lifestyle, and any type of creature
can live within its bounds. New government
systems, dimensional boundaries, secret societies,
warring cities, and unfathomable technologies are
just a few of the things that you might find while
exploring this strange world of endless frontier.

The Great Spirits of
Anima

“What is the will of Anima? Does it wish for us
to be happy? Does it wish for us to create? Does
it wish for us to thrive? My friends, the will of
Anima is not what we should ask ourselves. The
more important question is this: What is our
will? What will we create? And how will we use
Anima to our own ends?”

— Lord Gharl the Devourer

Anima is not simply a power source or a natural
convention — it has a will and being of its own. The
seven Great Spirits of Anima watch over the world.
The Great Spirits maintain the balance of Anima. It
would be false to say they do this by any kind of
consent or goodwill Rather, they are constantly at
war with one another, trying to increase the power
of their own domains by undermining others, using
Eidolons, Nascent, and nature itself as pawns. The
Spirits often express interest in the affairs of
individuals, or the causes of their favorite Eidolons,
or the need for justice and restraint. Despite all this
civility, thousands of years of history shows that
their nature is an eternal struggle for power, and
little more. Of course, the balance must be
maintained by someone, and the struggles of the
Great Spirits — their alliances and betrayals - keep
any one of the seven elements of Anima from
growing too powerful and unbalancing the world.

The Great Spirits may sometimes choose
champions amongst Eidolons to serve as their
servants in the world. These chosen few receive
nearly limitless power from their masters, as well as
the power to summon massive creatures known as
Titans that can lay waste to entire realms. When
champions exist, they tend to hold an uneasy truce
with one another, or be quickly destroyed by the
abuse of their powers, or by their Great Spirit
masters when their usefulness ends. To be tied to
the kind of power a Great Spirit provides and then
to be cut off from it will normally kill an Eidolon, or
at least leave them in such a broken state that death
would be a mercy.



+ +
Heritage Sites
“Some people may say that they’ve seen
the Great Castle of the Sky Wolf
floating overhead in a tuft of clouds. That’s just
nonsense. I know because I've been there, and I'll

tell you what it really looks like...”
— Lamnrck Treasure Hunter

Across the world, there are ruins of OId
Empyrean. Many of these ruins have been claimed
by the mist and lost, but others are still operational
These monuments to the old world of Empyrean are
called Heritage Sites, and each one offers a different
function and possibility. The most important of
these Heritage Sites is the Grand Cornerstone
Shrine - the place where the ruin of the original
Grand Cornerstone stands watching over the world
it once sustained. Others include the headquarters of
the various factions that control (or attempt to
control) the development of Empyrean and the lives
of its citizens. Still more are hidden beneath the
roiling mist, waiting to be rediscovered by those
brave enough to search them out.

Aether

“It seems to me that Aether and Anima are
inextricably linked. The only difference is order.
Like a cloth unraveled into thread, Aether is the
stuff of our world, broken down without order or
purpose. What does this mean? It means that
Aether is not a demon to be fought, but a tool to
be used.”

— Alveric, Keeper of the Light

When the world became unraveled during the
Great Cataclysm, Aether appeared to fill the void of
existence that was left behind in the wake of Grand
Cornerstone’s sustenance. The Aether is not truly
understood by any, though there are many theories.
It is an intangible mist which is poisonous to

Eidolons, and which nullifies their powers. It slowly
dissolves anything it touches, creating more of itself
in the process, and thus it is difficult to contain or
control.

Some theorize that the Aether is not a substance,
so much as a lack thereof — that it is Anima without
order, the unraveled form of the tapestry of creation.
Other theories posit that the Aether is another kind
of Anima - another existence that is fighting with
Empyrean for the same space, and that it has its own
elements and order that cannot be comprehended by
creatures formed of Anima, much like the sun
cannot comprehend the meaning of shadow. Still
others attribute Aether to some malevolent,
intelligent force that wishes to sweep across and
destroy Empyrean - perhaps for crimes of the past
or for its own dark ends. Whatever the case, Aether
is a substance that is universally feared and reviled
throughout Empyrean, most especially by those who
have lost their homes, families, or livelihoods to the
devouring mist.

The Aether spreads out over all of the lands of
Empyrean that fall outside the glow of Grand
Cornerstone. As it is reassembled, the light and
power of Grand Cornerstone pushes the Aether
further back, restoring lands, cultures, and mysteries
that were lost to time and age. Still, the mist grows,
pushing forward against the boundaries of the world
even as Eidolons work to restore Grand Cornerstone
and destroy it forever.

At the edges of the world are areas called
boundaries. These places where the world is coming
loose — where the Anima gives way to the Aether -
are half-real ghost lands. Legends say that at the
boundaries can be found the spirits of those
departed, as well as terrible monsters of corrupted
creation and nightmare. These dangerous places ring
the edges of the world, and whatever dark forces are
at work in them often prove a threat to local
populatio ns.

The Aether is not an empty place. It is populated
by strange, alien creatures called Aetherlings. Some
have called them the Eidolons of Aether, while
others view them little more than animals. These
beings display a curious intelligence, a disregard for
the natural laws of physics, and a hatred towards all
the beings composed of Anima. Just as Aether
weakens Eidolons, however, the Aetherlings are
unable to venture far past the boundaries of the
world’s edge. They mostly hunt on the boundaries,
destroying and corrupting what they can of the
world.
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Colossi

“I stood alone to face the thing as it towered over
me. I looked into its glowing eyes, and saw
neither mercy nor life in its heart. It was a
monstrous mistake of creation, with a will only to
destroy.”

— Lyons Who Slew Regret
Beneath the blanket of Aether at the edge of the

world are many realms that have collapsed and
fallen prey to the eerie mist. Some of these realms
contain fragments of Grand Cornerstone - many
with powerful memories and wills locked within
them. When the Aether reaches these cornerstones,
it corrupts them, fusing them to their lands and
creating called Colossi (or

abe rrant creatures

Colossus, in the singular).

A Colossus is as large as a mountain, and is
formed of natural terrain. It can possess any of the
traits of a realm, such as volcanoes, rivers, or deserts.
It may contain great wonders of technology, cities
upon its back, or even armies of animals or
corrupted Nascent that do its bidding without
thought or life. Within its body might be great
dungeons filled with the terrors and wonders of Old
Empyrean, or even more sinister alternate realities.

At the heart of each Colossus is a single
cornerstone that must be freed from its place.
Removing the Cornerstone from a Colossus can
only be done by an Eidolon, and is the only way to
defeat or even harm these creatures of terrible
might. Once its heart is removed, the Colossus
rapidly degenerates into an ordinary mass of land,
leaving behind whatever dungeons, treasures, and
creatures inhabited it, and restoring them to their
uncorrupted state.

The Great Calamity
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“You look out over the empty world and see only
what has been lost. When I look out over that
world, I see the opportunity of what might be
found once again.”

— Lamarck Treasure Hunter

Little is known of the singular event that
changed Empyrean forever. The Great Calamity, as
it is called, tore asunder Grand Cornerstone, the root
of the world, and scattered its fragments to all
corners of Empyrean. No Eidolon, nor even the
Great Spirits themselves, could explain what
happened that day, and in time, the truth of the

event was lost within the pages of history.

Aether appeared rapidly, shrouding the edges of
the world and moving inward relentlessly towards
the Grand Cornerstone Shrine, as though it were
intent on consuming the whole of Empyrean once
and for all. The Eidolons and Nascent of the world,
and the Great Spirits did
everything they could imagine to try to hold back

even the mse lves
the tide of oblivion that was surging into the world.
Their best efforts, however, proved to be naught, for
the all-devouring mist continued to consume and
erase pieces of the world one by one, until all traces

of the major factions of Eidolons that had

maintained Empyrean were lost beneath it.

However, as time passed, the spread of Aether
slowed, and the world reached a kind of equilibrium
with it. The Aether now spreads only slowly,
gnawing away at the edges of the last islands of
existence. Like a dying creature granted only
temporary reprieve, the world now waits to die a
languishing death beneath the emptiness of the pale

mist, unless its Eidolons cansave it

If the Eidolons do, by some miracle, succeed in
pushing back the mist and rebuilding Empyrean,
then what? How will they prevent a second Great
Calamity, where their predecessors could not? What
force originally shattered Grand Cornerstone, and
will it return? These questions haunt the Eidolons
just as much as the dreams and whispers of the

dying world that begs for their aid.



The Factions

“Though we tread different roads, our
destinations will be the same, through all time.”

— Rhyl the Dual Natured

Old Empyrean was a place of wonder,
adventure, and stability. A world filled with
prosperity and peace, kept in an eternal golden age
by the careful stewardship of its Five Great
Societies. These five factions held sway over the
world - not as nations or kingdoms, but as keepers
and regulators of different aspects of life and culture
for the Empyreans.

The Librarium O mnibus was the oldest of these
organizations, and was responsible for recording all
the world’s culture and science, and creating a
permane nt record of all the events in Empyrean.

The Order of the Seven Heroes was a
decentralized military organization with the aim of
protecting the citizens of Empyrean and making
sure their safety and stability of life was assured.

The Utopian Society worked tirelessly to
promote peace, equality, education, and health for
the people of Empyrean, as well as to expand culture
and the arts.

The Servants of Balance worked to maintain
balance and peace among the Great Spirits, and to
maintain Grand Cornerstone and keep Anima

flowing freely throughout the world.

The Brilliant Dawn League was in charge of
mapping the far corners of the world and exploring
every frontier, as well as discovering the
technologies and mysteries of the world to share
with others across Empyrean.

Though these factions worked together a good
deal and strove to keep Empyrean in balance, they
were powerless to prevent the Great Calamity that
shattered Grand Cornerstone. After the Calamity,
they fell to casting blame and infighting, and were
unable to recover the lost cornerstones quickly
enough to rebuild Grand Cornerstone and save their
world. In those days, the mist spread quickly, and
cornerstones had not had as much time to leach out
the memories and Anima of the land, making them
far less powerful than they are today. Because of
this, despite the manpower of the factions, they
were consumed by the Aether as well, and
eventually disappeared from the world.
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When the Aether is pushed back and the world
begins to grow once more, perhaps these ancient
organizations will reappear to lend their wvast
reserves of resources and wisdom to the rebuilding
of the world. With the formidable power of one of
these organizations behind him, an Eidolon would
have little difficulty accomplishing his goals for the

reconstruction of the world.

Small Factions

Most of the smaller factions in Empyrean crop
up in the absence of the major factions and their
influence in specific realms. Once the major factions
appear and become established, they tend to
peacefully absorb these smaller factions into their
umbrellas.

Small governments, kingdoms, and nation-states
are generally not interfered with, so long as they
comply with the presence of the larger factions and
do not directly conflict their activities. Most of these
governments and kingdoms are not large enough to
consider outright resistance as a long-term option
against the influence of the factions, and are forced
to play politics and choose sides when rifts appear
between the groups.

Empyrean
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Librarium Omnibus
“Discovery — Understanding — Mastery”

Librarium O mnibus, or the Universal Library, is
responsible for
knowledge about the world of Empyrean. Its

Collecting all information and

headquarters is Citadel Library, commonly called
just 'The Citadel. The Librarium is tasked with
cataloguing and preserving the mysteries and culture
of Empyrean, as well as storing all of its collective
knowledge. The Librarium is guided by the ideal
that knowledge is the most valuable treasure, the
most useful tool, and the most sacred creation of
civiliz ation.

The Librarium does not merely collect books -
they have ways of capturing entire life-records
distilled into liquid form. Those who drink from
these infusions are able to experience the past
through the eyes of those who lived it, though they
are unable to change or control what occurs there.
The Librarium also stores performances of famous
plays in similar fashion, and possesses vast galleries
of art and sculpture.

The Librarium works tirelessly towards the
agenda of educating the population of Empyrean,
discovering new technologies, and preserving
cultures and arts for posterity. They believe that the
more educated and prosperous the people of
Empyrean are, the more wonders, culture, and
knowledge they will produce for the Librarium’s
vaults. The Citadel Library possesses a great
reliquary filled with wonders, as well as jealously
guarded secrets that allow the Librarians to create
new wonders in the style of those made in Old
Empyrean.
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Eidolons should join the Librarium if:

v They are interested in the science and magic
of Empyrean.

v' They want to acquire and use rare and
interesting gear.

v They want to experience the puzzle aspect of
Empyrean by exploring dungeons and us ing

relics

V' They want to experience the culture,
history, society, and arts of Empyrean.

Citadel Library

The headquarters of the Librarium O mnibus
takes the form of a great library, within which many
ancient treasures and secrets are hidden.

Kulbaht
Kulbaht, the sage of the Library, has the longest

running memory of any Eidolon known, and the
greatest collection of factual knowledge. He carries
with him a heavy book, within which he stores all
the knowledge and history that will not fit in his
head at the present. His knowledge of the Librarium
is impeccable, and he is said to have mastered every
manner of craft and magic known to Empyrean,
both past and present. A part of his mind is tied to
the Citadel Library itself, and he seems to know
everything that occurs within its walls. This ability
makes him by far the most knowledgable Eidolon in
the world, and perhaps second only to the Great
Spirits in his understanding of its nature. By the
same token, he is unable to leave Citadel Library,
tethered as his mind is to its many books and
treasures.

The Librarium Reliquary

The Reliquary is open only to members of the
Librarium Omnibus, and is a special reward for
Eidolons that choose to serve this organization to
the exclusion of others. The Reliquary is filled with
a thousand years of collected treasures. These
treasure troves of ancient wonders are sorted into
different categories of clearance, and higher ranked
librarium members are able to gain access to use
more dangerous and powerful relics than initiates.

Librarium task teams receive a reliquary crystal,
which allows them to check in and check out relics
for use on their adventures. The quantity and power
level of relics the team can check out at a single time
is determined by their rank within the Librarium.



Order of the Seven

Hetroes

“Order - Safety — Power”

The Order of the Seven Heroes was founded by
a group of ancient heroes of the old Empyrean, who
wanted to ensure that the people of their world
would always have champions to defend them from
oppression and danger.

The Order is largely decentralized, and is seen
by many as a code of morals rather than a
hierarchical organization. The members of the order
defer to one another by military rank, and are easily
organized by any single high-ranking me mber. This
means that when trouble arises, a single Eidolon
with ranks in the Order can assemble a small
standing army within a day, simply by calling out
all lesser ranking members within a city or outpost.
Reinforcements from the Order's headquarters are
optio nal for larger battles.

Eidolons should join the Order if:

v They want to experience the combat side of
Mystic Empyrean, particularly large-scale
combat.

v They want to protect the citizens of
Empyrean by tackling proble ms head-on.

v They have a Stl‘Ol']g sense ofjustice and

social order.
Deep Bastion

Deep Bastion is a grey fortress of intimidating
size and outfitted with the mightiest weapons found
in any realm.
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The Seven Heroes

Since time immemorial, the Seven Heroes of the
Order have fought to protect Empyrean. Once a
simple party of adventurers, their fame and prestige
grew to the point where they were known all across
the world, and constantly receiving applications for
entry into their numbers.

Determined to use this fame for the collective
good, the seven heroes created an order which would
work towards the stability and safety of the Nascent
and Eidolons of the world. Though the heroes
themselves do not fight, except in the gravest of
battles, they do appear in order to teach, instruct,
and offer aid when necessary.

Voll, the Great Smith - An Eidolon who has
mastered the art of Imaging - creating matter from
pure Anima - and who uses this skill to great
creative and destructive capacity. Voll is extre mely
capable and competitive, and his swift action does
not preclude a sound sense of judgment and
perception.

Morell, Light in Darkness - A single horn of
pure crystal rests upon the brow of the Inquisitor of
the Seven Heroes, and her pearlescent armor glows
with holy light. Adept at destroying Aether and
warding off its effects, Morell's purity and faith
create a shield and sword for her against all who
would threaten her world, both from within and
without.

Aurelimerulia, the Indigo Star - A sorceress and
inventor of incredible prowess and ingenuity,
Aurelimerulia is a master of all of Empyrean’s many
magics and lost alchemies. She spends her time
devising weapons and armor for the other members
of the order, as well as researching ever more potent
arcane rituals.

Dram, Hero of the Wheel - Dram is an Eidolon
without a body - his heart projects only a hollow
image that he uses to give face to his otherwise
dise mbodied voice and will. He is able to manipulate
objects, possess Nascent and animals, and to wield
many weapons with the invisible forces of his will

Alora, the Ashen Queen - With a heart of stone
and a pragmatic cruelty to rival that of the Great
Spirit of Stone himself, Alora enforces order with
deadly capacity. She commands absolute loyalty
from her subjects, and failure to obey or accomplish
the missions she dictates merits pain of death. She
hides her face with Beauty, a mask that covers the
corroded flesh of her body with a beautiful illusion.

Empyrean
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Montekh Dar, the Straw Man - A conniving
Mephistopheles who is adept at manipulation and
reading opponents, Montekh plays a constant devil's
advocate, the voice of dissent with no views or goals
of his own, save to derive amusement at the
frustration and consternation of others. He speaks in
riddles and striking clarities, and it is often not
certain which is which.

Lograves, of Gate and Key - An Eidolon who
has abandoned the confines of space and time,
Lograves is able to travel across the world in a
second, as well as to carry others along with him. He
is adept at creating both portals and barriers, as well
as public speaking and diplomacy.

Militia Call
The Order of the has the

authority and reputation to call militias to order

Seven Heroes

from the local Nascent population and from
Eidolons in the Order's
headquarters. They never have to hire or negotiate

for help while on Order business.

that are on retainer

Utopian Society
“Justice — Peace — Unity”

Devoted to the improvement of life for Nascent
and Eidolons in Empyrean, the Utopian society is a
benevo lent organization devoted to peace and social

equity.

The Utopian society erects hospitals and social
institutions like schools, parks, museums, and
gymnasiums, and works to improve trade relations
between the tribes and between the
organizatio ns.

Nascent
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Players should join the Utopians if:

v" They want to experience the more social

side of Empyrean.

v They want to see their good deeds improve
life and society.

v" They want to meet and interact with a large
array of interesting and influential Eidolons.

Utopian Center

A small world unto itself, the sprawling Utopian
Center is a place where Eidolons live in perfect
harmony with one another and with nature. There is
a subtle aura of peace and goodwill that permeates
the place, and discourages any mischief or viole nce.

Merigold, Heart Of Unity

Merigold is a peculiar Eidolon who works
constantly to build unity among those around her.
Her body is a patchwork of parts, each given freely
by a different Nascent tribe, and expertly blended
together to create a strange, otherworldy sort of
beauty.

Every member of the Utopian Society must
offer Merigold a drop of blood as a token of goodwill
upon joining. She takes this blood inside her,
making each member a part of herself just as each
Nascent tribe forms a part of her body. To harm
Merigold is, in effect, to declare war upon the
goodwill of the world.

Universal Nobility

The Utopian society enjoys political popularity
and neutrality that runs much deeper than that
possessed by any other faction. Members of the
society enjoy the benefits of this popularity as
imme diate social and political gravity wherever they
travel,

Ranking members of the society are treated like
nobility in any city, and the crest of the society on
their clothing instantly commands respect, even in
the far reaches of the world.

To not invite society members to political
functions and parties is considered a grave insult to
the faction as a whole, and an outright refusal of
entreaties made in the name of the society is almost
unheard of.



Servants of Balance

“Balance - Equality — Stability”

The Servants of Balance claim to serve the ideals
of the Great Spirits of Anima by creating balance
and stability in the world. The servants work to
improve environmental conditions and remove
Aether contamination that may remain after realms
are rediscovered.

They also specialize in cornerstone location and
recovery. It is not publicized, but the servants have
long-term plans for the world, its arrange ment, and
which realms will be restored and which kept within
their cornerstones. These plans are intended to
circumvent the catastrophe that caused Grand
Cornerstone to shatter long ago.

Players should join the Servants if:

v They want to fight exotic monsters and seek
danger.

v Protect innocents from the dangers of

Aether.
V' Explore the original causes of Empyrean's

destruction.
Heartstone Temple

Heartstone Temple is a seven-winged shrine
dedicated to the balance of Anima. Each of the
temple wings serves the worship of a different great
spirit.
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The Auditors
The driving force behind the Servants is a

committee of twelve Sages of extensive power and
knowledge, known as the Auditors. The Auditors' goal
is to keep the world's growth in balance by regulating
the placement and nature of Cornerstones within
Empyrean. The Auditors typically wear similar
clothing, though each is a distinct being with
extraordinary power and ability. The Auditors also
possess highly advanced spirit guardians, at least one
of which can rival a colossus in size.

Lusse Mer, High Auditor

Appointed by one of the few unanimous
decisions of the Great Spirits, Lusse Mer has
watched over the balance of Empyrean since its
earliest days. He was one of the few who saw the
Great Calamity coming, but by that time, it was too
late for him to stop it. Perhaps more than any other,
he possesses vast knowledge about the nature of
Anima and Aether, as well as the causes behind the
original calamity and how it might be prevented
once more. Lusse Mer’s form is more akin to a
constellation than a body, as he is made up of motes
of energy connected by strange lines and angles, all
wrapped in a cloak of darkness. He is able to gain
control of titans with a touch, tearing them away
from their masters and turning them to his own

ends.
Spirit Summoning

The Servants of Balance induct each member of
their order through sacred rituals in their
headquarters, the Heartstone Temple. These rituals
bind the Eidolon with powerful magics that allow
them to summon the power of the Spirits of Anima
to their aid.

Each Eidolon is bound to a spirit of Anima, and
they are able to summon that spirit to their aid.
Spirits increase the saturation of their element in an
area, and may offer specific insights as to the nature
and history of an area. Most of these spirits appear
as smaller versions of the Great Spirits, but many
take different forms as well Unlike summoning a
Great Spirit, which can only be done with the
spirit's explicit blessing, a spirit summoned by the
rituals of the Servants of Balance is a companion
which can aid the Eidolon, infuse him with Anima,
and even alter the fundamental balance of the
surrounding area.

Empyrean
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Brilliant Dawn League

“Exploration - Wonder — Glory”

The Brilliant Dawn League began as a guild of
and hunters who were
responsible for charting the far reaches of the world
and collecting information and the
Librarium Omnibus.

map makers treasure

relics for

Eventually, the Brilliant Dawn League broke
away from the Librarium and formed their own
mission — to explore and experience all the wonders
of Empyrean. They are primarily concerned with
searching out cornerstones and expanding the world
with more wondrous places. This view puts them at
odds with the Servants of Balance, who favor a
careful and calculated reconstruction of Empyrean.

Players should join the Brilliant Dawn League if:
v They want to spend their time exploring

dungeons and WOHdI‘OUS places.

v They want a more action—packed campaign
where they must survive by their own wits
and mettle.

v They want to experience a vast breadth of
Empyrean's world.
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Dawn Lodge

The Dawn Lodge resembles a remote resort,
filled with furs, trophies, maps, and plaques. It is a
massive complex built from rough hewn logs and
carpeted with the furs of the most exotic beasts from

across Empyrean.
Jorge Jan, World Wanderer

Jorge stands as the world's oldest explorer,
cartographer, and treasure hunter. Having
completely explored the world of old Empyrean, he
has vowed to stay in the Dawn Lodge and let the
younger generation explore the wonders of the new
world for themselves. Jorge is always full of stories,
and is an excellent fighter, companion, and guide to
the far reaches of the world. Many of the ruins of
Old Empyrean were still being built when he first
explored them, and so he possesses many insights
into their construction and layout.

World Travel

Brilliant Dawn controls an extensive network of
railroads, ships, caravans, telepoints, and more,
which adventurers can easily use to reach the
frontiers of their choice. Their members receive free
travel across the world, as well as discounted
supplies, guides, hired help, and lodgings in frontier

lands.
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The Short Version

Grand Cornerstone, the root of the world, is
shattered. Without its sustaining power, the world is
being consumed by a mist known as the Aether.
Over nearly a thousand years, the mist has closed
over the world, reducing civilizations to ruin and
grand continents to mere islands.

Eidolons, the inhabitants of Empyrean, are
immortal forces of nature who wear their souls as
skin. Their emotions, talents, virtues, and vices each
give them unique powers that shape their bodies to
reflect their souls. As the mist grows closer to
destroying the last traces of their world, the
Eidolons must work together to reclaim the shards
of Grand Cornerstone, and restore the world to its
former glory. Those who succeed will be able to
shape the new world in their own image. Those who
fail will be lost forever in the oblivion of Aether.

This chapter will explain to you what to put
together to make your game work - the things that
you will need before assembling your friends to play
Mystic Empyrean. It will also explain some of the
basic game systems that you will need to understand
when setting up a game and building the initial
world that your game will grow from.

Nature of the Game

As RPGs go, Mystic Empyrean requires very
little pre-game setup. Player Characters, NPCs,
Encounters, and even the World itself can all be
created by your players while sitting at the game
table. In fact, creating these things is one of the
unique charms of the game.

Players who are joining you to play Mystic
Empyrean will be excited by the
prospect of creating their own
worlds, and will want to lead the
rest of the party in exploring these
places. Even if you and the other
players at your table are not
experienced storytellers, have no

fear. This book

information that will give you the

contains

power to generate stories and spark
imagination, as well as a
storycrafting process that helps
players collaboratively reinforce
one another’s storytelling.

The rule of thumb is to follow
the direction of the player who
currently holds the title of GM
(Game Master) and to play

The Golden Rules of
Roleplaying Games
#1 Whenever the rules get in

the way of the story, the
story takes precedence.

#2 The GM has the final say

in all disputes.

#3 When in doubt, take
whatever course of action
keeps the game, and the
story, moving forwards.

through situations that arise according to the GM'’s
instructions. Avoid looking up rules or breaking into
side discussions during gameplay - instead focus on
the story and the characters, and let the mechanics
of Mystic Empyrean fade into the background. The
story is the game - the mechanics are just there to
facilitate it.

What You Need

In order to bring Mystic Empyrean to your
game table in a ready-to-play state, you'll need these
things.

A Balance Tool- A system called ‘The Balance’
is responsible for conflict resolution and world
generation. This unique tool is something that you
can create yourself from scratch or purchase.
Information on how to build one is included later in
this chapter.

A Worldbook - This binder of information will
become the atlas of the new world you create. The
information you will need to create a worldbook is
included in this chapter.

A Seed World - You and the other players in
your group will begin your journey in a small space
called a Seed World. As you explore the boundaries
of the world, it will grow into a vast and exciting
space.

A Scenario - The story you are going to tell will
have a certain context - will you be fighting the
forces of darkness at every turn, or more concerned
with building wonders and uniting civilization? You
may wish to consult the other players in your game
and see what kind of story they are interested in
participating in.

A Game Plot - Many games of Mystic
Empyrean progress according to a
plot that the scenario owner puts
together. This process is explained
at the end of this chapter.

A GM Token - A badge,
button, conch shell, or the world
balance deck that you create all
make fine indications of who is

the current GM.
An Understanding of the

Game Play - You will want to
explain the game to the other
players, and thus should read
through the third and fourth
chapters of this manual before
beginning a game.



Ownership

The World of Empyrean is like a play set that
all of the players share. Each player at the table has
his own individual toys, but all play together in the
same environment. The players may borrow one
another’s creations to further their own stories, but
when the owner demands that their creations be
used in a certain way or left alone by others, those
wishes have to be respected.

Every realm, story arc, and character (both
player characters and otherwise) has an owner. The
owner is the player responsible for maintaining,
defining, and roleplaying (where necessary) that
particular story element. Whenever a question needs
to be answered about a person, a place, or a
particular plot point, it can always be deferred to the
owner of the element in question. This concept of
ownership makes it possible to rotate the role of
storyteller while not ruining the story itself by
stepping on another story teller's toes.

Being the GM is about resolving the attempted
actions of players, not defining the world or the
people around them. Never be afraid to defer to the
owner of an element for more information. It will
make the game experience much smoother if you do.

Alignments

Every action within a Balance-based world is
aligned with one of the basic elements. A fire action
is aligned with light and air, and opposed by stone
and water. The alignment wheel shows the

relationships of each element to the others. There
are four levels of alignment:

Perfect Everyelement is perfectly
aligned with itself and with the
universal success eleme nt Pure
Anima.

Outside Every element has an outside

alignme nt with its two adj acent
elements on the wheel

Neutral Every element has neutral
alignme nt with the two ele ments
that are two steps away from it
on the wheel

Opposition Every element is opposed to the
two elements that are opposite it
on the wheel, and to the
universal failure element Aether.
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The Balance

Mystic Empyrean uses a unique system of
conflict resolution and storytelling prompts called
The Balance. The Balance has two parts - one is the
world, shared by all players. The other is the self,
specific to each player. These are referred to as the
World Balance and the Personal Balance when they
need to be differentiated. Only a World Balance is
represented by cards. The personal balance of an
Eidolon is determined by the types of Anima
recorded on his character sheet.

The Balance contains nine different suites,
which are as follows:

Fi Associated with strength,
ire .
destruction, power, and force.
Associated with peace, heali
Water P ’ e

tranquility, and growth.

Air Associated with speech, business,
travel, and ego.

Associated with resistance,
Stone  establishment, structure, and
te mperance.

Associated with faith,
Light discernment, authority, and
knowledge.

Associated with secrets,

Dark . ..
arkness deception, ambition, and death.
Associated with creativity,
Electricity —mutability, inspiration, and

surprise.

Pure Associated with existence, and all

Anima positive aspects of the ele ments.
Associated with no nexistence,
Aether and all negative aspects of the

eleme nts.

Game Basics
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The Element Wheel

The balance guides all decisions and destinies in
Empyrean. Eidolons pay close attention to the
elements, what they represent, and what decisions
they govern, as their interactions govern all fates
within the world of Empyrean. Each element is
governed by a Great Spirit, whose caprices and
nature determines the disposition of that element.

20



Building a Balance

The Balance is a unique storytelling tool, and
cannot be substituted with simple dice (if you want
to use a dice-approximation of the Balance for
resolution purposes, a variant can be found later in
this book). You don’t need to buy a balance tool -
You can craft one yourself. Building your own
Balance Tool can be an interesting and lightweight
craft project, for those so inclined. For those who
prefer a pre-made balance, one can be purchased
online.

The Balance consists of a set of objects in nine
different suites. The suites correspond to the seven
elements in Mystic Empyrean (Fire, Water, Stone,
Air, Light, Darkness, and Electricity), plus one
universal success element (Pure Anima) and one
universal failure element (Aether). You will need
between 7 objects for the elemental suites, as well as
3 for anima and 3 for aether.

Your Balance can consist of an opaque bag, from
which colored chips can be drawn. Glass drops,
beads, or wooden tokens make for excellent balance
toke ns.

21

If you decide to use a card-based balance rather
than a chip-based balance,

photocopy the Balance Cards in the back pages of
this book.

The Elements

In Mystic Empyrean, the Elements are more
than their physical manifestations. Fire is not just a
flame - it is anger, the sun, bravery, ambition, and
aggression.  Everything from  materials to
mannerisms to ideas is composed of elemental bases

you can print or

in some combination or distribution. Because of this,
governing
interactions between

every action has a ele ment.
Understanding the these
elements and what ideas and actions they govern
will be necessary in order to fight, interact, and build
effectively in Empyrean.

Each element also has a patron Spirit, called a
Great Anima Spirit. The Great Spirit is responsible
for furthering the agenda and importance of that
element in the world - often to the detriment of
other elements.

Game Basics
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Fire

Fire is an element of aggression. Most aggressive
actions in combat use fire as their base. Thus,
Eidolons with a high concentration of fire persona
traits are usually excellent fighters.

Fire governs the following ideas: Destruction,
Aggression, Power, Lust, Ambition, Anger, Bravery

These actions would be governed by Fire:
v Breaking down a wall or door

V' Penetrating an enemy’s armor with an
attack

v Tearing free from a bond by pure force

V" Intimidating another
Dreiz, Fite Elemental

Possessed of limitless destructive power, Dreiz
takes great pleasure in the destruction of his
enemies, and is glorified when Eidolons crush their
enemies in his name. He does not take sides in
conflict, except against the Aether. In most battles,
the battle itself is his joy, and winner a mere
triviality.
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Light

Light is an element of knowledge, revelation,
and discernment. It separates danger from safety,
and guides the way for those who possess it.
Eidolons with a high concentration of Light Anima
make good priests, sages, and teachers.

Light governs these ideas: Knowledge, Truth,
Discernment, Religion, Order, Hierarchy, Pride

These actions would be governed by Light:
v' Searching for information
v Looking for traps or hidden passages

v Atte mpting to find the way out of a dungeon
or labyrinth

v" Noticing danger
v" Reading intentions and motives

v" Observing an enemy to discover its
weakness

Atamos, Light Elemental

Atamos, like the truth he represents, is a being
of absolutes. He is the keeper of all knowledge,
which he offers freely to those who seek it in
earnest. Truth comes at the price of ignorance,
which Atamos is quick to remind those who call
upon him in haste.



Electricity

Electricity is an element of surprise and
invention. Often blurring the line between genius
and insanity, electricity inspires sudden actions that
often succeed or fail spectacularly. Eidolons with a

high concentration of Electricity Anima are
excellent inventors and magicians.

Electricity is closely tied to these ideas:
Excitement, Speed, Surprise, Invention, Change,
Agility, Confusion

These actions would be governed by Electricity:
v' Building a trap

v Trying to confuse another

v Making a split second reaction

v Running away from a conflict
Terelt, Electricity Elemental

The capricious Terelt is a creature of freedom
and mutability. He rides upon the clouds and
storms, giving gifts of great power or creating
terrible damage and inconvenience as it suits him.
Whether his caprices are part of some grand design,
or if they simply tend to work out in the spirit’s
favor is heavily debated.
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W ater

Water is an element of adaptability and nature.
It embodies protective and nurturing ideals.
Eidolons with a high concentration of water Anima
make excellent diplomats and healers.

Water embodies the following ideas: Life,
Nature, Plants, Kindness, Charity, Compromise,
Art

These actions would be governed by Water:
v Convincing a person to calm down

v Treating a wound

v Dodging an attack or hazard

v

Utiliz ing the surroundings of an area in

combat

Lemnas, Watfer Elemental

The playful Lemnas approaches the world with
wonder. Despite being one with all the forces of
water, and possessing near limitless knowledge and
resources, he takes pleasure in watching Eidolons
discover, learn, and marshal their own resources for
the task at hand. With Lemnas’ blessing, Eidolons
have all they need to overcome ordeals, even if they
don’t realize it.

Game Basics
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Stone

Stone is an element of strength. Unlike fire,
however, Stone’s strength is resistive and passive. It
is unyielding, vigilant, and immovable. Eidolons
with a high level of Stone Anima make good
teachers and soldiers.

Stone ideas:

Support,

governs  the
Stubbornness, Resistance,
Obedience, Stoicism

following
Selflessness,

These actions would be governed by Stone:
v Holding a door shut
v Standing your ground against an assault

V" Resisting mental influe nce

v Defending another
Brigantin, Stone Elemental

Slow and immutable, Brigantin is the ultimate
foundation of order and solidarity in the world. He
gives Eidolons the strength they need to endure
hardship, often in a much less roundabout way than
Lemnas. Brigantin’s blessings always resist change,
and he primarily aids Eidolons in maintaining their
strength, not increasing it.
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Darkness

Darkness is an element of secrets and silence.
Eidolons who are closely aligned with this element
make excellent spies, assassins, and thie ves.

Darkness is closely tied to these ideas:

Conspiracy, Secrets, Treachery, Lies, Envy, Crime,
Sabo tage

These actions would be governed by Darkness:
Hiding or sneaking

Disguising oneself

Lying

Keeping a secret

AN NN

v Intimidating another
Orelk, Darkness Elemental

Orelk is cunning and vicious. A lover of
treachery and conspiracy, he often plays Eidolons
against one another to achieve his ends,
manipulating their vices and virtues in a grand game
of shadows and proxies. When Orelk chooses to aid
Eidolons, there is always more to the gift than
appears on the surface.



Air
Air governs speech, trade, and society. It is an
element of sound, force, and

Eidolons with a high concentration of Air Anima
are excelle nt merchants and politicians.

Air embodies these ideas: Trade, Talk, Boasting,
Begging, Intimidation, Cooperation

communication.

These actions would be governed by Air:
v Trying to sell a piece of gear
v Convincing a person to help you
v' Talking your way out of a sticky situation
v" Rallying troops
Kinado, Air Elemental

The wily Kinado loves games and riddles. A
creature of inherent trickery and cutthroat
deception, Kinado often strikes bargains
exchanges with Eidolons, but only if those bargains
meet his own ends. He prefers to use Eidolons to
fight his battles and settle his disputes for him,
rather than engaging in direct conflicts.

and
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Aefther

Oblivion, unbeing, and the essence of all that is
not — Aether is not an element, but the absence of
Anima itself. Eidolons cannot control Aether; in
fact, it breaks down their bodies on contact, much
like a kind of anti-matter. In the mist, however, are
the Aetherlings, creatures composed of this
substance in much the same way that Eidolons are
composed of Anima. The Aetherlings are devious
and dangerous, and would love nothing more to
cover the world in mist entirely.

As a symbol, Aether represents a terrible, utter
emptiness and is an idea that is feared throughout
Empyrean. Many belie ve it was the Aetherlings that
first destroyed Grand Cornerstone, but there is no
written record to confirm this, only stories. Still,
Aether is a force that is hated and reviled all across
the world, and for good reason.

Aetherlings

In the murk of the Aether, spirits of Anti-
Anima coalesce and gain a semblance of intellige nce.
They embody terrible impossibilities of form and
angle, and can destroy almost anything with a touch.
Anima-saturated beings like the Eidolons have great
difficulty wounding them, while they can rip
through the skin of Eidolons and shatter their hearts
with ruthless efficiency and cunning.

Game Basics
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There are many types of Aetherlings, from the
cunning infiltrators and overthrowers of society to
parasites that take root in an Eidolon’s heart and
consume his free will Others are simply massive
brutes, on a scale to match the Colossi, but with
infinitely more destructive force.

The Worldbook

Since the world of Empyrean is created by
yourself and your friends, you will need some way
to keep track of the place you are building. The
worldbook is an atlas of your new world of
complete with

adventures, and more.

Empyrean, realms, characters,

monsters, Creating and
expanding upon the world contained in your
worldbook is one of the major aspects of Mystic
Empyrean, and provides an exciting solo play aspect
to the game (though it can be done at the table by
the group as well). Most of the world development
is done by individual players outside of the actual
game sessions, and consists of trait selection and

much like

background development, character

creation.

Since many players may want to work on
different pieces of the worldbook between games,
one player should act as the owner of the worldbook,
and loan out the pages to players who request them -
much like a librarian. Though each player owns
different aspects of the world, the worldbook owner

is responsible for keeping tabs on the different pieces
of the book.

Worldbook Pages

The pages that you will need to fill the
worldbook are contained in Appendix D of this
guide. It is suggested that you acquire a three ring
binder with some tabbed dividers in order to better
organize the information pertaining to your realms
and their inhabitants. A binder also makes iteasy to
add and remove pages as players create them or
request to update them.

It is most common to divide your worldbook
into realms, with each section being a different
and the background, maps, wonders,
dungeons, and treasures that exist there. A catch-all

re alrn

section in the back of the worldbook can serve for
characters and other elements that span multiple
realms or the whole world.
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+ 4+
Dividing Up World-
Building

Not all players will have equal interest in
creating all parts of the world, but it is likely that
each will have an interest in some different aspects.
One may enjoy creating characters, while another
could have a passion for developing exciting
monsters or challenging puzzles. Still another might
be more interested in making amazing treasures or
fleshing out the politics that govern the world. A
single realm contains many different elements of the
world. Rather than giving all aspects of a realm to a
single individual, it can be much more interesting to
give one player the monsters, one player the places,
one player the geography, and another the wonders
and stories. Let each player design according to his
preference, with the realm owner having the final
say on realm specifics. Doing this lets many players
experience the realm both in-game and outside of
the game, and also gives each player some surprises

while exp loring.

Building the Seed World

Before you begin your first game, you’ll need to
set up the basics of the world. The first realm you
create is called a seed world - it is the starting point
from which players will grow the world. The seed
realm is where the story begins, and it is where
players will have lived their lives before discovering
the mysteries of Cornerstones, Eidolons, and the

world beyond.

The seed world is an island of existence in a sea
of emptiness. By necessity, it is walled off or
defended, either to keep the rolling mist of Aether
out, or to keep its citizens in. Great cities, walled
outposts, islands, plateaus, or the like make excellent
seed worlds. Prisons, universities, fortresses, or the
like can make for more tightly knit and varied seed
worlds. The important point in the seed world is
that your players have lived their entire lives there
without seeing the outside world.

A sample seed world can be found in Appendix
A at the back of this book. This is a good starting
point if you want to use a ready-made starter world.
Otherwise, it can be scrapped and retooled to fit
your designs.



The First Game Premise

Your first game session will be about
discovering what is beyond the edges of this small
world, discovering a cornerstone, and learning of the
task to rebuild the world that was destroyed long
ago.

If this is the first time you are playing Mystic
Empyrean, it is recommended to stick to this basic
campaign premise, which provides a wide open
license for players to build and explore the world. If
you have already completed a campaign under this
premise, the Advanced Options section in Chapter
8, Storytelling, contains a section on ways for you to
alter the game’s basic premise and create new and
fantastic campaigns using the basic rules and
concepts of Mystic Empyrean.
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Other Materials

Before you head to the gaming table to start
building your story, you’ll also want to get some
materials ready for creating your game world.

Photocopy Character sheets for every player,
including yourself, from the back of this book.

Photocopy NPC sheets, in case you need to
create any NPCs during play that could be useful
later.

Photocopy at least five realm sheets. Make sure
to fill in one of them with the seed realm you
created. Alternatively, you can photocopy and use
one of the seed realms within this book.

Game Basics
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Planning the First Game

Photocopy one of the plotting sheets from the
back of this book in Appendix D. You will use this
to loosely plan your first game session, and sheets
like it to plan other sessions to come. Experienced
Game Masters who have played other RPGs should
feel free to use their own planning techniques - the
session planning sheet is intended as a convenie nce,
not a rule.

In the initial game, decide on the seed world that
you will be using, and pencil it in as the game’s
primary location. The players will have different
ideas about their roles and histories even within the
context of this sandbox world, so make sure it is
large enough to accommodate a number of different
personalities and people. In the initial game, the
players are going to discover something that will
change the world around them forever - a
cornerstone that will allow them to unlock the world
that has been lost to Aether. The goal of your first
game is to find this stone, and to discover how to use
1t.

There are a number of different approaches to
this basic plot:

#1 The players have the stone already (or
acquire it quickly), and the question is
mainly how to use it. They accomplish this
by reaching a specific place (Grand
Cornerstone Shrine) or by finding and
translating some kind of instruction. This
lends to a more puzzle-oriented game.

#2 The authorities of the world possess the
stone, but do not know how to use it. The
players have discovered how, and must gain
access to it, either through espionage or by
building enough reputation and clout that
the authorities of their world will entrust it
to them. This lends to a more social game.

#3 The stone is lost in a deep dungeon or
natural, undisturbed sanctuary - perhaps
with a guardian of some kind. This lends to
a more action-based game.

There are plenty of other approaches to
discovering the stone, but these three embody the
three major types of event that your players will
face. Each encounter in Mystic Empyrean will fall
into one or more of these categories: puzzle, social,
or conflict.
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As beings forged of the raw stuff of creation,
Eidolons are granted power by wearing their souls as
a skin. Their personalities, talents, virtues, and vices
each grant them specific powers and abilities, as well
as transforming their forms in unique ways. No two
Eidolons—even those who share identical sets of
traits—will be quite alike.

Some Eidolons are very particular about how
they act, and what they desire to become. Others
ignore the consequences that their actions have on
their abilities, resolved to become whatever fate
makes them. This section will tell you everything
you need to know about Eidolons and how to create
your own for adventuring in Empyrean.

Character Creation

Before creating a character, there are a few basic
concepts in Mystic Empyrean that you will want to
be familiar with. T ake a moment for every player to
read these pages before starting to build a character.

You are What You Act

In Mystic Empyrean, characters grow and
evolve rapidly. Persona Traits define the abilities of
a character, while his Individual Balance determines
what kinds of actions he will be most proficient at.

Persona Traits are a result of the way your
character acts and what you do and say in-character.
If you act recklessly, you will gain the Persona Trait
Cartwheel, which allows you to turn your body into a
weapon that you can only loosely control. If you are
friendly and use diplomacy to solve your conflicts,
you will develop Silver-Tongued, which lets you
control the thoughts and actions of others with your
words. If you are cruel to those around you, you will
acquire the Touch of Dust persona trait, which allows
you to kill living things with a single touch.

Thus, it is as important to think about your
character’s personality as their powers, since the two
are inseparable for Eidolons.

Your Individual Balance is a result of the
Persona Traits that you develop. Each persona trait
is tied to an element, and whenever you develop a
new persona trait, the corresponding ele ment will be
added to your Individual balance. Elements
determine the success of certain kinds of actions you
will make. So if you develop a number of aggressive,
fire-based  personalities  (bloodthirst,  wrath,
recklessness, scornfulness), your Individual balance
will be heavily skewed towards fire. This means that
aggressive actions, such as fighting, destroying, and
risk-taking will become easier to succeed at, while
opposing-eleme ntal actions like diplomacy, first aid,

stealth, and infor mation gathering will become more
difficult for your character.

In other words, as an Eidolon develops more
persona traits of a single alignment, it becomes
harder and harder to fight against his own nature.
The Eidolon will gain a momentum of development
towards one or two or three elemental alignments,
thus determining his skills, powers, and abilities.

When thinking about personality and which
persona traits to gain at the game’s outset, it helps to
take a look at the seven elements, and decide which
ones suit the role you wish to play in the party.

About Eidolons

“You would be surprised to see what an immortal
force of nature can live through.”

— Montekh Dar, the Straw Man

Eidolons are creatures of Anima. Composed of
the raw stuff of creation, they follow different rules
and physics than ordinary humans. For example, an
Eidolon’s only mortal weakness is his heart. Having
one’s head lopped off is an inconvenience, but does
not mean instant death to an Eidolon. Even when
wounded to the point of disability, an Eidolon can
instantly repair his body by channeling a portion of
the Anima stored in his heart into physical material
once more.

Conversely, words and deeds can hurt an
Eidolon far more than wounds. Hatred corrupts,
regret rends, sorrow deadens—Eidolons who accept
abuse or who cannot overcome their own
shortcomings begin to develop negative persona
traits that can ultimately destroy them from within.

An Eidolon’s form is mutable—it can take on a
drastically different look than any other Eidolon. In
Empyrean, it is generally understood that each
individual looks different, and no one pays an odd
physical appearance too much mind. With this in
mind, you have the freedom of developing a
character that can look like anything at all—they
may be hollow, missing dimensions, walk on four
legs, have animal features, be partially composed of
energy or spirit, or anything else at all

Many persona traits will dictate certain physical
transformations that Eidolons have as a result of
wearing their souls as skin. With all but a few
exceptions, these physical transformations are
normal and accepted in Empyrean’s society as “just
the way people are.” The exact descriptions in the
persona traits guide need not be followed to the
letter, either. Adapt them to best suit the way your
character is developing.
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Persona Traits

Persona Traits are the pieces of an Eidolon’s
heart that are powerful enough to emerge as abilities
and phys ical changes. An Eidolon may develop
traits, but the
pronounced of these will become a deep enough part
of him to emerge as usable power.

many personality only most

Each Persona Trait consists of three parts

v" A linked personality. When this personality
develops in the Eidolon to a great enough
extent, he develops the given Persona Trait.

v' Anelemental alignment to one of the seven
elements. This deter mines how the
development of the trait will affect the
Eidolon’s Individual Balance.

v An ability that is divided into three tiers.

v On the superficial tier, the
persona trait is only skin deep,
and its powers are relatively
weak or limited.

v On the deep tier, the persona trait is
deeply ingrained enough that the
Eidolon gains use of it to a stronger
degree.

v On the all-consuming tier, the
persona trait has grown so much
that is chokes a significant
portion of the Eidolon’s heart.
The Eidolon has great use of
these powers, but they also come
at great consequence, as each all-
consuming trait has a drawback
built into it.
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How Persona Traits Develop

Over the course of the game, you will gain
Emergence in various personalities. After conflicts
and encounters, and in a few other situations, your
fellow players will take your character sheet and
pencil in which personalities you exemplified during
these ordeals. If a personality is already on your
character sheet, those players will increase its
emergence rating by 1 point. The process for this is
explained in more detail later. (Pg 50)

v Once a trait reaches seven points of
emergence, it is considered Superficial.

v Once a trait reaches fourteen po ints of
emergence, it is considered Deep.

v" Once a trait reaches twenty-one points of
emergence, it is considered All-Consuming.

Character Creation
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Character Creation

Use the following steps to build your
personal Eidolon character. NPC characters
can be created wusing the generators in
Appendix E (page 206) or according to your
whims, and do not require the same level of
attention to detail as Eidolon Characters.

Step I: Concept

“Before I was Merigold, I was a dream in
the hearts of the people of Empyrean. I chose
to exist in this form so that [ might make that
dream a reality.”

— Merigold Heart of Unity

Ideas are the root of an Eidolon’s heart.
Outward appearance, skills, powers, and goals
all stem from the personality and are the
foundation for the entire being of the Eidolon.

The first and most important part of
creating your Eidolon character will be
defining his or her concept. The concept is the
general idea of the character. Will your
Eidolon be a valorous inquisitor who fights
against the tide of Aether with all his might?
Or a scholar who wishes to master the
technologies and magics of Empyrean? Or a
great explorer who seeks to understand the
infinite mysteries of the land?

The concept that you devise may be as
simple as a few words, like “Fiery Mercenary”
or “Dragon Scholar”, or it might be as
complex as “Silver-haired angelic priest who
has survived the Great Calamity by being
sealed within a Cornerstone for a thousand
years, and has only recently been released.”

The concept forms a foundation for your
character. If you aren’t certain of your concept
at the outset of character creation, then you
may wish to browse through the list of
available Persona Traits and see if there’s
anything that sparks your imagination.

Once you have your concept plotted out,
you can move onto actually assigning traits.
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Step 2¢ Persona Traits

Persona Traits are motes of Anima that grow
within the hearts of Eidolons and grant them their
incredible powers. Each Persona Trait grows based
upon the actions and desires of the Eidolon who
possesses it, becoming stronger when he acts in a
manner aligned with the Trait’s linked Personality.
As a trai's Emergence grows, it becomes more
pronounced in the features and actions of the
Eidolon. When one grows too large, however, it
becomes a cancer that can destroy him from within.

Depending on the trait selection process your
group has selected, you will either choose your own
traits, or have them chosen for you by the rest of
your group. In either case, you should select traits
from the Persona Traits list on page 136, either for
yourself or for the other players in your group.

Traits that are selected in this way all begin with
seven points of Emergence.

Selecting Traits

There are three different methods of creating
characters. Choose the one that best suits your party.

Constructed - The most traditional method of
character creation. Players choose their own traits,
with access to the entire trait list. Best for players
who enjoy a high degree of character control

Draft - Other players choose your initial persona
traits based on your personality, or on what they
think it would be fun to see you play out. This is
best for groups of close friends that know each other
well.

Scenario - The players begin the game without
persona traits. During the first game, they gain traits
more rapidly than normal Best for origin story
games with experienced roleplayers.

Constructed Character Creation

Each player follows the steps of character
creation as normal. Optionally, you may specify that
players must pick one trait from each of the
following categories: virtues, vices, personalities,
drawbacks, and talents. These they write down on
their character sheets, and set each at emergence
level 7 (rank 1). Typically you should select 4 traits
for your Eidolon to start with.
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Draft Character Creafion

If you decide to draft traits, then perform step 1
of character creation, the concept step, after drafting.
The drafting process replaces step 2 of character
creation.

Each player gains a blank character sheet and
places his name at the top of it. Then, sitting in a
circle, each player passes the character sheet to his

left.

Each player writes down a trait that they feel
matches the personality of the player who owns the
character sheet in front of them (or just chooses a
trait which seems interesting to play).

After marking down a trait, the players all pass
the sheets in front of themto the left again.

Continue this process until there are nine traits
written down on every character sheet.

Depending on how much control you wish for
players to have during the character creation process,
players may choose one, two, or three traits of their
own to write down before the drafting process

be gins.

The player then chooses four traits from those
listed on his character sheet, and sets each of these at
emergence level 7 (Rank 1).

Scenario-Based Creafion

If you decide to do scenario-based character
creation, then skip step 2 of character creation.

Scenario-based creation is intended for players
who are experienced role players. The players start
with no traits. At the end of the first game session
(or at some pivotal moment during the game
session), their three traits with the highest
emergence are automatically improved by 7 points
apiece, raising them to superficial level

If you are building characters with the scenario
me thod, be sure to include in your first game session
at least one each of social, puzzle, and conflict
encounters, so that players can bring to light all the
traits they wish to. You may also include several
opportunities for free time, so that players can act as
they wish to bring out traits that are difficult to
express in the midst of conflict.

Character Creation
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Step 3: Balance

Each Eidolon possesses a personal balance of
Anima. This balance determines how successful he
is like ly to be at different types of actions. A balance
is based upon the concentrations of different kinds
of Anima within an Eidolon’s heart—namely upon
the kinds of Anima his persona traits are aligned
with.

tied to a different
For every seven points of

Each Persona Trait is
elemental Anima.
emergence a Trait has (called a rank), he gains one
additional point of elemental Anima of the type
associated with the trait. If an Eidolon loses this
trait, he also loses all the Anima associated with it.

Eidolons begin with one of each
elemental type in their personal balances, and one
pure anima. Add an appropriate amount of Anima to
your character sheet based on the traits you selected
in step 2. Whenever you gain or lose traits, your

anima

balance should be adjus ted accordingly.
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Step 4: Background

Eidolons come from many places. Some are
Nascent who have developed such an affinity for
Anima that they have awoken to a new Eidolon
nature. Others are created directly by the world, for
reasons only they can understand. A few are formed
by the Great Spirits of Anima, expressly for the
purpose of doing that spirit’s bidding.

The life of an Eidolon is not bound to the
immediate, either. Some Eidolons are thousands of
years old, despite any apparent age, while others
have sprung up from the earth only recently. Some
were formerly Nascent and may have families,
friends, or other acquaintances, dependents, and
debts. All of these should be considered when

creating the background for a character.

Background does not need to be fully developed
right away, but you should have a strong sense of
where your Eidolon’s origins are and what he holds
important. This will be of paramount importance

when developing the Eidolon’s Creed.

The players may also agree that they wish to
begin the game with specific gear, wonders, or relics.
In this case, they should create these things by hand
or via the gear generator and integrate them into the

backs tOI‘y.

You can use Establishing Questions to
Eidolon's and
relevant information, if you wish. Just follow

determine background

your

these simple rules.

Take a moment to tell everyone about your
character and his or her concept. Tell them what
you already know about the character. Then look
to the person to your left and ask them a question
about your character. "What is my favorite food?'
"Why did I develop a sense of helpfulness?’, "Why
do I own this item?' The player gives a short
answer, which may be as specific or vague as he
wishes, but he should try to stay in the spirit of
the character you are creating. He may also reply
'you don't remember’. In either case, fill in the
answer and the reason, or record that you don't
remember. The things you have forgotten may
come to light later on in the story. Ask questions
to each player in turn about your character, until
you have learned about ten things about him or
her. Afterwards, each other player in turn will ask
one question to you about your character, which
you should answer and record in the same
manner.



Step St Creed

“Having weighed all the options and having
considered the pros and cons of each, I decided
that it was the most expedient and prudent course
of action for me to devote my life to the pursuit of
evil.”

— Montekh Dar, the Straw Man

The Creed is a basis for an Eidolon's moral
decisions and ultimate direction. It is a sacred code
that is invested in the Eidolon’s very soul, and is the
foundation of his heart upon which his traits and
being stem.

Creeds vary from Eidolon to Eidolon in fact
almost no two will have the same set of beliefs and
goals. The Creed takes the form of three or more
statements, in order of importance, that exemplify
what the Eidolon values and feels it is his purpose to

accomplish. For example:
#1 Protect and serve those who rely on me.
#2 Trust must be earned.

#3 To save a life merits any price.

Creeds Are Made

Every creed provides the possibility for a
hard choice. Good storytellers look at the
creeds of their fellow roleplayers and look
for opportunities to force them into hard
choices. Perhaps a player’s creed is “Justice
must be served without prejudice”—then
have someone he cares about do something
that demands harsh justice, and then force
the player to decide between his friend and
his creed.

Players will grate at having their creeds
tested in these ways, but the hard choices are
what will make your character stronger,
make your games memorable, and make
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These three tenements make up the core of the belief
system of one Eidolon. They act as guidelines for
how he will act and what is important to him.
Players may change their creeds as they change their
natures, but this happens much more slowly than
the acquisition of traits, if it happens at all. To go
directly against one’s creed causes an Eidolon’s heart
to fracture (see Heart Wounds, pg 49) so it is very
important that a creed be chosen carefully.

All Eidolons, including NPCs, should possess a
Creed of some type. This is especially important for
NPCs, as it helps various players to play them

accurate ly

to be Tested

your development poignant. If you are stuck
in a situation where you must violate your
creed or make a choice that you could come
to regret, put yourself in your character’s
shoes and make the decision that they would
make. That is what roleplaying is all about.

Another
storytelling is to look for situations which
will set multiple players’ creeds against one
another. This forces the party to deliberate
and decide—forcing multiple parties to make
a hard decision and further define their
characters.

strategy for interesting

Character Creation
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Sample Creed Tenets

If you have trouble coming up with creed 2s.
tenets for your Eidolon, check this list for potential

ins piratio ns.

1.
2.

3.

10.

II.

12,
13.
14.

15.

16.
17.
18.
19.

20.
21.

22.

23.

24.

Acceptance of variety is the root of stability.
Act first, clean up later.

Any means necessary must be taken to restore
the world.

A dream can be worth defending.

Eliminating evil is a part of the task of
rebuilding the world.

Free will is an illusion.
A good deed is never wasted.

Honor must be proven. Respect must be
earned.

Hostility and intimidation are a final resort.
I am a servant of the world.

I am worthy to judge right and wrong.

I deserve to be first.

I don’t have to act if others will act for me.

I must take responsibility for the results of my
actions.

It is not enough that I succeed. My enemies
must also fail

It is not the place of others to question me.
Justice must be served without prejudice.
Knowledge is the most valuable commodity.

The life of another is more important than my
life.

Limitations exist to be overcome.
My vision of the world is the best one.
The Nascent are sheep to be led.

The Nascent deserve our respect as much as we
deserve theirs.

Nascent Tribes should be left to govern
the mselves.

26.
27.

28.
20.

30.

31.

32.
33.
34.

35.
36.

37-
38.

39.
40.
41.
42.
43.
44.
45.
46.
47.

48.

49.

so.
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The new world must be molded carefully.
No compromise. Ever.

No individual or way of life is more right or
wrong than any other.

No one is more important than me.

Others must be made to see the world my
way.

Others’ problems are theirs to fix.

Peace is the only way to truly resolve conflict.
People must be governed by consent.

A prize belongs to he who seizes it.

A secret is a valuable treasure, so long as it is

kept.

The strong have a natural right to dominate.
There are no moral abso lutes.

There is an absolute good and an absolute evil.

Those who wish to restore the world are my
allies.

To kill is the gravest sin against existence.
Truth is sacred.

Uniformity is the root of stability.

We are responsible for the world we create.
We are the stewards of the earth

We must live in har mony with the world.
Wealth is a means of freedom.

The will of the Great Spirits is absolute.

The wise and powerful have a right and duty
to direct the world.

Words belong with the weak. Strength is in

action.

The world and the Nascent are tools to be
used.

The world must be made right at any cost.
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Mystic Empyrean games take place as a series of
scenes, also called Encounters. It is in these
encounters that the players will be called upon to
act, and through which their personalities will come
to the surface and grant them new powers.

Encounters generally come in three flavors—
puzzle, social, and combat. The Balance you've
created can be used as a tool for creating,
moderating, and resolving these encounters.

This chapter explains the basic structure of an
encounter, then describes how to resolve the
conflicts  within  the
Afterwards, it looks at ways to use the balance to
create and expand encounters mid-game, and how to
advance characters through a process called
Becoming once an encounter is complete.

Part 1; Context

The first part of any encounter is context—A

individual encounter.

brief description of the situation. The player who is
establishing the encounter should give the context of
the situation at hand—a clear description of what the
basic situation is. For example:

GM: You come across a cart that has
been tipped over in the middle of the road.
Beside it is a pile of ruined goods, and a
small, round man who Ilooks like a
merchant. The merchant seems more
worried than upset as you approach.

This would be a reasonable context to give
players for an encounter. It is enough to form a
me ntal picture, and it contains seeds for speculation.
Why is the man worried? What tipped over the
cart? Can we help? Is there any danger? These
questions can be answered in the next step of the
encounter.

Part 2! Establishing
Questions

"If you cannot understand, then it is because you
decided what to see before opening your eyes."

— Enciyg Eye of the Librarium
The Establishing Questions phase is where the

party’s situation is fleshed out in greater detail In
the order they are seated, each player asks a question
about the current situation to the player on his left,
moving left. These questions can be yes/no
questions or simple questions that are facts or details
the players would be able to know immediately by
observation. The player who is answering the
question should make up an answer that he feels fits
the situation.

The answers given to the questions serve to
build the scene and help others think about their
options. Establishing questions can continue on until
all players pass on asking a question. Once this
occurs, group resolution begins.

Notes on Establishing Questions

Theoretical questions are not allowed. In the
example Fargan asks “any chance of deceiving
them?” this kind of theoretical question isn't
allowed, since (as Lieselotte mentions) Fargan
wouldn't be able to know that for certain without
trying it. Only things that the party can know from
simple observation of the scene are allowable
establishing questions.

Establishing questions can grant the party
simple gear and resources. Do we have common
tools? Are there any henchmen in our employ? Do
we know the way back to the exit? These are all
allowed questions.

Establishing questions cannot grant the players
new powers, magical gear, or character changes. For
example: Are we elder gods bent on the destruction
of the world? Do I possess a tactical nuclear weapon?
Have I developed all my traits to their maximum
level? These would all be illegal establishing

questions.

Answers to questions that break the conventions
of the realm can be vetoed and corrected by the
Realm Owner.
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Farganr What time of day is it?
Lieselotte: Night. That's probably why

security is higher. How many guards are on
duty.

Lyons: Two. Probably easy to overpower.
How high are the city walls?

Erxciyo: They tower up to the clouds. This is
a big city. Do we see any other ways in?

Fargar: There's a sewer system that probably
gives access somewhere. Do the guards
appear to be tired, drunk, or uneducated?
Any chance of deceiving them?

Lieselotte: They're tired, but you have to try
it and see if tricking them works. Do we have
some basic tools for spelunking? Like a
crowbar, rope, et cetera?

Part 3: Resolution

The encounter begins with one player taking the
role of GM. The player to his left becomes the first
Active Player. Normally, the player who created the

encounter context will take on the role of GM first.

The Active Player’s role is to narrate his actions
for the turn. The Active Player may work with his
allies (if his allies consent), and should decide on
one thing he wants to accomplish during the course
of the turn. The Active Player shares this goal with
the GM, and outlines a course of action he wants to
use to accomplish it. Then, he makes an attempt to
try and achieve the goal (The rules for resolving
whe ther the attempt succeeds or fails are on pg 42.)

The GM controls the world and narrates the
results of actions the party takes, using the World
Balance if necessary to resolve actions and answer
questions. He can participate in the discussion of
what the party should do if he controls a player
character, but he should leave the ultimate decision
on what the party’s actions are to the Active Player.

Active Player-ship rotates every time an attempt
is resolved, be it successful or unsuccessful. If the
party is acting as a group, then the GM may need to
make multiple resolving actions as part of the same
attempted course of action. Whenever the Active
Player and the GM would be the same person, the
GM makes a turn for the world (called an
Escalation, and explained on pg 41). GM-ship should
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then rotate to the right. A player should never take
an Active Player turn while he is the GM.

If the encounter is a scenario-based or pre-
planned encounter, then the scenario owner may
wish to remain the GM for the entire encounter,
with the Active Player rotating clockwise around
the table. In this case, the GM can never become
Active Player, and Active Player-ship skips over his
seat when passing. If the GM controls a player
character, his character may assist other player
actions by spending Anima or acting according to
the direction of the other players, but never by
directing the group.

Once the current GM determines that the
encounter has been resolved to a sufficient degree,
he may move onto the closure phase.

Part 4; Closure

Once the encounter has reached a conclusion
where the players’ actions no longer affect its
outcome, or the context is sufficiently resolved such
that further actions are mere trivialities, then the
player who established the encounter’s context
should give a short summary of what happens in the
aftermath, adding closure to the event. If the party
escaped narrowly from a collapsing ruin, then
describe how the ruin fades beneath the earth to
sleep for another millennia. If the party successfully
bargained for an item they needed, say a few words
from the one who gave it to them, either wishing
them well or muttering about how he feels cheated.
If a puzzle was solved, then give a satisfying
description of how the party is able to continue on
their way by solving a riddle or challenge which
would have be insurmountable for others. If things
were gained, or significant story progress was made,
a summary of relevant events may be prudent to
insert as well.

After the encounter reaches closure, the player
who established the encounter should determine its
difficulty and the amount of emergence that players
are awarded. This process is explained at the end of
this chapter section (see Becoming, pg 50).

Gameplay
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Resolving Actions with
the Balance

The Active Player’s turn consists of making a
single attempt. An attempt is broken down into the
following steps.

1. The player announces what he wishes to
accomplish, and how he wishes to accomplish it.

2. The GM determines what element is most
closely aligned with the player’s action (or
determines the alignment for each of the actions, if
the attempt involves multiple actio ns).

3. The player makes a draw from the World

Balance.

3a. For each anima of that type the player
possesses beyond the first, he may make one re-draw
from the world (permanently discarding his previous
results). He continues this until he draws Aether,
runs out of draws, or decides to keep his result.

4. Based upon how closely aligned his draw is to
the action’s target, the GM interprets the results.

5. Repeat steps 3 and 4 until all actions within
the attempt have been resolved (or until something
happens that prevents the rest from resolving, such
as a failed action).

6a. If the player committed an action that
provokes retaliation, or failed in his attempt, the
GM narrates the results of the failure, optionally
drawing from the world to determine anaction for a
retaliating monster or natural hazard.

6b. If the player succeeded in his action, and did
not provoke any kind of retaliation from the world
(or survived retaliation successfully), then the GM
narrates the effects of his success.

The Balance should be re-shuffled whenever a

new encounter begins or whene ver it is empty.

Resolution is Always Opfional

Using random resolution with the Balance
or with dice is an excellent way to make a game
unpredictable. However, there’s no need to
introduce resolution where it doesn’t make
sense. If a challenge is insurmountable, you can
declare it a failure without drawing. If a player
comes up with the perfect solution to a problem,
you can declare it a success without drawing.

The GM'’s responsibility is to the story.
Whatever makes the best story is the best move
in a given situation.

Resolving a Draw

Every time a check is made against the World
Balance, it is called a draw. There are several

possible kinds of draws.

All draws have one of the following four results.
These results are measured based upon the distance
between the element drawn and the alignment of the
action being committe d:

Perfect Success = When the card flipped for
resolution is exactly aligned with the element of the
action (ie: A flip of fire on a fire action). This
typically signifies success above and beyond what
was required, or an otherwise exceptional success.
This is also called “Success, And...” since the action

succeeds AND something else good happens.
Outside Success = When the card flipped for

resolution is closely aligned with the element of the
action (ie: a flip of light or air on a fire action). This
typically signifies success that is sufficient but may
have some mitigating factors. This is also called
“Success, but...” since the action succeeds, BUT
there are potential loose ends still to clean up.

Neutral Success — When the card flipped is
neither aligned nor opposed with the element of the
action (ie: a flip of darkness or electricity on a fire
action). This signifies an incomplete failure—some
ground was gained, but not enough to be considered
a success. This is also called “Failure, but...” since
the action failed, BUT there were some good
conseque nces.

Failure = When the card flipped is opposed
directly with the element of the action (ie: a flip of
stone or water on a fire action). This signifies an
abysmal failure—the action failed, and potentially
even made things worse. This is also called a
“Failure, and...” since the action failed, AND there
were additional negative conseque nces.

Simple Draw

A simple draw is appropriate for unopposed
actions that a player may take, such as climbing a
wall, bracing himself in defense, or singing a song.

In a simple draw, the GM checks to determine
how close the alignment of the draw is to the
alignment of the action, and interprets the results as
follows.

Perfect Success - The action was very successful,
and the result is more effective than the player
intended.
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Qutside Success - The action was successful
without any difficulty, but its success may be
incomplete.

Neutral Success - The action was successful, but
there may be mitigating
circumstances. It may not be as effective as the

player inte nded.

only barely, and

Failure - The action failed, and there may be
negative repercussions to its failure.

Lyons: I'm going to attempt to break down that
door in front of us.

Fargan (GM): Alright. That will be fire.

Lyons has 4 levels of Fire in his balance. He makes
a draw from the world, and gains Water, a failure.

He can re-draw up to three times, so he decides to
draw again, this time getting Light, an outside
success. Since he is wary of failing again, and of
pushing his luck and not getting another draw that
would succeed, he decides to keep Light rather than
try to draw again.

Fargan (GM): So outside success.
Lyons: I throw my shoulder into the door as hard

as possible.

Fargamr The door creaks under the first assault,
then shatters, taking part of the hinges and the
archway above it down with it. You manage to reach
up and brace the arch just in time, but as soon as you
stop holding it, everything above is going to collapse.

Lyons: Hurry through, everyone! I can’t hold this
thing for long.

Opposed Draw

An opposed draw represents the forces of the
world or other Eidolons at work against the Eidolon.
Attempting to strike another creature who is
attempting to defend; atte mpting to climb a wall that
is slick with running water; or attempting to find
apples in a market that is short on fruit; these are all
examples of opposed draws. An opposed draw is
appropriate whenever the success of the Eidolon’s
actions are not only contingent on himself, but also
on the actions or conditions of the world around him.

For an opposed Draw, the GM should make two
draws from the world. The first world draw
determines the kind of response or hazard that the
world presents. Alternatively, the GM may simply
declare an element and a hazard, if he wishes, and

skip the first draw. Then, both the GM and the
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player make a draw, the GM drawing against the
chosen element, and the player drawing against the
alignment of the action.

If the world’s result is better than the player’s
(or if there is a tie of Neutral Success or Failure)
then the draw is considered a failure.

If the player’s result is better than the world’s
(or if there is a tie of Outside Success or Perfect
Success) then the draw is considered a success.

Action - Reaction

the player
imme diate response from the world. A heated close
combat duel, attempting to disarm a trap, or trying
to intimidate another are all examples of atte mpts
where the world would respond in kind to the
player’s actions.

Sometimes actions from draw

In this case, the GM should completely resolve
the player’s attempt up to the point where the world
would respond to it, then interject with an action
from the world. The GM may choose to simply
declare what the world is doing, or he may want to
make a draw for the world and interpret the results
of the draw as the world’s actions. The GM should
then determine the alignment of the world’s action
and draw to resolve it, narrating the results. If the
world’s action directly opposes a player (such as a
player rushing forward, and the monster attacking
him on approach), then the player’s simple draw is
changed to be an opposed draw against the world.

Resolving Difficult
Attempts

Success on a resolution check does not always
guarantee success on the feat being attempted. When
an Eidolon jumps off a high cliff, success is surviving
the fall and being able to pick yourself up off of the
ground, not discovering that you can suddenly fly. If
the attempt the player is making is impossible or
ridiculously difficult, the best they can hope for, even
with a Perfect Success, is to suffer as little damage as
possible from failing. If an Eidolon attempts to revive
a fossilized animal with a powerful electric shock, the
act of shocking it may be successful, but the animal
certainly won’t come back to life. The GM’s decision
should be considered final in a situation like this.

For extremely difficult or lengthy tasks, the
attempt should be broken down into multiple draws.
Failures and Neutral successes along the way can cause
a break in a complex action sequence, so any one point
of failure can spell disaster for the overall action.

Gameplay



Niall I want to dash forward and shove my
fist down Alora's throat.

Enciyo (GM): Well, there's a troop of about
ten armed guards between you and her, and she
sees you coming.

Niall: Do I look like I care? I'm going into
elemental form and smashing through these guys.

Enciyo (GM): Alright, make a fire check to
plow through the guards.

Niall flips fire on his check, signaling a

perfect success.

Enciyo (GM): The guards set their spears
into the ground, but you slash forwards with your
weapons and sunder them effortlessly before
smashing through their ranks. As you plow
through the guards, Alora raises her sword in a
counteroffensive strike, waiting to step through
your charge. This is a Water action. You're
using another fire action to continue forward.

Enciyo flips Stone from the world, signaling
an outside success for Alora. She then flips a
Stone again for Niall, signaling a failure.

Enciyo (GM): Eternal Rose, Alora's glass
sword, buries into the center of your chest, and
explodes into ten thousand slivers of glass. Suffer
a deep wound.

Niall Do 1 keep barreling through on

momentum?

Enciyo (GM): Yeah, you do, though the deep
wound causes your flames to die down
momentarily. If she was prepared for a head on
charge, then she's probably prepared to step out of
the way.

Niall So I'm trying to predict her step, not to
make an offensive attack.

Enciyo (GM): So you need air.
Niall flips Water, a Neutral Success. His

action fails, but there are mitigated circumstances
to the failure that may provide a boon to others.

Enciyo (GM): She backsteps and spins out of
your way, and youfall for the feint. You stumble
by, missing by about a foot with your punch.
Your body smokes and smoulders with dying
embers, as her sword regenerates itself. She
watches with cruel glee, unable to tear her eyes
away from your suffering as you fall to the
ground, leaving her back fully exposed to Fargan
for a moment.
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Anima Surge

An Eidolon’s Individual

representation Of the fOI'CQS Of Anima that are stored

Balance is a

within his body. These forces can be spent as a
power source when attempting a resolving action.
Whe never a player would make a draw, he can exert
himself and expend his natural Anima by choosing
an elemental Anima (or the Pure Anima element)
from his personal balance. The player then counts the
chosen element as his draw. After the attempt ends,
the Anima used in this way is removed from the
player’s individual balance and added to the world’s
balance. This is called an Anima Surge, and takes
the place of any normal draw that he would make.

The Anima Surge has a few important rules
associated with it:

A player can temporarily ignore the drawbacks
of an All-consuming trait by using an Anima Surge.
He can also ignore the drawbacks of a drawback trait
in the same way. If he does so, then spending the
anima merely ignores the drawback, and does not
count as his draw.

A player can utilize the Deep powers associated
with a Superficial Trait by using an Anima Surge.
When an Eidolon uses

accomplish something, he can temporarily use the

an Anima Surge to
Deep powers associated with one of his Superficial
Traits as part of the action.

The Anima spent in the Anima surge does not
need to be the same as the type of trait being
utilized. It is more advantageous to choose an
Anima that matches the alignment of the action you
are trying to accomplish.

Any Anima spent as part of an Anima Surge is
added to the World Balance, and does not return to
the Eidolon’s Individual Balance until he
chance to rest for a full night. The only exception to
this is the Pure Anima elements in a player’s
Individual Balance. When these are used in an
Anima Surge or Assist Surge, they are removed
from the game, rather than being placed into the
World Balance.

has a

An Anima Surge (or Assist Surge) cannot cancel
a draw of Aether from the World Balance. Players
should tread lightly when they know Aether is near.

Anima Surges cannot be used if the World
Balance is saturated with a particular element. The
world has a limit of how much elemental anima it
supports. If the world already has seven parts of a
given element, further Anima Surges of that
elemental type cannot be used.

Gameplay



Consequences of an Anima Surge

Even when you're about to be seriously
wounded or set back, an Anima Surge may
not be the right answer. Here are some
things to consider before spending Anima as
a Surge.

You weaken your own abilities for the
rest of the game session when you use an
Anima Surge. Fewer elements in your
personal balance mean fewer re-draws when
attempting actions, forcing you to be driven
by the whims of the world rather than your
own will

You make actions of that element more
likely to succeed for everyone. Eidolons have
a natural advantage in a balanced world,
since they have multiple draws from the
balance, while monsters typically do not.
Saturating the balance with a single ele ment
makes monster attacks more likely to draw
perfect success, raising the danger level for
everyone.

You make escalations more likely. Since
Escalations are drawn based on the odds of
any particular draw being an outside or
perfect success, weighting the balance
towards one element (or two aligned
elements) greatly increases the odds of
escalation.

Assist Surge

During a resolving action, other players whose
turn it is not may opt to assist the acting player.
They can do this by utilizing an Anima Surge of
their own, out of turn. This Anima Surge, called an
Assist Surge can be used at any time, either before
or after the player or world make draws. If a draw
causes an action to result in failure, any non-acting
player may make an assist surge to step in and lend
aid. The assist surge’s element replaces the draw of
the player, and is then added to the world as normal

When a player makes an assist surge, he should
describe what he is doing and how his interference is
influencing the outcome of his ally’s action.

Just like a normal Anima Surge, an Assist Surge
cannot cancel a draw of Aether.

An Eidolon recovers all anima from the world
when he has a chance to rest for a full night
(typically between game sessions).
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Encounter Types

There are three different kinds of Encounters
within Mystic Empyrean, and each should be
handled in different ways. The GM should establish
clearly what kind of encounter the players are going
to be involved in, though encounter types can
change midway through resolution (for example, if a
social encounter breaks down into all-out combat, or
conversely, where a monster shows intelligence and
attempts to surrender or stop fighting).

Puzzle - Puzzle encounters present the players
with a challenge that prevents them from moving
forward until they meet that challenge. Puzzles
might be difficulties such as finding lost keys,
opening sealed doors, answering riddles, crossing
huge chasms, or meeting the demands of some
guardian. Commonly, puzzles will occur in
sequence. When a large string of puzzles are
encountered in sequence, the result is called a
Dungeon Encounter.

Social - Social encounters are the most free-
form, and give players the greatest freedom to role-
play. These are also the most difficult to GM in
rotation. It is often useful to break a social encounter
down into ‘conversations’ where the party meets one
or more NPCs. The GM-ship only passes at the end

of a conversation.

Conflict - Combat encounters directly put the
players into harm as they work actively against
opposing forces. Conflict is not necessarily combat—
it could be large scale military conflict, a race, a
contest of skill or wit, or other similar indirect
confrontations. In Empyrean, conflict is a different
kind of puzzle challenge—one where the obstacles
directly work against the players.

Dungeon Encounters

Dungeons are a special kind of puzzle encounter
that present a series of smaller challenges to the
players. A dungeon is divided into a series of rooms.
Each room presents a different single puzzle or
challenge to the players. Unlike in a normal puzzle
encounter, GM-ship only passes when a room is
cleared by the party, and passes immediately,
regardless of the current turn. The players should
ask all establishing questions to the current GM
when setting up the next room in the encounter. A
series of such small puzzles are considered
collectively as one Dungeon Encounter, and Closure
and Becoming are only performed at the encounter’s
end.

Gameplay
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Some sample dungeons are included in this
book, and a planning sheet is included so that you
cancreate your own.

Example Dungeon Encounter

Lyons, Fargan, and Enciyo explore a
dungeon. Lyons is GM’ing.

Lyons (GM): We enter a vast room with a
bottomless pit looming below us. There used to be
a bridge between this side of the room and the
door at the far end, but it seems to have since
fallen away.

Fargamr About how far is it?
Lyons (GM): Almost a hundred yards.

Enciyo: I think I can handle this. Can we see
the ceiling?

Lyons (GM): Yes.

Enciyo: I'm going to use my Webweaver
ability to build us suspension bridge across the
chasm.

Lyons (GM): Alright. That will be a Stone
check: “Build Something from Scratch.” (He
makes a draw of Darkness). Dark, so Outside
Success. (He thinks for a moment). The work is
tedious, and will take you several minutes. As
you begin constructing the bridge, tiny insects
begin to skitter out across the ceiling. They seem
to be attempting to eat the webs suspending your
bridge.

Fargan I'll utilize my Inverse ability to
reverse my own gravity and fall up to the ceiling.
There, I'll land in a splash and turn myself into
liquid with my Liquid Flesh, and try to wash all
the bugs away.

Lyons (GM): (Considers making a draw,
but decides not to). That works perfectly. Enciyo
finishes the bridge with little delay, and we cross
safely to the next room.

Lyons now passes his GM-ship right to
Enciyo, who will create the next dungeon
room and GM that room completely.

Rotating the Role of GM

Rotating GM-ship is an option that allows you
to discover new facets of your own creations by
putting them in the hands of other players. This is
usually the best way to run encounters, as it gives
everyone, including yourself, the chance to play
monsters and NPCs, as well as giving everyone the
chance to try their hand at resolving whatever
conflict presents itself.

This is not always the best way to run an
encounter, naturally. If you have a well-defined
NPC or boss battle that has a scripted solution or
needs to end in a certain way to keep the story in
line, then it may be necessary for only a single
player to control the environment in an encounter.
In this case, the player who owns the scenario or
conflict in question should exclusively GM the
encounter, withdrawing his own player character as
much as possible from the spotlight, and acting in a
supporting role.

Attempt to minimize encounters like these. As
you play more of Mystic Empyrean, you will gain a
feel for how to leave your narrations defined and
open enough for other players to step in and pick up
the reins. When a player exclusively GMs a
scenario, it makes it difficult for his own character
to develop, as he does not have such a prominent
role in combat. The more you release control of
monsters and scenarios to the party as a whole, the
more opportunity you will have to face your own
challenges and have them surprise you.

Non-Player and Enemy
Action Draws

To determine the actions of enemies and NPCs,
the GM can make draws from the Balance. To do
this, just draw from the balance and look at the
action table to determine the enemy’s actions. This
is the exact reverse of when you determine a player’s
element by his actions—instead, you look at the
NPC’s or monster’s element, and determine which
action he would use.
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Escalation

Empyrean is a dangerous and unpredictable
world, and things often go awry at the worst
possible time. To represent the shifting of fate and
the inherent dangers in the world, Escalation is
employed. Before passing the role of the Game
Master, the GM should draw two cards from the
world balance, noting the element of the first card
and the relationship of the second card to it.

If the result is a perfect or outside success, the
GM should look on the escalation table and interpret
the element of the first card (or optionally, the
second card if he has no good idea for the first one).
The escalation effect is incorporated into the story
and the GM narrates how it effects the situation at
hand.

If Aether is drawn as either card during an
Escalation effect, it is treated as a success (for the
purposes of triggering escalation). Consider the
element of the second card, and magnify its effects
to create a much more dire situation. Add an Aether
to the world balance after drawing.

If Anima is drawn as either card during an
Escalation effect, it is treated as a failure (for the
purposes of triggering escalation). Add an Anima to
the world balance after drawing.

If Both Anima and Aether are drawn during
escalation, make another escalation draw. Both
Anima and Aether are added to the world balance
after this.

After resolving escalation, the player who is the
GM should pass his or her GM status and begin a

normal player turn.

The Escalation Table can be found on page 225.
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Enciyo, Fargan, Lyons, and Lieselotte are
heading downstream on a raft.

Lieselotte is the current GM, and it is
her turn. She draws two cards, Fire and Air.
These form an outside success, triggering an
escalation. Lieselotte interprets the effect of
Fire as ‘a natural hazard puts the party in
imme diate danger.’

Liselotte (GM): You all begin to hear a faint

buzzing on the horizon.

Lyons: I'm going to stand up and look ahead
with the spyglass I picked up a while back.

Lieselotte (GM): Y ou see a wall of mist and
foam, and the speed of the raft is beginning to

pick up. It looks like a huge waterfall is just
ahead.

Lieselotte passes her GM status to the
right (Fargan), and immediately begins her
turn as a player.

Gameplay
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Retrying Attempts

If the players attempt an action and that atte mpt
fails, then no subsequent attempt can be made at the
same action unless conditions change or some new
element comes into play. For example, if Lamarck
attempts to open a locked door using a small
explosion generated with his ‘Festival trait
(Jubilant), and this atte mpt fails, he cannotsay ‘I try
it again’ on his next turn. He must either decide on
some other use of the power to open the lock, use a
different trait, gain outside assistance, or somehow
alter the door or his power.

In Mystic Empyrean, creatures do not have hit
points. Continually using the same tactics, even
those that appear to cause damage or inconve nie nce
to enemies, will not defeat them with repeated uses.
In combat, if a player uses a certain attack,
regardless of whether the attack hits or misses, if it
does not destroy the monster or adversary in
question then it can be assumed that the attack will
fail to destroy it on subsequent atte mpts. Each attack
a player makes in a single encounter must be
different or somehow distinct from other atte mpts.

Choosing the Best Action
Type

Individual balances mean that each character is
adept at doing things in certain ways. Their social
actions, combat styles, and solutions to obstacles
will all be tinged with the elements that govern their
personal balances. Every Eidolon can accomplish the
same things, but must go about them in different
ways to have the highest chance of success.

For example, Lyons is primarily a fire-based
Eidolon, while Fargan is a water-based Eidolon. In a
social situation, Fargan is able to easily make
friends, while Lyons is more adept at intimidation
and  browbeating.
spokesperson if the group wants allies, while Lyons

Fargan makes a better
can often ensure greater concessions from NPCs at
the cost of invoking their anger. If Lyons wanted to
make friends with someone, he could still use fire
based actions—perhaps by intimidating the NPCs
enemies or using his strength to remove some
obstacle for them.

In battle, head-on attacks are Fire based, while
using the environment and redirecting an enemy's
strength are Water based. Fargan and Lyons can
both fight with an equal chance of success against
enemies, but to take full advantage of his powers,
Fargan must turn an enemy's strengths against it
while Lyons can meet his foe with sheer brute force.
Depending on the current World Balance, Fargan's
strategy may prove even more effective than Lyons's
strategy in combat!

Incorporating Maps

“I'm not saying that you’re lost, Morell. I just
wanted to remind you that I lack your insight,
and that I would be reassured if I understood
exactly why we’ve passed this stump for the fifth

time today.”
— Montekh Dar, the Straw Man

You may be the kind of gamer who enjoys using
maps and miniatures, or perhaps you appreciate the
kind of gaming experience that these elements
provide. Either way, when working with spatial
puzzles, dungeons, and the like, bringing maps of
your cities or dungeons to the game table can be
extremely helpful A roll out wet-erase mat and
some simple miniatures or paper cutouts can make it
much more obvious whether a player is standing
close enough to reach a door or switch, as well as
what kind of tactical options are available in combat.

Boxes, ledges, walls, weapon racks, and even
more can be incorporated more easily into your
game by using maps, and the visual reminder of
what kind of setting the players are in will help
them to remember that these options are ready and

usable for the task at hand.

This game book does not provide concrete rules
for movement on a map. Instead, players should
describe what they wish to accomplish as part of the
resolving action on their turns, and the GM will tell
them whether or not they succeed in getting from
point A to point B as part of their success or failure.
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Player Questions During
Resolution

Sometimes you will need information that is
neither resolving nor debatable. (Ex: How high is
the roof? Are there any exits? Are there any
weapons around?) If these questions weren't
resolved during the establishing questions phase,
they go to the current GM, who can answer them as
he wishes. If the questions concern the realm (ex:
what kind of technology do they have?) or NPCs
(ex: do I notice any unusual traits about him?) or the
scenario (ex: do we know where the worlds in
cornerstones actually come from?) then those
questions should be directed to the realm, NPC, or
scenario owners respectively.

No questions asked at this point should alter the
party state or the encounter state. If an answer could
give the party additional leverage or opportunities,
then it must be answered in a way such as not to do
this. For example, to the question like “Are there
any weapons around?” the answer “yes, a dozen high
powered energy cannons” about halfway through a
fight would drastically change the situation. It's
unrealistic to imagine that the party or their enemies
have simply ignored those weapons up until this
point. However, if a player breaks open a crate or
smashes open a weapons locker that was already
established to exist, it is reasonable to find such

things.
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Types of Wounds

Three types of wounds can befall an Eidolon.
Superficial Wounds are inflicted by successful

enemy attacks and mundane causes such as falling a
great distance, being burned, or being caught in an
explosion. These wounds tend to mar an Eidolon’s
features, temporarily disabling some of his traits.

Deep Wounds are inflicted less commonly by
enemy attacks and mundane damage, and more
commonly by wonders. Any action performed with
emotional investment (ie: love, hate, jealousy, etc.)
can cause a deep wound, even if it is not a physical
attack. Deep wounds cause the Eidolon to lose one
anima of any type he chooses. If the Eidolon has no
more anima in his personal balance, then the Deep
Wound becomes a Heart Wound instead.

Heart Wounds are the rarest and deadliest
wounds. An Eidolon suffers a heart wound when his
heart is struck or damaged directly, when he makes a
conscious decision to violate his creed, or when he is
exposed to a powerful source of Aether. These
debilitating wounds can permanently alter an
Eidolon’s traits and physical features, or even imbue
him with new, alien traits.

Taking Wounds

Immortal forces of nature aren’t necessarily
indestructible—in fact, you'll be quite surprised
at what you can live through. It's the natural
instinct of players to try to protect their
characters from harm, as well as to argue with
the GM when your character is hurt. The GM
has the absolute final say in these cases, so
players should look for ways to use wounds to
their advantage rather than arguing with the
GM over whether or not they occur.

For example, if a mortal Nascent stabs a sword
through your back during a negotiation, rather
than shouting “No way, I would have sensed him
coming! I want to get a resolution draw!” You
might instead say “I look down calmly at the
sword sticking through my chest, then grab it and
pull it the rest of the way through, disarming the
enemy behind me. ‘Now, where were we?’ I say,
as | begin regenerating flesh.”

Avoid stepping back and breaking the flow
of the story as much as possible. Instead, try to
use the wounds you take as a chance to bring out
your personality and make your character’s
immor tal nature even more awe-inspiring.

Gameplay
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Superficial Wounds

Superficial wounds affect an Eidolon’s features.
Each kind of Persona Trait has a linked physical
attribute. If that physical attribute is damaged or
broken, then the Eidolon loses the power granted by
that trait temporarily. For example, Eye of Flame
lets an Eidolon light fires with a gaze. If his eyes are
put out, blinded with thrown sand, or blinded by a
brilliant flash, then he can no longer use them to
light fires.

When an Eidolon suffers a superficial wound,
draw from the world Balance. He suffers a wound
that disables or distorts one of the traits associated
with that element. If he has no traits associated with
that element, then the wound is considered minor
and does not disable him.

A wound does not always disable a trait—
sometimes it distorts it or causes it to lose control
For example, a character with ‘Eye of Flame’ who is
struck in the eye may not have his eye disabled—it
might instead flare out of control and cause great
destruction. There is no hard and fast rule to when a
trait should be distorted instead of disabled—the
GM should rule in a way that best serves the story.

Recovery

On his turn during resolution, or anytime
outside of resolution, and Eidolon may spend one
Anima of any type from his Individual Balance
(though he cannot spend his last Anima of any
elemental type). If he does, then he is healed of all

superficial wounds.

Superficial wounds also heal anytime an Eidolon
rests for a night.

Deep Wounds

Deep wounds cut below the surface of the
Eidolon’s soul and leave marks upon his heart
These wounds cannot be delivered through ordinary
means. They can only be caused under one of the
following two conditions.

1) The weapon or tool used to harm the Eidolon
is a wonder, or otherwise imbued with the powers of
Anima.

2) The attack that dealt the wound was delivered
with an emotional weight, such as hatred or love,
directed personally at the target.

Deep wounds can also be dealt by a creature
imbued with the powers of pure Anima or Aether,
such as a Colossus, Anima Spirit, or Aetherling.

When an Eidolon suffers a Deep wound, he
loses one Anima of any type of his choice. If he has
no anima remaining when he suffers a Deep

Wound, then he suffers a Heart Wound instead, and

is knocked unconscious for the rest of the encounter.

Whe never an Eidolon suffers a Deep Wound, he
also suffers a superficial wound.

Recovery

An Eidolon recovers from all Deep Wounds
whe never he rests for one night and one day.
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Heart Wounds

Heart Wounds are the rarest and deadliest type
of wounds an Eidolon can receive. When an attack
directly strikes into the center of his being, his heart,
strange things can happen. A heart wound can only
be delivered under the same conditions as a deep
wound. Unlike a deep wound, however, both
conditions must be met (using a wonder, and with
emotional weight behind the attack). An Eidolon
also suffers a Heart Wound when he willfully and
directly violates the tenets of his Creed to a severe

degree.

The Eidolon draws twice from the World
Balance. If either draw is linked to a trait he
possesses, choose the highest-emerged trait the
Eidolon possesses whose element matches the first
draw (if no trait is linked to the first element, use a
trait linked to the second draw’s element instead).
That trait is corrupted in one of several ways:
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If the trait was a Drawback, it is eliminated
immediately, regardless of the second draw.

Otherwise:

If the second draw was Anima, the trait
imme diately becomes All-Consuming.

If the second draw was Aether, then the trait is
eliminated altogether.

If the second draw was an element, then the
wounded Eidolon chooses a trait of the reversed type
and of the second element drawn (vice is the reverse
of virtue, personality is the reverse of talent). The
trait is changed to become the new type, but retains
its current emergence. (For example, Niall takes a
Heart Wound and has his Handy Trait [virtue, air,
helpful] reversed with a draw of darkness. He loses
Handy and gains a vice / darkness trait from among the
three traits that fit that criteria [Ashen Flesh, Deathly
Grin, or Man in the Box]. He chooses "Man in the Box"
because its linked Personality, Reliant, seems like the most

fitting reversal of Helpful.)

If a trait was changed in this way, then the
Eidolon does not begin to feel its effects until the
end of the current encounter. He does, however, lose
the use of the eliminated trait immediately, and
becomes knocked unconscious. The trait gained
from a heart wound always comes with the
drawback that is normally reserved for All
Consuming traits. (So if an Eidolon gains a trait at
Superficial level through a heart wound, he still
suffers with the same burdens as an Eidolon who
has developed it naturally to all-consuming).

Whenever an Eidolon suffers a Heart Wound,
he also suffers a Superficial wound along with it.

Recovery

Heart wounds cannot be healed. Instead,
Eidolons must work to overcome the damage they
have caused. Some have even been known to
embrace these artificial and fractured traits, leading
to a sharp personality shift.

Gameplay
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Becoming

Eidolons are constantly changing and developing
new personality traits and powers. After each
encounter, regardless of its type, there will be a short
break for Becoming. Becoming is how Eidolons gain
new traits and powers, and is distantly related to
experience points in most role playing games.

The players collectively decide how difficult the
encounter was. If the encounter was a scenario
encounter, then the scenario owner should decide
how difficult it was. Alternatively, you can time
encounters and use the time spent to decide the

difficulty rating. Use the chart

quantifying an e ncounter’s difficulty rating.

below for

After determining the difficulty rating of the
just-finished encounter, each player takes his
character sheet and passes it to the left (or right, if
you're of the persuasion—so long as all players pass
the same way, it doesn’t matter). The player takes
the character sheet in front of him and considers the
actions of its owner during the encounter. He then
adds one point of emergence to the trait that he feels
best exemplifies that player’s actions. If the trait is
not present on the player’s emergence grid, then he
adds it. If the trait is not present and the player’s
emergence grid is full, then he must pick a different
trait that is already present on the grid.

Continue this process once for each difficulty
rank of the encounter. For a rank 4 encounter, there
will be four new points added to a player’s
emergence grid. This process of adding e mergence
points is called Becoming. Players do not give
themselves emergence points during rotation. A
player skips over himself if it takes multiple laps
around the table to reach the allotted number of
emergence points added.

Once the rotation has ended, each player
receives back his character sheet and awards himself
one additional point of emergence in any trait he
wishes. This trait that the player adds himself does
not need to be relevant to the way he roleplayed
during the encounter, but it may be if he chooses.

S0

Difficulty Rating

1 - Trivial - The players did not come
into any danger, and did not need much

effort to The

encounter is resolved in a matter of minutes,

resolve the encounter.

in most cases. (less than 30 min)

2 - Mild - The players were not in much
danger, and certainly not mortal danger. The
encounter took some effort, but not enough
to be considered challenging. (less than 1
hour)

3 - Moderate - The players may have
encountered some reasonable danger, or
ingenuity or NPC
interaction to succeed. (less than1 and a half
min)

required particular

4 - Tough - The players faced real
difficulty, and at least someone was injured
in the ordeal. The episode may have required
heroic reserves of skill, power, or grace to
resolve. (less than 2 hours)

s - Difficult - The party faced real and
significant danger that threatened to destroy
them or utterly end their adventure. (less

than 2 and a half hours)
6 - Deadly - The party lies beaten on the

floor, only barely surviving the terrible
encounter that tested their mettle to its very
limits. (less than 3 hours)

7 - Epic - Pivotal encounters in the story,
battles against Colossi, Aetherlings, and
important villains may fall into this
category. Most Epic encounters take at least
two hours to resolve (typically 3 or more

hours).



Trait Ranks

Every seven points of Emergence allotted to a
trait increases its rank by 1. If a trait’s rank increases
during Becoming, then the Eidolon should
immediately add Anima to his Personal Balance to
reflect the new trait ranks. He can start using the
abilities associated with his new rank (and start
suffering the drawbacks) immediately during the

next encounter.
Outgrowing Traits

An Eidolon’s heart is only large enough to
contain so much, and once one develops too many
persona traits, it can overfill Persona Traits that
grow too large begin to negatively impact the
Eidolon, and if they grow beyond even this size,
they may cause his heart to shatter completely. An
Eidolonrealizes when a trait is growing too large for
his heart, and is able to exorcise it through
meditation. The Eidolon spends a little time
between game sessions concentrating on the trait
and purging it from his heart. The Persona Trait
then crystalizes in his hands into a pure mote of
Anima, called an Anima Pearl, which the Eidolon
can keep and use. Anima Pearls are very valuable,
and can be used to create muystical items and
weapons, if the proper been
unlocked in the world (see pg 88).

paradigms have

An Eidolon’s heart has enough room for ten
ranks of persona traits. Superficial traits take up one
rank. Deep traits take up two ranks. All-Consuming
traits take three ranks. If an Eidolon develops a new
persona trait that would cause him to exceed this
limit, he must eliminate his existing persona traits
as an Anima Pearl at the end of the current game
session until he has ten or fewer ranks. If an
Eidolon develops an All-Consuming trait to rank 4,
then it threatens to shatter his heart if it is not
purged very soon. A trait with this level of
Emergence must be purged at the end of a game
session. The particular eliminated trait and its rank
will affect the size, value, and types of items that
can be created with the pearl produced, so remember
to record this information as well.

An Eidolon can only support one All
Consuming Trait at a time. If he gains a new All-
Consuming trait, then he must eliminate one of
them at the end of the current game session.

An Eidolon can meditate to eliminate any traits
anytime between sessions and for any reason. Only
if he exceeds the limit of two All-Consuming Traits
or ten total trait ranks does this course of action
become mandatory. A trait with twenty-eight ranks
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of Emergence must also be eliminated between
sessions.

The Treasures of
Empyrean

GMs should introduce treasures into a game
session whenever they seem appropriate, but should
avoid flooding the party with treasure. Minor
wonders should appear at about a rate of one per
session, while major wonders may appear only once
every four or five sessions. Treasures can be created
on the spot by the GM, or created by drawing on a

realm’s treasure tables (see Pg 191).

Wonders

Wonders are powerful artifacts that Eidolons
may come across in their travels. By definition,
wonders are imbued with mystical powers that are
beyond the limits of ordinary tools. They may be
forged from magic, technology, or the same
quintessence that fills the hearts of Eidolons.
Whatever their nature, wonders are highly sought
after and not easily obtained.

Unlike mundane gear, which has no special
effects or powers, wonders can only be acquired by
adventuring. They can only be brought into a story
by the direction of the scenario owner, and cannot
be created via establishing questions. Unlike
technological goods, wonders work everywhere in
Empyrean, and are not bound by the limits of the
realm where they were created.

Wonders are often discovered while exploring,
or given to the party as a reward for completing
tasks or quests for interested parties.

Consumables

Consumables are a class of wonder that can only
be used a limited number of times (usually once)
before becoming unusable. Some examples are magic
wands with a limited number of charges, potions
that have a limited time duration, or weapons loaded
with extremely rare ammunition that cannot be

readily replenished.

Consumables are more easily obtained than
most other wonders, as they can be created by
specially trained Eidolons, and usually require low
quality ingredients as compared to greater wonders.
Because of their limited usage, consumables can
often have very potent effects despite the quality of
their ingredients.

Gameplay
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Weapons and Gear

Weapons and gear are powerful permanent
wonders that can be equipped or wielded by
Eidolons. They come in two flavors—minor and
major.

Minor wonders have localized effects that
directly surround the normal use of the gear. A
shield that reflects energy might be a minor wonder,
as would be a sword that radiates fire when swung.

Major wonders have mystical powers that
extend beyond the normal usage of the tool and
beyond mere limits of locality. A glass eye that
compels others to obey your commands once per
encounter would be considered a major wonder, as
would a sword that slays a named victim when
swung, regardless of how distant he is.

Minor wonders are rare, and are still much more
common than major wonders. Some major wonders
are so powerful, acquiring them may become the
entire focus of the story.

Technology Goods

Some technological devices are so powerful they
may be indistinguishable from wonders. These may
be inspired by real technologies, or informed by the
various technologies that a realm possesses. These
wonders may only work within the realms that
support their given kind of technology. A massive
robot created within a space-age realm (possibly in
order to fight a Colossus) will likely cease to
function once it leaves the boundaries of that realm
or wanders into the mist. Most kinds of technology
will function in realms with similar technology, so
the same giant robot would function in a different
realm if that new realm also had space-age
technology. Some bizarre types of technology (such
as Pandoran or Thaumic) may operate on different
fundamental principles in each realm, and thus not
operate even in realms that have the same category
of technology as the places they were created.

Invenfory

Eidolons can only carry so much. While there is
no strict limit to encumbrance, players should
consider the realistic possibility of how they can
manage and carry their possessions. An Eidolon
with the Treasure Box (Secretive) trait can store all
of the party’s inventory within his body, and one
with the Always Prepared Trait (Organized) can
retroactively decide to bring along gear ‘for just such
a situation.’
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Once an Eidolon acquires a cornerstone, it can
be unlocked to restore a portion of the world which
has been lost within the Aether. For some
cornerstones, what is revealed is a literal portion of
the physical world—a realm lost beneath the mist
and to time. What the mist reveals when it clears
will be a new land that is partially dependent on the
acquired cornerstone, and partially reflective of the
Eidolon’s heart.

For players, the opportunity to create new
regions of the world and populate them represents
something unique and exciting. Imagine visiting a
world of your own design—meeting the people that
inhabit it, experiencing the culture, discovering the
perils and treasures that are hidden within it
Discovering another player’s world is exciting, but
discovering your own can be just as enchanting.
This section of Mpystic Empyrean contains
information on how to create a world that grows and
evolves with your characters and backstory.

Creating a realm is a delicate balance of
definition and abstraction. A realm’s architect
should take care to provide enough detail to make
the world belie vable and deep, but not so much as to
choke out the creativity of the other players. This
section provides guidance to achieving this delicate
balance.

Releasing a Realm

When a cornerstone containing a realm is
planted, is grows rapidly outward, like ink painting a
landscape on canvas. This mist of Aether rolls back
under the tidal wave of life and existence that
spreads from the seed, and a new realm takes root
and comes into being almost instantly.

Realms that emerge from cornerstones have the
appearance of age. They come fully populated with
ancient cities, inhabitants of all ages, ruins, orders of
scholarship and religion, and long established guilds,
customs, and governments. The citizens of the
realms may realize that they have suddenly been
reconnected to a world—or perhaps they imagine
that they have been cut off from society and are only
now reemerging into the greater world and
reestablishing trade and communication. The beliefs
and attitudes of the people in arealm as a whole are
ultimately at the discretion of the Realm’s Owner,
and there is no need for all realms to have the same

general attitude towards appearing suddenly from
the earth.

What is a Cornerstone?

There is a great deal Of speculation amo ng the scholars Of Empyrean as to What is actually

inside a cornerstone. Some belie ve they contain the shadows of the world that existed before

the destruction of Grand Cornerstone, frozen and preserved within crystalized Anima. Others
speculate that they contain only design patterns, which are reassembled out of trace Anima that
lies dormant within the Aether. There are any number of explanations as to what a cornerstone
really is. Regardless of their perceived nature, their uses are clear.

A cornerstone contains a definite realm, conceit, or paradigm that will be unleashed when it
is used. The Eidolon using the stone has no power over what he finds inside, but it does
manifest in a way that subtly reflects his heart, no matter what it is.



Making Room for New
Setting Conventions

Empyrean is a huge world, and its has no hard
and fast rules on things such as heaven, ghosts,
planets,
dimensions, or the like. Just about anything that you
and your friends feel is appropriate and fun can be
worked into the world. Plenty of realms will
introduce new kinds of conventions to the world.

These should not be avoided.

monsters, alternative races, other

For example, if you want to create a realm that
is a kind of limbo for departed souls, then the
question of afterlife, judgment, and good and evil
becomes introduced into your Empyrean. Who
judges these souls? On what criteria? Can they be
rescued and resurrected? These are all questions that
can vastly alter the way the game plays. If players
can be reincarnated from this spirit world, perhaps
they die often, and are resurrected with new traits
and abilities.

Another example might be a realm that has the
technology for space travel Does all of Empyrean
share the same space? Are there other creatures
living in the space? Are different planets just other
realms or parts of the same realm? Perhaps
Empyrean is not just one world, but a galaxy to be
rebuilt from many tiny planets.

When a realm such as this is created and
explored, make sure all players understand what
kind of conventions the realm offers, and give them
ample opportunity to explore all the implications
and contingencies that a situation like this might
provide. What if a villain was killed early on, and
suddenly the above ghost realm is discovered?
Maybe there could be a plot to resurrect this villain
by his remaining followers. What if a realm is
discovered where sentient lizard people are the
dominant race instead of Eidolons? Now the players
will need to contend with the question of how this
other race is treated in foreign realms, and issues of
equality and citizenship.

Ideally, each realm makes its own mark on the
world and changes the entire game in some subtle
way. If your realm doesn’t affect the whole of
Empyrean by its very existence, you may want to
reevaluate and restructure it so that it does.
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Mapping the Realm

Creating a visual aid or map for your realm can
greatly aid in storytelling, and is strongly
encouraged. If you can find visual aids, such as
artworks of photographs, that accurately or nearly
portray your realm, it is useful to print these and
bring them along to your game, so that players can
visualize the place they are exploring.

If you want to bring out your realm’s
personality even more, you might devise a
soundtrack that exemplifies the culture or feel of
that realm to play unobtrusively in the background.

The realm planning sheet in this guide contains
a space for you to draw your map. Important
locations and amenities should be clearly marked on
your realm map. Most realms are only large enough
to contain one major city and a few small towns.
Some smaller realms may be nothing more than a
single city and its outskirts. The important thing is
for the party to be able to plan journeys and
understand where they are in relation to other
important places within the realm.

Building a Realm

The following steps should be used in order to
create a new realm, if you are building one from
scratch by yourself. In the back of the book (pg 208)
are instructions for developing a realm at the table

using the input of all players together.

Realms
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Step I: Name and
Concept

Every great realm begins with a great idea.
Many of the sages posit that cornerstones
the mselves contain only the idea of the realm, and
that the physical manifestation of it is carved out of
the Aether, rather than emerging from the stone.
Whatever the true nature of the realms sealed in
cornerstones may be, they are invariably shaped by
certain ideas.

When designing your concept, consider the kind
of realm that you wish to visit. Will it be a paradise
on earth? A harsh land of perpetual winter? A
me tropolis filled with sentient machines? The basic
idea that makes up the realm is the foundation of
your new piece of the world, and everything else
grows from this initial concept.

Name your realm, and jot down a few notes on
its concept. Imagine what Eidolons entering it for
the first time after a thousand years will think and
see, and what they will want to do there.

Step 2! Choosing Realm
Traits

If the realm’s concept is its heart, then traits are
body that give it form. There are several kinds of
traits that must be selected for each realm—terrain,
technology, culture, society, creed, government, and
wildlife. Each trait type has several options for the
builder to choose from.

Creating Your Own Realm Traits

The realm traits listed here are used later
on by the generators in the Appendices to
create treasures, encounters, and other
features of the realm by random draws.
While it is encouraged to create your own
traits to describe a realm, keep in mind that
doing so will make many of the generators
unusable during play. For this reason,
customized traits are recommended only for
parties who are comfortable creating every
aspect of the realm the mselves and not using
random generation to explore.
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Terrain Traits

The majority of the lands that make up the
realm will fall into one or more biome types, called
terrains. The terrain of a realm determines a great
deal about the cultures that develop there, as well as
the animals that might live there and the natural
resources that are available in the area.

Desert (Fire)

Deserts are harsh places of extreme te mperature.
Between the searing heat of the day and the cold
emptiness of night, the one constant is a dearth of
water that forces all manner of life to conserve and
innovate to survive. Desert peoples are usually
nomadic, and any city that does spring up is built on
the foundation of a renewable water source that is
intertwined inseparably with every aspect of life.

Plains (Light)

Wide rolling plains make a region easy to
traverse and idea for civilized living. Trading posts,
cities, farming villages, and even more can fill the
grasslands of Empyrean. Animal life can vary from
the mice and horses of the prairies to exotic animals
like zebras and giraffes, or anything in between.

Mountain (Electricity)

Towering mountains provide an excellent refuge
for airborne creatures, as well as mountain cities and
mo nasteries—many of which are carved right into
the heart of the rock. The tops of mountains are
difficult to reach, and some mist-covered peaks are
explored only by the stories of what wonders or
horrors lie upon their peaks. Due to their remote
nature, most mountain settlements are sparse and
self-contained. Many may be wary of outsiders, or
have strange and foreign customs. Mountain
creatures are usually hardy and tough, able to

withstand the harsh elements that come to bear atop
the mo untains.

Forest (Water)

The deep forest is host to life and civilization in
endless varieties. Large creatures stalk the forest
floor, roaming in packs or herds and seeking food,
while smaller creatures bound and fly among the
canopy provided by the cover of trees. Small towns
spring up in groves or near sources of water,
primarily hunting villages that move with the
seasons. Other cultures make their homes in the
hollows of the oldest and greatest trees in the forest.
Living in harmony with nature and attaining
balance is a key to survival for these forest cultures.

S7

Swamp (Darkness)

Swamps and bayous are stuffy, sultry places
where the heat of the day is locked beneath a humid
canopy of air and trees, and the waters stand at knee
level all throughout the area. Small islands rise
above the misty bog, often connected by bridges of
rope, wood, or stone. Towns are built on stilts to
stand above the muck, or float upon boats, forming a
mobile community whose geography changes every
day. The swamp is filled with beautiful and
dangerous creatures, such as snakes, frogs, birds, and
alligators.

Caverns (Stone)

In the eternal darkness within the earth, cavern
creatures and societies are adapted to eking out an
existence with the merest resources, most especially
light. Many search for mushrooms or algae that do
not need light to grow, while others fish from
underground lakes or hunt the bats that live atop the
roofs of their cavern homes. Cities within these
caverns are lit day and night by great beacons, while
others, inhabited entirely by the blind, forego light
completely. Trade and technological exchange with
those who live upon the surface differs by society,
but can vastly impact living conditions for the
cavern dwellers.

Seaside (Air)

Lakes and seas provide abundant support for
stationary communities and for a wide variety of
wildlife. Some societies live on the islands near an
ocean, or near the fertile delta land created by
whatever river feeds into it. More advanced societies
can support cities that lie below the surface of lakes
and seas, or which float entirely upon the surface.
Based on the depth and size of the surrounding body
of water, it may contain anything from rare fish to
massive aquatic monsters. Many treasures and
sunken ships can also be found beneath the surface
of the water, and undersea mining is extremely
profitable for many cultures.

Realms
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Technology Traits

Sciences develop in different ways, and each
civiliz ation has their own take on how the universe
works and how to make it work for them.

Steam (Fire)

Steam technology allows realms to build all sorts
of wondrous inventions, such as trains, cars, guns,
and engines. These areas usually have a distinctly
industrial feeling to them. The most powerful of
mundane weapons can be found in these areas, and
alchemists can create wonders that bend the laws of
physics and time without wholly breaking the m.

Thaumics (Lighf)

Thaumic technology blesses a realm with
wonders that are impossible to achieve with science.
Medicine in these areas is especially impressive, as
are destructive weapons and elemental aligned tools.
Most weapon and gear wonders are created in
realms that have Thaumic Technology.

Neotech (Electricity)

Space age technology is information-driven and
powered by sound, repeatable logic. Often powered
by clean energy such as light or the internal heat of
the earth, or even the blessing of one of the Great
Anima Spirits, this technology can overcome the
laws of physics through ingenuity and hard scie nce.
The wonders produced by these societies are most
commonly classified as tools, and allow powers such
as flight, teleportation, or protection. These realms
may also have space programs to explore the world
beyond Empyrean, though they do not necessarily

Share the same COoSmos.
Biotechnology (Water)

Biotechnology allows a realm to replace
mechanical conveniences with living ones—
creatures that performtheir tasks while maintaining
themselves and self replicating. These realms may
tend to focus more oneither the plant or animal side
of biotechnology, but have marginal proficiency in
both. The wonders they can create consist of
reforming and self-repairing gear, as well as unique,
tailor-made animals called servitors that serve as
obedient pets.

Primitive (Stone)

Areas with primitive technology can create
mundane goods that do not possess any kind of
wondrous properties. Their technologies are often
limited to stone-working or basic metallurgy.
Shamans and ritualists may be able to create tribal
fetishes and enchanted gear that is more in tune
with the spiritual nature of the world.

Pandoran Tech (Darkness)

“I once believed that Empyrean should be
restored as it once was, and that all parts of the
world should grow back organically to their
whole. However, when I saw the terrible thing
they had created in that place... that defiance of
all nature and sanity... then I realized that not all
of Old Empyrean’s secrets ought to be returned to

Grand Cornerstone.”

Drawn from questionable resources and powered
by dark, alien designs, Pandoran technology is a
black box that offers great potential at great price. It
allows its users to bend and break the laws of nature,
circumventing time, gravity, life, and death. While
there is no limit to what can be accomplished, there
is also no limit to the toll this power source can take
on the land around it and the well-being of those
exposed to it.

Electronics (Air)

Electronic technology provides a realm with
instantaneous communication and data storage, as
well as a host of conveniences. These kinds of
realms are usually driven more by information than
goods. Electronic technology can create wonders
that communicate instantly with any place in the
world, as well as gather and store information about
faraway places without ever visiting them. Cell
phones, computers, the internet, and other such
conveniences are common in these realms.
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Government Traits

Wherever civilization goes, there too go
governments. The organization of the peoples
within a realm can be expressed to a great degree
simply by what form their governance takes, though
no form of government can make an absolute
guarantee of happiness or prosperity for a people.

Plutocracy (Fire)

The rich rule over a Plutocracy, either by virtue
of owning all the land in the realm, or simply by
owning the people themselves. A loose coalition of
barons or guild masters maintains the status quo of
the realm, all the while fighting amongst the mselves
for additional power. Since the struggle for power in
the Plutocracy is almost constant, there is ample
opportunity for one of the players to assist in
making the next king, or to become the next king
himself if he so desires. Oppression and lack of
personal liberty, as well as meager conditions for the
poor, are all common staples of a plutocratic society.

Kingdom (Stone)

Kingdoms are ruled by succession, often with a
charter or constitution that outlines the rules for
succession and the powers of the king. A kingdom
without such a constitution is effectively a tyranny
(so use the Tyranny trait instead), albeit one that
changes hands every generation. Within the
constitutional kingdom, the absolute power of the
monarch to execute the law and provide for the
welfare of the people is tempered by the will of the
people themselves as an assembly or parliament.
These two sides are often if not always in
contention with one another, and players will
normally be forced to support either the agenda of
the king or of the people.

Theocracy (Light)

Rule by the divine is perhaps the most ancient
kind of government, and one not uncommon in
Empyrean. The citizens of the realm normally
answer to priests, who answer directly to the
authority of some god or force of nature—perhaps
one of the great Anima Spirits itself. Realms under
the control of a theocracy can be subject to all sorts
of strange rules. Missed sacrifices may result in
rains of blood or swords, while a natio nwide trend of
apostasy might bring plagues and misfortune that
ultimately can only be stopped by influencing the

people themselves to return to their Old morals.
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Tyranny (Darkness)

A tyrant rules absolutely over his own domain,
answering to none save himself for his deeds. A
tyrant's power is absolute, giving him almost
limitless resources and influence in the realm. This
influence need not be negative, however. Though
tyrants often cast a negative image, absolute power
can be wielded for both the greatest good and the
greatest evil. When a realm is ruled by tyranny,
remember to create the tyrant himself as an NPC, as
players will almost always want to confront this
person.

Technocracy (Electricity)

In a technocracy, those who control technology
reign supreme. These might be the few who have
access to a  society-domineering  artificial
intelligence, or those who control access to the fuel
for the vehicles and tools that are indispensable for
everyday life, or perhaps even an algorithm designed
to regulate all aspects of managing the civilization.
A technocracy is usually a more despotic kind of
government, since control over resources provides
an absolute leverage that ordinary citizens cannot
hope to confront or challenge. Life in a technocracy
is often convenient and affluent, but lacks
individuality and personal liberty common in other

realms.
Meritocracy (W ater)

In a meritocracy, those most deserving of rule
obtain power. What defines deserving may vary
greatly on a per-country basis. It could be that the
winner of an arena tournament rules for a year, or
that the greatest hunter in the land becomes king, or
that the most proliferant inventor is given
leadership. Meritocratic leaders can vary wildly in
their popularity, but the consensus among their
public, either gladly or grudgingly, is that they have
earned their places fair and square. This makes
revolution and insurgence more difficult in these

Aristocracy (Air)

A few nobles rule in coalition over an
Aristocracy. While a plutocracy rules by wealth
alone, the aristocracy rules by legal power, politics,
and espionage. The members of the aristocracy are
constantly scheming for power and gain, however,
raising an army or assassinating a handful of
individuals is rarely enough to make one king in
such a realm, as the nobility of an aristocratic line
ensures that those in power will be replaced by
additio nal ge nerations and descendants.

Realms
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4+ + +
Wildlife Traits

No realm is complete without the presence of
natural creatures. These ubiquitous beings form a

unique ecosystem that add a certain flavor to a
realm.

+ +
Dire (Fire)

Dire creatures are those touched by an over-
saturation of Anima. Often these creatures are
created as guardians by the great spirits or corrupted

from their natural forms by the radiant energy of a
cornerstone or powerful artifact.

Because of the way they are created, Dire
creatures usually possess a pronounced elemental
alignment, and are all but immune to the effects of
this element when actions aligned with it are used
against them. They may possess uncanny powers,
speed, or even intelligence, depending on the nature
of their transformations.

Dire creatures are more aggressive to Eidolons
whose personal balances contain elements opposed
to their own, and may ignore direct threats in order
to pursue harmless creatures of opposing elemental
alignme nt.

Natural (Light)

Natural creatures are the de-facto inhabitants of
a realm, and are usually assumed to exist there by
players, unless it is made clear that a different kind
of wildlife is present. Natural creatures are usually
passive, and interested in their own welfare,
families, and territories. Few are aggressive to
Eidolons, unless they are being hunted or feel that
their food sources, homes, children, or mates are
threatened. Activity in cities or by nearby
settlements can provoke animals to aggression, but
this kind of behavior gradually goes away as animals
adapt to changes in their habitats, die off, or evolve.

Evolution and adaptation may occur rather
rapidly in the Anima-saturated world of Empyrean.
If living conditions change, animals change with
them within a few months, or a year at the most.
Animals who do not adapt to their new environment
usually move, and are displaced by more well
adjusted creatures in no time at all

Aberrant (Electricity)

Aberrant creatures are touched by the corrupting
influence of Aether, and often develop twisted and
impossible powers, as well as a cruel impulse to
destroy any creature of Anima— most especially
Eidolons. Aberrants may have almost any size, and

usually possess alien or unfathomable body types
that might exist as swarms, occupy different
dimensions, or be unbound by time.

Aberrant creatures are extremely dangerous
even to powerful warriors, and commonly inhabit
the boundaries of the world. Their lifespans are
short, poisoned as they are by Aether, so it is rare for
one to wander too far from the world’s edge.

Exofic (Water)

Exotic wildlife is usually possessed of a number
of strange adaptations and talents that allow it to
survive in its unique locale. Expect everything from
massive creatures that hover on the horizon like
mountains, to tiny insects with the venom to kill a
whole village. Fighting for small ecological niches
has made these exotic creatures aggressive and well
able to defend their territories. They don’t hesitate

to strike out at anything that might try to hedge into
their habitats.

Epic (Stone)

Some areas have creatures of legend and myth.
Mighty thunderbirds, great dragons, krakens, and
the like all qualify as Epic wildlife, if they are
pervasive. Some realms may have one or two
dragons, but in a realm with Epic Wildlife, dragons
are fairly standard fare, and may even be a plague
upon the land that needs to be controlled somehow.

Unnatural (Darkness)

While the Nascent can use their wits to live in
areas that are devoid of natural life, animals are not
so fortunate. Some barren places, such as realms
without air, or blasted, poisoned lands, might not
contain any wildlife at all. In this case, there may
still be plenty of creatures roaming the land.
Undead, ghosts, elementals, and the like might
inhabit the wilderness devoid of its natural
occupants.

Organized (Air)

Areas with organized wildlife are rare, but it is
possible that tribes of animals may attain
intelligence and live in communities. Organized
natural creatures muddy the lines between Nascent
and animals, for though they may have societies,

customs, and even technology, they still live
according to their animal natures.
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Culture Traits

Cultural Traits
civilization that exists within an area. Some
cultures value knowledge, others may place
weight on honor, hard work, or wealth. The
kinds of goods a culture creates and
desires are dependent primarily on
its technologies and its culture.

Militant (Fire)

“When the weakness of men
grows too great, then there are
wars.”

— Lyons, Who Slew Regret

Militant cultures value

security, power, and self-
sufficiency. They believe that

the strong control the weak

according to natural order, and will only
show respect to outsiders capable of

commanding it by a demonstration of

pO wer.
Honorable (Lighi’)
HO norable Cultures Value Strength,

integrity, and ability. A good reputation and
sincerity will take outsiders far towards
becoming accepted in these places, as will
being able to keep promises and do one’s part
to aid those in need.

Progressive (Eleclricity)

Progressive cultures value innovation,
exploration, and mobility. They are quick to
adopt new ideas and seek out new
knowledge, and are rarely bound by
traditions or fear of change.

define the kind of

Arfisan (Water)

Artisan cultures value beauty and
aesthetics, and can create

wondrous treasures and tools. While

many

these cultures focus primarily on the

arts and the development of their

own civilizations, many are also

interested in learning of the wonders in the

greater world, as well as in trading their artisan
crafts with outsiders.

Industrious (Stone)

Industrious cultures value hard work, self-
sufficiency, and ingenuity. Industrious cultures are
often wary of outsiders who are not willing to do

their fair share of work, or who would capitalize on
the initiative and ideas they create.

Ascefic (Darkness)

Ascetic cultures value peace, meditation, and
introspection. They often have strong religious
traditions, and are permissive of new ideas,

though not necessarily new ways of life. Most
Ascetic cultures are content to be left alone and not
to bother outsiders if they are not bothered.

Commercial (Air)

Commercial cultures place
emphasis on wealth, good
relationships, and mutual

prosperity. They value outside
influences that will expand their
economies and contribute to the

ease of living their citizens experience.
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Society Traits

traits

the

organization and infrastructure of the realm, and go

Society are concerned with

a long way towards describing what life there must

be like.

Outposts (Fire)
Societies that form outposts often have scarce

resources and infrastructure, leading to a lawless
“wild west” sort of society that manages itself.
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Wondrous (Lighf)

Wondrous societies build their civilizations around
natural or man-made wonders. Often, the cities
themselves are wonders of architecture, design, and

and have deep

significance.
Exploitative (Electricity)

Exploitative societies are built around explo iting

beauty, artistic or religious

renewable natural resources. Their settlements are
built to harvest specific resources, and the quantity
of the resource that can be gathered usually
determines the size and grandeur of the city built
around it.

Nomadic (W ater)
Woandering tribes set up and break down their

cities as they travel across the realm
Normally very decentralized, the tribes are
united in their fight to survive, but often
resources are so scarce that building cities and

setting up infrastructure is impossible.
Centralized (Stone)

Centralized Societies have extremely well-
developed infrastructures that originate from
their capitals. The capital city is the jewel of the
realm, and it is by the careful manage ment of labor
and resources from above that the civilization stays
afloat.

Underworld (Darkness)

Underworld societies are driven by corruption
and vast criminal networks. Rife with conspiracy
and decadence, the people of these societies carve
niches for themselves in a dog-eat-dog world where
trust is rare and precious.

Mercantile (Air)

Mercantile societies spend much of their time
traveling and working to improve their networks.
Trade is important to them, because only by trading

can they make sure that all of their cities and
outposts receive the resources they need to

flourish.



Creed Traits

In Empyrean, divinity may be as real as it is
believed to be. God Kings may wield true divine
power, while shamans can actually bridge the way
between the spirit realm and the physical Creed
traits determine the spiritual and mystical tradition
of the realm, and can add an element of wonder and
mystery to an otherwise straightforward land.
Creed traits are not just superstitions and beliefs—
they are the way that the supernatural world
actually works in the realm.

God Kings (Fire)

Many civilizations worship their rulers as
divine, especially those who are bound by
oppressive rule or ancient tradition. Whether the
worship of the people actually confers divine
power may depend on the realm itself. In
Empyrean, god kings are very likely to possess
actual supernatural power over their realm, or to
be spiritually connected to it, in such capacity
that they actually do cause the sun to rise and set,
or whatever else their claims to divinity may be.

Theological (Light)

Theological civilizations have made the study
of the divine into a science. Miracles are often
repeatable, observable phenomenon, and the gods
may walk among men and teach them directly.

Rational (Electricity)

Rational civilizations rely on knowledge, reason,
and empirical observation as the basis for
determining truth. While the society may still have
legends, myths, and traditions, these are largely
cultural, and are not ingrained in the daily lives of
the populace so much as science and reason are.

Shamanic (W ater)

Shamanic cultures believe in the cycles of life
and an individual's connection to the living and
spirit worlds. In these realms, the barriers between
these worlds can vanish at a moment’s notice, and
the shaman is a guide to individuals seeking the
secrets of the other side.

Ritualistic (Stone)

Ritualistic cultures see religion not as a path to
enlightenment or everlasting life, but as a way to
keep nature in balance and appease the spirits that
govern the world. Rituals must be carried out with
precision and delicate timing, or else the balance will
fail and the conseque nces will be dire.
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Cults (Darkness)

Cults are secret religions, whispered in the dark
but never spoken of in daylight. The cults often
serve a sinister or mysterious deity, with motives
and methods unknown to the general populace.
Unlike a typical religion, the cult is wrapped in
secrecy, and even members may not know the full
extent of its beliefs or intentions.

Spiritual (Air)

Spiritual civilizations seek enlightenment and
harmony through their actions and meditations.
While the religion may be either centralized or
decentralized, the spiritual struggle is an individual
affair, and each member of the society must make
his own journey towards understanding.

Realms
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Step 3: Civilization

The Nascent are the faces, voices, and hands of
the realm, and work tirelessly to improve the land
and their own way of life. They are capable of
building great cities, discovering technologies, and
constructing elaborate cultures and governments.

Every realm contains Nascent of some form or
another, and they are all intelligent individuals
capable of running the daily affairs of the realm.
Aside from this, there is very little to guide what
form the Nascent in a realm take. Most reflect the

realm’s traits to some degree—Nascent in snowy
realms have adaptions that make them more
resilient to the cold. Those in tropical realms may
have longer arms or dextrous feet for swinging
about in trees. There are infinite possibilities for the
Nascent, but their capabilities should be well-
defined for each tribe.

If a realm contains multiple Nascent tribes, then
the interaction of these tribes will likely be a major
part of that realm’s culture and government
Consider carefully these possibilities when building
your tribes and defining their cultures.
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Step 4: Places

No realm is without landmarks. The most
notable of these will likely be a major city or
Heritage Site of Old Empyrean. Forgotten ruins,
mysterious creepy
mountainside castles, dungeons, and the like all fall
into this category.

palaces, old ritual sites,

You do not need to plan out every detail of these
places—consider it sufficient only to plan what can
be done at these places, what people or factions
control them, and why players might want to visit
them.

Heritage Sites

The Old Empyrean had many places of wonder
and power that have been lost beneath the mists.
These locations are waiting to be rediscovered and
returned to use by the Eidolons who are rebuilding
the world.

Including Heritage Sites

Each time a realm is created, a Heritage Site
from those not yet included in the world should be
added to the realm. These Heritage Sites each
perform a specific function, and serve to build the
story and the world, giving the player Eidolons more
options for their campaign development.

Players may choose which heritage sites to
include in the realms they create, or they may wish
to randomly determine sites by the roll of a dice.
Except for Grand Cornerstone, there is no specific
order in which Heritage Sites may be placed. O nce
all of the Heritage Sites have been placed back into
Empyrean, further realms need not include them.

Grand Cornerstone Shrine

This massive chamber contains the remains of
Grand Cornerstone, a shattered crystal obelisk that
towers up nearly ten stories into the sky. Every time
a cornerstone is used to restore a realm, unlock a
new paradigm, or grant an Eidolon new conceits, its
physical essence returns to Grand Cornerstone.

Once a piece of Grand Cornerstone is returned,
no force in the world can break it loose again. The
shrine that houses Grand Cornerstone is a sacred
place where no conflict may take place, and no
Eidolon, Faction, Kingdom, or Spirit can claim
dominion.
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Haven

It is very common for parties to build a Haven
as their first realm. The Haven is not an official title
or designation, but it refers to the de facto location
where the party returns and rests between
adventures. It may also be a safe place to store
treasures too large to carry, or where they can
defend against enemies or withstand siege in hard
times.

If your party does decide that they want to
acquire a base of operations, all players should
collaboratively build this site within a realm. A
central palace with wings for each player, or perhaps
a different palace for each player is standard fare.
The realm can be populated with named NPC
servants who are in charge of things like training
soldiers, attending personal needs, building
additions to the palace, and the like.

The Haven is a place where the party will tend
to exercise a large degree of control over the lives of
subjects, as well as spend a great deal of their time.
Normally, the Haven is owned by all players
collectively. In more politically themed campaigns,
the Haven is an excellent neutral realm where
different parties can meet and discuss their goals and
alliances. In puzzle campaigns, the Haven serves as
a base for storing treasures and arming the players
with tools for their next mission. In combat oriented
campaigns, it is a citadel and sanctuary for the
players to gather allies and power in preparation for
conflicts to come.

Citadel Library

The vast Citadel Library towers over the
surrounding lands, and burrows deep into the earth.
As a storehouse of innumerable ancient treasures, it
is heavily guarded night and day, not only by
Eidolons, but by constructs and by traps, many
powered by the ancient high magic of O
Empyrean and more than capable of defeating single
Eidolons, or even whole teams of Eidolons. Its walls
are built with impeccable security, and the initiate
librarians who patrol its halls guard the knowledge
there with an almost fanatic devotion. Citadel
Library is not a house of learning, it is a vault for
preservation—a time capsule that will survive the
ravages of millennia. The schools and universities
aligned with the Librarium Omnibus serve the
purpose of teaching Empyrean’s population, but the
Citadel itself is not open to visitors. Those who are
not members of the Librarium are met with all
manner of dangers, should they dare to venture into

the Library's depths unaided.

Realms
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Deep Bastion

The headquarters of the Order of the Seven
Heroes is a place called Deep Bastion, a mighty gray
castle that towers over the lands. Here, at their
seven sided table, the seven heroes discuss how to
bring law and order to the far cornersof the world.

Deep Bastion is a safe haven for all members of
the order, though it is not looked upon kindly to stay
there for more than several days at a time, as there is
work to be done in the world. It is also likely that
the servants outrank any initiate member of the
order, and can draft him or her into the mundane
services and chores of the keep. For these reasons,
only high ranking members typically visit, and only

for a few days at a time.
Utopian Center

The Utopian Center takes the form of a series of
domes, beneath which are sealed different terrains
and climates. The place is a museum of endangered
animal life and preserved cultural items. Utopian
Center is a haven for mixed-race Nascent that may
not find acceptance elsewhere. Thus, Nascent are
often just as varied as Eidolons within the confines
of its walls.

Heartstone Temple

Heartstone Temple resembles a lavish cathedral
rather than the base of a far-reaching and highly
organized order. The mystical nature of the Servants
of Balance permeates the place, and their devotion to
the spirits is as much a conviction as a religion.

Above

sanctuaries Of the Servants, where rituals are

Heartstone te mp 19 are the inner

performed to induct new members. Higher still
beyond that is the map room, where a living map of
Empyrean is kept, and where the elite of the
Servants—known as the Auditors—work to
maintain balance and chart the progression of
Empyrean's restoratio n.

Dreiz’s Jungle

Dreiz, the Great Spirit of Fire, lives deep within
ajungle so thick that it is a fortress. Within the deep
canopies of this lost world are mighty creatures
forgotten to time as well as deadly hazards of nature.
It is a place where the strongest survive, and where
the fight to thrive and conquer is eternal.

Within the darkest heart of the Jungle, Dreiz
watches over his kingdom, daring any to challenge
him. Visitors to Dreiz are expected to bring an
offering of bravery or to make a show of great
power.

Dawn Lodge

The Brilliant Dawn League possesses many
lodges all across the world, but the Dawn Lodge is
the oldest and most expansive of these. It is filled
with museums of findings, records of adventures,
and supply outlets which serve members of the
Dawn. Members canstay in the Lodge and are given
mystical tools which allow them to travel instantly
between it and other lodges.

The lodge is much like a resort hotel. It is filled
with fine foods and drinks and decorated with
taxidermy trophies and lavish furs. Older explorers
in the lodge are prone to tell stories about how these
trophies were acquired, as well as the wonders of

Old Empyrean.
Atamos’ Temple

The ancient temple dedicated to Atamos is filled
with pilgrims seeking knowledge from the Great
Spirit. Atamos, most proud of the Great Spirits, is
also the one who is known to give audience most
often to Eidolons. The temple built in his honor is
filled with books and wonders of academia,
including a library of unwritten books that have yet
to be completed by their authors, but which are
stored in their entirety in a sealed vault.

Atamos will answer any who seek him, though
if he is not impressed with their questions, he may
leave them with answers they cannot understand or
make use of A gift of wisdom is the expected
offering of those who seek his knowledge.

Terelt’s Spire

An improbably formed tower of debris, steel,
and scrap rises shakily towards the sky, held
together by no tangible force save the will of the
Great Spirit of Lightning. Terelt is a whimsical and
unpredictable spirit, and sometimes destroys and
rebuilds the tower in different locations across the
world, completely ignoring the presence of any who
are climbing it as he does so.

Terelt is a being ruled by moods, and he will
delegate any number of conditions to those who
wish to see him, such as engaging in trivial quests,
guessing random words or numbers, composing
poetry, or committing specific acts of virtue or vice.
Those who visit him are expected to offer a gift that
intrigues him.
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Lemnas’ Tomb

Dreiz, the Spirit of Fire, arranged to have this
elaborate tomb built for his rival Lemnas as a show
of intimidation. Lemnas, in a gesture of his natural
good humor, flooded the tomb and took up reside nce
there, converting it into an undersea paradise of
coral, majestic sea creatures, and magnificent sunken
wonders.

By descending into this ever-changing
submersed labyrinth, Eidolons can seek an audience
with the Great Spirit of Water himself. Visitors are
expected to bring a gift of entertainment to offer to
Lemnas.

Brigantin’s Fortress

Within the deep bowels of the earth, the Great
Spirit of Earth, Brigantin, has created a massive
fortress that runs down into the darkest heart of
nature. Strange things live and toil at the behest of
the Great Boar in his subterranean stronghold,
which is ever defensing itself against the assaults of
the servants of Brigantin’s ene mies.

The Great Spirit himself lives in the deepest
cloisters of the fortress, and only those who endure
countless challenges and trials are able to gain an
audience with him. Those who do meet with the
Stone Spirit are expected to bring an offering of
respect.

Orelk’s Den
In a hidden place where

the sun does not rise nor
the moon ever shine,
Orelk, darkest and most
sinister of the Great Spirits
makes his den. The
twisting  labyrinth  he
resides in takes many
forms—a cave filled with
great monsters, or a city
of thieves and cutthroats,

or an alien landscape
where time and gravity are
beyond comprehe nsion—
nothing is as it seems in
the den of the great spirit
of lies and illusio ns.

Those who seek Orelk
must ignore the truth and
seek to find him within the
illusions, for he is a being that
is only smoke and guile, with no
truth or substance. Those who
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wish to have an audience with him are expected to
bring an offering of secrets.

Kinado’s Skycastle

High up above the land, in a castle built of
clouds and dreams, the sky-wolf Kinado holds his
courts. The castle is solid and quite traversable by
Eidolons and other heavy creatures, though it floats
on the air and is carried by the winds as though it
were weightless.

Kinado’s court is one of debate, politics,
protocols, and niceties. And only those with the
proper channels and connections can gain audience.

An offering of wit is required of all those who visit
the Great Wolf.

Places of Wonder

Every realm should have at least one central
‘Place of Wonder’, be it a grand palace, a massive
tower of crystal, a library that has stood for ten
thousand years, or a castle that exists only in the
reflection on the surface of a lake. It is within these
places of wonder that Eidolons can seek adventure
and treasure. It is also a landmark that defines the
realm and which will stick in the memories of the
visitors long after.

In the old world of Empyrean, great cities were
raised, and massive temples and wonders were
constructed. These fell to ruin with the catastrophe

that split apart the world, and

were  eventually lost and
forgotten in the mist of Aether.
Rediscovered once again in the new
Empyrean, these ruins are often
filled with ancient secrets and
treasures, as well as clues to

the reasons behind the
destruction of the old world.
Explorers should enter these
places at their own risk, however,

as all of hazards,
including Aetherlings, structural

manner

instabilities, and ancient traps may
be found there as well

When creating your place

of wonder, it is important to

write some description, draw

a simple picture, or find a

graphic that you can show to

the other players. This will get

them into the mood and context

of the area you are creating, and
help to draw others into your tale.
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Sample Places of Wonder

If you're having trouble coming up with 23.

Places of Wonder for your realm, try starting

with some of the inspirations on this list and

adding details. For example, “An Inventor’s 25.

Castle” might become “An inventor’s castle s
where powerful artifacts are routinely created,
staffed by a host of sentient Anima-powered 27.

robots.”

I.

2.

O NIRRT

L

I0.

II.

I2.
13.
14.
15.
16.
17.
18.
19.
20.
21.

22.

An abandoned mansion

An active volcano

An ancient ruin

A bazaar

A casino

A circle of mysterious stones

A city built within a skeleton

A city buried under a mille nnium of ice
A courthouse

A door that seemingly leads nowhere
An extravagant palace

A factory

A flying castle

A ghost ship

A ghost town

A gigantic stone statue

A graveyard

A hidden grove

A hidden jungle city

A hidden treasure cave

The inside of a massive creature

An inventor’s castle

28.
29.

30.

31.
328

33.
34.
35.
36.
37.
38.
39.
40.
41.
42.
43.
44.
45.
46.
47-
48.
49-
50.
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24.

A 1andrnark that appears only at night
A 1egendary restaurant

A lighthouse

. Alush garden

A mechanical tower

A military base

A monster’s nest

A museum

An opera house

A palace in a mirror

A peculiar forest

A plane tarium

A portal to an alternate reality
A power plant

A prison complex

A pyramid

A research laboratory

A sealed cavern

A secret underground complex
A temple

A tomb sealed one thousand years
A totem pole

A tower of crystal

A tower of indefinite height
A tunnel of unknown depth
An underwater city

A university

A war me morial



Step 5t Encounter Tables

In order to help GMs narrate events within the
realm, it is useful to create a Resolution Table. The
resolution table is a part of the realm sheet, and has
five categories of items divided among each of the
seven elements, for a total of thirty-five different
possibilities.

When players are adventuring in the realm, and
they need to find hooks for encounters, invoke
realm-specific people, or generally just come up with
something for the party to do, someone to talk to, or
something to encounter, they can randomly draw
from this table. Places may have their own
encounter tables, which detail the hazards of
adventuring in those places.

The Places category can be filled in with places
that you devised in Step 4 of realm creation. If you
do not have enough places to fill the entire chart,
then you may wish to consider creating more to add
more depth to your realm. If you have more places
in your realm than there are spaces on the chart, you
can include multiple places within one cell Try to
sort your places according to those most relevant to
the given ele ment.

Groups or People, the second category, has
spaces that should contain groups, organizations, or
important people within the realm. If there are
enough groups and people, include one of each in
each space.

The Creatures or Monsters category contains
the kinds of life or beings that players are likely to
encounter within the realm. You may want to create
original creatures to fill in this category, or you may
use broad categories such as ‘jungle cats’ or ‘polar
bears’. Remember to include any Nascent tribes that
you create on this list as well.

Items or Trade Goods are the products that the
realm creates, or natural resources that can be
harvested there. Broad categories of items, such as
‘spellbooks’, ‘meats’, or ‘precious stones’ are
acceptable as well Generally, you should avoid
specific items, and use small categories of items that
are produced or harvested in a realm.

The Culture or Events category is a place to
record local customs, recurring events, or holidays
that occur in the realm. ‘Technology Festivals’,
‘Public Executions’, ‘Seasonal Floods’, or ‘Daily
Siestas’ are good examples of customs or events.
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D

R N

10.
II.

12.

13.

this list for inspiration.

1.

2

I

10.

II.

12.

Sample Trade Goods and Items

Take a look at this list for inspiration for trade goods when building your realm.

Alcohol
Ammunition
Blank Books
Boats
Cameras
Clocks
Crystals
Currency
Fancy Hats
Glasswork
Gold

Guns

Horses

14.
15.
16.
17.
18.
19.
20.
21.
22.
23.
24.
25.
26.

Houseplants
Incense

Ivory
Lanterns
Lenses
Licenses
Lockboxes
Lucky Trinkets
Luxury Foods
Medicines
Miniature Models
Music Boxes

Musical

Instrume nts

27
28

29.
30.
3I.
32.
33.
34.

35.
36.
37-
38.

. Musical Scores

. Pack Animals
Pet Monsters
Popular Fiction
Portrait Paintings
Potions

Precious Ores

Precision
Instruments

Preserved Foods
Rare Food
Raw Metals

Sculptures

Sample Creatures and Monstfers

39.

40.

41.
42.

45.

46.
47.
48.
49.

50.

If you are having trouble coming up with creatures or monsters to include

Air Pirates

Aliens

Angels

Barbarian Raiders
Change lings
Demihumans
Demons

Dime nsional
Horrors

Dinosaurs
Doom Cultists
Doppelgangers

Dragons

13.
14.
15.
16.
17.
18.
19.
20.
21.
22.
23.
24.
25.

Dryads
Ele me ntals
Fey

Future People
Game Animals
Ghosts

Giant Insects
Goblins
Gremlins
Imperial Army
Insect Swarms
Jungle Cats
Land Birds

26

27.
28.
29.
30.

31

32.
33.
34.
35.
36.
37-
38.

. Living Fungus
Living Spells
Lizardmen
Maniacs
Merfolk
Mutants

Nano machines
Nature Spirits
Plague Zombies
Poltergeists
Rhinoceros

Robots

Rocs
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39.
40.
41.
42.
43.
44.
45.
46.
47
48.
49.
50.

Secret Docume nts
Silk Clothes
Simple Machines
Slaves

. Spellbooks
44.

Staves
Stimulants
Stone Tablets
Swords
Tapestries
Textbooks
Wool

in your realm, check

Sea Monsters
Slimes
Sorcerers
Terrorists
Titans

Treants

Tribal Hunters
Werecreatures
Witches
Wolves

Yokai
Zombies
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II.

Sample Cultural Events

If you need inspiration coming up with cultural events for a realm, try drawing from this list.

Arranged Marriage

Assassination

Atte mpts

Aviation Festival

Awards

Ceremonies
Book Burning
Bullfighting
Cannibalism

Caste System
Civil War

. Coming of Age

Ceremonies

Conscription

12.

13.
14.
15.
16.
17.

18.
19.
20.
2I1.

22.

23.

Cooking

Compe tition
Daily Siestas
Evacuation Drills
Fireworks Display
Gang War
Gladiatorial

Games

Guided Tours
Interpretive Dance
Invasion

Local Festivals
Martial Arts

Tourname nts

Mass Hysteria
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24.
25.
26.
27.
28.
29.
30.

3I.

32.
33.
34.
35-
36.
37-

Mass Paranoia
Memorial Day
Military Games
Muilitia Call
Mind Control
Natural Disaster
Olympic Games
Peculiar Wine
Pirate Landing
Poetry Readings
Poisonous Cuisine
Prophecy

Public Debates

Public Elections

38.
39.
40.
41.
42.
43.
44.
45.
46.
47.
48.
49.
50.

Public Executions
Public Prayer Services
Recycling

Revolution

Shamanic Ceremonies
Slavery

Spy Networks
Storytelling

Strange Fashion
Street Fair

Talent Show
Terrorist Attack

Traveling Circus
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Step 6: Realm Balance

There is no definite rule about how to distribute
anima in the realm’s balance. Consider the idea of
the realm, its technologies and life forms, and
cultures, and determine which elements best fit the
realm. Distribute 21 points of anima to the realm’s
balance, giving each element with between 1 and 7
points. You can optionally add 1 to 3 points of
Aether to make a realm more difficult to adventure
in, and 1 through 3 points of Pure Anima to make
adventuring easier.

The realm’s balance determines the attitude of
the realm’s citizens and culture. There are seven
scales of cultural balance, one for each element.

Pacifism vs, Militarism (Fire)

A realm’s level of Fire Anima determines its
position on the scale of Pacifism vs. Militarism.
Peaceful societies are less prone to war, and also less
able to defend themselves from outside influence.
Muilitaristic nations are difficult to conquer, provide
great security, and have strong laws, but also require
much more upkeep.

Superstifion vs, Education (Light)

A realm’s concentration of Light Anima dictates
where it falls on the scale of Superstition vs.
Education. In more superstitious societies, teaching
is accomplished by storytelling and oral tradition, as
well as learning from parents and from experience in
the world. In educated realms, teaching is a formal
classroom affair, and mandatory grades may be
imposed on students before they can become
effective members of society.

Stagnation vs, Innovation

A realm’s level of Electricity Anima determines
its position on the scale
Innovation. Little changes in stagnant civilizations,
and things continue on the way they have for

hundreds and perhaps of years.
Innovative civilizations become bored quickly, and

of Stagnation wvs.

thousands

are constantly restructuring and remaking

the mselves according to the latest big idea or fad.
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Exploitation vs, Conservation
(Water)

A realm’s level of Water Anima determines its
position the scale of Exploitation wvs.
Conservation. Exploitative cultures expand rapidly
and consume the resources around them, while
conservative cultures seek balance and sustainable

on

development. Exploitative civilizations tend to be
nomadic or colonial, since the land they settle does
not sustain them for long. Conservative cultures are
often less developed in terms of technology and
infrastructure, since they must be more careful when
developing their cities and other improveme nts.

Mobility vs, Tradition (Stone)

A realm’s level of Stone Anima determines its
place on the scale of Mobility vs. Tradition. Mobile
able to adopt

infrastructure, laws, and policies without difficulty,

civilizations are new ideas,
while traditional civilizations take longer to accept
new ideas, or may reject them outright. Mobile
cultures are often less centralized and driven to
explore and innovate, while traditional cultures are
stronger and less easily destabilized by rebellion or

revolution.

Honor vs, Corruption (Darkness)

A realm’s level of Darkness Anima determines
its position on the scale of Honor vs. Corruption.
Honorable societies place great weight upon the
individual's sense of truth, justice, and duty, while
corrupt societies value individual initiative, cunning,
and ruthlessness. More honorable societies may dole
out draconian justice and be short on mercy, but
more corrupt societies are easily undermined and
exploited.

Infroversion vs, Mulficulturalism
(Air)
A realm’s level of Air Anima determines its

the

Multiculturalism.

position on scale of Introversion wvs.

Introverted civilizations shun
outside contact and are distrustful of the world at
large. Multicultural nations embrace the outside
world with zeal and absorb as much of its culture
and technology as possible. Introverted nations are
less susceptible to colonization and exploitation, but
multicultural nations are often more progressive and
better equipped, taking the best from all of their
ne ighbors.
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Paradigms

“The foolish respect power, but the wise respect ideas.
One with great power can shape the world, but even the
smallest idea can transform it completely and utterly.”

— Alveric, Keeper of the Light

A world is not composed solely of realms—of its
physical, material components. No, it is far more
than that. What of science? Of magic? Of wonders?
Of arts? The ancients of Empyrean had mastered
many possibilities of which Eidolons now cannot
dare to dream. Whole facets of reality collapsed
beneath the Aether, and were themselves sealed
within cornerstones. These ideas, known as
paradigms, gave stability and coherence to the world
of Empyrean. Once restored to the world, they will
provide great boons to the Eidolons in their fight
against Aether.

Players can use cornerstones to introduce new
Paradigms into the game. The Paradigm is a new
mechanic that affects the way that Eidolons can
These
immediately apply to all characters, and become
integrated seamlessly into the lives and societies of

interact with the world. mechanics

peoples all across Empyrean. Unlike technologies,
magics, and tools, Paradigms do not give the Eidolon
specific items to solve problems or resolve
encounters. Instead, they populate the world with
whole new kinds of treasures, give additional
options when resolving encounters, and allow

players the ability to bend Empyrean to their will

It is suggested that if you wish to introduce a
paradigm into your game, talk to the other players
about it. If none are opposed to using the option,
proceed to include it in the game. Individual
Paradigms should not be added to the game if they
are opposed by any of the players, since all players
have to deal with the challenges and changes they
present.

There is no requirement to use all or any of the
Paradigms in this section. Players may decide they
want to create their own Paradigms, or that they
wish to include some Paradigms from the very start
of the game (this is recommended for more
advanced players).

All Paradigms offer an additional benefit to the
Eidolon who unlocks the paradigm, so there’s no
downside to an individual for expanding the world
in this way with his cornerstones.

List of Paradigms

v Free Time: Allow Eidolons to pursue their
own interests outside of the game, granting
additional emergence and adding a solo aspect

to play.

v Draw Power: Eidolons become able to draw
power out from the world in order to fuel
the ir abilities.

v"  Guided Establishment: Players can use guided
establishment to heavily influence encounter
generation.

v' Currency: Anima Pearls are established as a
universal currency, and can be traded for
goods, services, and wonders.

v’ Plot Twist Cards: Add some unique twists of
fate to the World Balance.

v' Encyclopedias: The world becomes filled with

Encyclopedias that contain all manner of
items and tools.

v Masks: The world becomes filled with
Masks, which allow an Eidolon to
temporarily use rare traits.

v" Dice: Use dice-based resolution for
encounters.

v' Alchemy: Grant Eidolons the power to
transmute the elements within their
balances.

v" Milestones: Milestones allow Eidolons to
develop additional powers whenever they
complete certain achieve me nts.

v" Critical Success and Failure: Raise the
stakes during encounter resolution with
an additional level of success and failure.

v Technology: Specific kinds of technology
are able to work all across the world
instead of just in their relevant realms.

v' Universal Trait: Give all Eidolons in the
world a special power.
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Free Time

Free Time allows Eidolons to have adventures
outside of their in-game activities. It allows a solo
aspect to gameplay, and gives Eidolons a little bit of
extra developrnent in their personality traits as well.
Free time is required for a few other paradigms to be
unlocked.

Unlock

An Eidolon who unlocks Free Time gains an
additional Pure Anima element in his personal
balance.

Effects

At the start of each game session that does not
end with a cliffhanger or in the middle of a conflict,
the players each receive two units of free time. Each
unit of free time represents two to three days. The
player describes what his character has been doing
during each unit of free time, and awards himself
one point of emergence in one personality trait per
unit of free time spent. Players may divide their free
time in order to split this emergence between two
traits, or may place both units into the same
category.

A player cannotraise his rank in any personality
trait using free time. For example, if a player has six
points of emergence in a trait, he cannot use free
time to gain the seventh point (thus raising the trait
to superficial level).

Players who miss a game session canbe awarded
double free time. This can keep them from falling
too far behind the rest of the group, and also gives
them an opportunity to describe what their
characters were actually doing during the previous
game session.

Free time is a great place to insert story hooks
for the session that’s about to begin. If a player goes
exploring, perhaps he stumbles upon a clue or lead
that will bring him into the scenario you have
planned for this particular game. Free time can be
loosely role-played, just like encounters can.
Resolving actions are not normally used as part of
free time.
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Drawing Power

Eidolons expend power into the world when
they use their abilities or Anima Surges—so it only
makes sense that they are able to leech from the
world just as easily.

Unlock

The Eidolon who unlocks this paradigm gains an
additional Pure Anima in his personal balance.

Effects

An Eidolon can Draw Power as an action on his
turn. This requires complete concentration, and he
cannot do it while atte mpting any other action.

The Eidolon takes one Anima of his choice from
the world balance and places it into his personal
balance. An Eidolon cannot take the last element of
any type from the world balance. Then the Eidolon
adds one anima from his personal balance to the
world. Additionally, if an Eidolon takes Pure Anima
from the world balance, he must add an Aether to
the world to take its place. If an Eidolon takes
Aether from the world balance, he imme diately loses
one Anima of his choice from his own balance
instead of gaining Aether.

Paradigms
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Guided Establishment

Eidolons, as beings of creative energy, are able to
subtly influence the world around them and its
formation. Using the power of Anima in his own
heart, an Eidolon can subtly influence the world
around around him, altering its very nature and
causality.

Unlock

The Eidolon who unlocks this paradigm gains an
additional pure Anima in his personal balance.

Effects

With Guided Establishment, a player can create
changes to an Encounter before it begins. After
explaining the context of an encounter, either before
or during establishing questions, a player may spend
Anima just like an Anima Surge. By doing this, he is
able to alter the encounter by adding stipulations to
the original context.

Fargan (GM): You enter the Hives of Nitar, a
huge housing project of irregular tunnels and
stairways that ascends upwards nearly twelve stories.
You are searching for Ja'ar, a Nitari mine worker
who was rumored to have recovered a strange stone
from the mines.

Lyons: I'd like to guide the establishment to add a

little action.
Fargan (GM): That’s fine with me.
Lyons: (He spends an anima of any type he

wishes). There's been a boiler valve break, and the
Hiwve is flooding rapidly from the inside.

By using Guided Establishment, Lyons has
turned a social encounter into a puzzle encounter, as
the party now has to deal with the flood and the
ensuing evacuation rather than simply with finding
and questioning an NPC.

Including Guided Establishment in a campaign
allows encounters to adapt to fit the players' talents
and interests, while taking power away from the
campaign planner to create a more streamlined plot.
It is recommended for lighter campaigns or
randomized campaigns.

The realm owner and scenario owner are allowed
to deny a guided establishment attempt if it would
upset the scenario or break the conventions of the
realm. In this case, the spent Anima would be returned
to the player who attempted to guide establishment.

Currency

"Wealth is a means to an end. And there are some
ends that require great means indeed.”

— Lamrck Treasure Hunter

Currency is a system that allow players to reap
rewards in the form of money, which can be
converted into whatever tools or gear the players
desire.

Unlock

All Anima Pearls in the world are immediately
converted into AP. Anima Pearls in this form do not
have specific traits or alignments.

The Eidolon who unlocks this paradigm gains
1000 AP imme diately.

Effects
While gold works fine for buying mundane

goods and luxuries, the important things in
Empyrean—wonders, must be bought with Anima
Pearls. Anima Pearls can be acquired in several
ways.

v They can be found (usually in small
quantities) in the hearts of slain Eidolons
or in sites related to the old world.

v They can be traded by other Eidolons.

\

They can be created by outgrowing traits.

v They can be acquired by placing a
cornerstone directly into Grand
Cornerstone (without activating it to
create a realm, paradigm, or conceit).

Anima Pearls are often classified by weight,
according to the chart below:

Sliver (levelo trait) - 1 AP
Drop (levelr trait) - 5 AP
Pearl (level 2 trait) - 20 AP
Crystal (Level 3 trait) - so AP

N A NN S

Heartstone (Level 4 trait) - oo AP
(players may still wish to keep a record of
heartstones rather than converting them to
AP, as these materials are necessary for
creating masks)
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Wonders and Gear are usually priced according
to the following chart. If you are not sure of an
iter’s price, it can be rolled with dice:

1. Minor wonders - 30-100 AP or 1dioo + 20

2. Major wonders - 1000 AP (or priceless, for
some) or 9oo + 2d1oo

3. Consumables - 3-10 AP or 1dio

4. Technology Goods & Spellbooks - 5-100
AP or 1dioo

Trade Goods - 1-40 AP or 2d20

6. Artisan Goods - 10-50 AP or 2d20 + 10

Plot Twist Cards

If working with a card-based balance, you have
great freedom to expand the game and include
additional mechanics by adding cards to the world
balance. Each plot twist card has a very specific
meaning and effect.

Unlock
The Eidolon who unlocks this paradigrn may

choose one of these cards (or create his own) and
include it in the world balance. The card is always
included in the world balance at the start of a game
session.

Effect

These cards can be created and added to your
world balance as needed. All of these special cards
are removed from the world balance once they are
drawn, and remain removed for the rest of the game
session. It is recommended that no more than three
or four of these be put at random into the world

deck.

This paradigm can be introduced multiple times.
Each time it is introduced into the game, put a new
card into the world balance, chosen from the list
below. When a plot twist card is drawn during
resolution, it stops the resolution immediately and
cannot be re-drawn, just like pure Anima and Aether
draws would be.
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v The Hero: This card has the same effect as a

draw of Anima, and has the additional effect
of invoking an NPC ally to assist the party.
The NPC appears and assists the party as a
mutually controlled NPC for the rest of the
encounter. You may choose to have the hero
be one specific NPC, or allow the current GM
to choose one which fits the situation. This
choice should be made when the card is
created. Excellent for campaigns involving a
team of allies or a single myster ious helper

who follows the party.

The Villain: This card has the same effect as a
draw of Aether, and has the additional effect of
invoking an NPC villain to antagonize the
party. The NPC villain is a GM controlled
NPC that works against the players for the rest
of the encounter. Good for including a single
comical antagonist, or a dedicated team of
antagonists. The NPCs villains that this card
can invoke should be decided at creation time,

or given to the GM to decide during play.
Wondrous Treasure: The effect of this card is

the same as a draw of Anima. Additionally, a
wondrous item is acquired somehow in the
resolution of the action, and this card is
removed from the world deck. The wonder
will usually have only te mporary use, or
vanish at the end of the encounter. Great for
players who are interested in puzzle-oriented
scenarios and have a knack for inventing
exciting treasures.

Escalation: This card is the same as a draw of
Aether. The GM immediately makes an
Escalation Draw and interprets the results.
Good for games where the players want more
chaos, or are becoming complacent in their
ability to overcome every situation.

Breakthrough: The Eidolon's allies immediately
choose a trait to assign three points of
Emergence to based on the action he or she is
committing. This can be a new trait or a trait
already on the character sheet. The player
immediately gains a brand new trait with three
points of Emergence, chosen by his allies, and
relevant to the action he was committing. If he
already had the chosen trait, three points of
Emergence are added to its existing emergence
level. Adding this card to a game will force
players to be more conscientious of the actions
they take, as their deeds may need to be
accounted for at any time.

Paradigms



swbprILg

Encyclopedias

Encyclopedias are powerful relics from the old
days of Empyrean. These mystical tools use Anima
to compress innumerable objects into the pages of a
book. An Eidolon can reach into the book and draw
forth any item stored in its pages. Encyclopedias
were penned by type, so the Encyclopedia ‘swords’
contains every manner of sword imaginable. One
need only open the book and reach in, and he could
equip an entire army.

Unlock

The world populated with
Encyclopedias. Though these books are rare and
precious, some can be found, purchased, or stolen
from important places or people. The player who
unlocked this paradigm gains a free Encyclopedia of
his choice.

Effects

When an Eidolon uses an Encyclo pedia, he must
spend one Pure anima. Then, any item or items
imaginable of the type the Encyclopedia holds are

released from its pages. Encyclopedias can never

becornes

contain other wonders, as objects infused with pure
Anima (as wonders are) do not compress the same
way mundane items do. The items that come from
an Encyclopedia are bound to the Encyclopedia, so
destroying it or closing it will cause them to vanish.
It should also be noted that Encyclopedias were
created as catalogs of items, not storehouses. Because
of this, an Encyclopedia will only contain one copy
of an item. If an Eidolon draws 10,000 different
swords from the ‘Swords’ Encyclopedia, each one
will be unique.

Notes
Encyclopedias are incredibly useful tools that

can provide endless entertainment to a party of
Eidolons. Because of the relative usefulness of these
tools, they must be included sparingly in a
campaign—perhaps one or two being shared by the
entire party. They are best incorporated into games
where puzzles and obstacles feature heavily.

When choosing an Encyclopedia to include in
your game, try to think of one that has few obvious
uses. ‘Weapons’ is far too useful to be very
interesting after a single game. ‘Tableware’ could be
a far more interesting thing to try and repurpose for
puzzle solving. ‘Minions’ is almost impossible not to
abuse, but ‘Chickens’ could be utilized effectively in
many of the same situations and provide more fun

for the party while doing so.

Masks

Masks are among the rarest of wonders. A mask
must be carved from a single massive Anima Pearl—
one grown from an All-Consuming trait that has
been developed to the point where it has been
expelled forcefully from the heart of an Eidolon
When worn, the mask confers the trait linked to
that Anima pearl at Deep Level

Unlock
When this paradigm is unlocked, all of the

masks that were previously sealed within the
cornerstone are returned to various places in the
world, and must be discovered. Eidolons also gain
the ability to carve masks from Massive-sized

Anima Pearls (level 4).
The Eidolon who unlocks this paradigm is

granted one mask of his choosing.
Effects

Donning a mask requires the spending of one
Anima of any type from the Eidolon’s personal
balance. While he wears a mask, an Eidolon gains
the powers of the persona trait associated with the
mask at the Deep level, though he may not
necessarily display the mask's linked personality.

Normally, Eidolons can wear only one mask. An
Eidolon with the trait Many Masks (Insecurity) can
wear an additional mask for every rank of that trait
he possesses.
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Dice

Dice-based resolution is often faster and more
varied in numeric results than balance based
resolution. While dice replace the
storytelling functions provided by the balance, they

can be used during the resolution segments of the
game to move play along faster.

Unlock

The player who unlocks this paradigm gains an
additional point of Pure Anima in his personal

cannot

balance .
Effects

During resolution, an Eidolon will use dice
instead of balance cards to resolve actions. Roll one
10-sided dice for every point of anima an Eidolon
possesses in the element relevant to his action. If the
result of any single die, plus the current world
balance of that element, is equal to or greater than 11,
then the result is an outside success. Otherwise, the
result is a failure.

If at least two dice are rolled, then two or more
results greater than 11 make a perfect success, while
one result greater than 11 makes an outside success
and zero results greater than 11 make a failure.

If Dice Resolution is to be used in an encounter,
it must be used for the entirety of the encounter by
all players and the world.

A Balance Tool should still be used to resolve

escalations, context generation, monster actions, and

other storyte Iling tasks.
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Alchemy

"That we are separate is an illusion to be overcome."
— Rhyl the Dual Natured

Alchemy allows an Eidolon to transmute the
elements of Anima in their purest forms.

Unlock

The Eidolon who unlocks this paradigm gains an
additional Pure Anima in his individual balance.

Effects

Any Eidolon may choose to use a transmutation
during his action. He chooses one Anima from his
personal balance, and one Anima from the world,
and swaps those two elements. An Eidolon may
swap any number of elements in this way as a single
transmutation. However, all the elements must be of
the same type. For example, an Eidolon could
transmute three fire anima into three water anima,
but he could not transmute three fire into two water
and one electricity, or a water and a stone into two
fire. Eidolons cannot transmute pure Anima or

Aether.

Paradigms
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Milestones

Eidolons are  constantly

changing and growing. However, there

are many events which have a profound effect on
them and define them in ways even deeper than
traits. These important events, called Milestones,
give an Eidolon the strength he needs to face
challenges, and the wisdom to act and react with
greater efficacy.

Unlock

The Eidolon who unlocks this paradigm gains a
Pure Anima in his Individual Balance.

Effects

An Individual Balance normally begins with no
Pure Anima, but every time an Eidolon
accomplishes one of these milestones, his Personal
Balance gains a Pure Anima permanently. An
Eidolon can only accomplish each milestone once.
Accomplishing the same feat a second time is not
considered reaching a milestone.
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Milestones

v The Eidolon completes his personal story
(see Personal Stories on pg 97)

v The Eidolon uses a cornerstone to create a
new realm

v The Eidolon outgrows an All-Consuming
Drawback Trait

v

The Eidolon acquires the blessing of an
Anima Spirit or other being of power (see
Summo ning on pg 87 and Channeling on
pg 8s)



Crifical Success and
Crifical Failure

Eidolons cannot settle for mere mediocrity, and
are by their very nature epic beings of pheno menal
power. It is only logical that their triumphs and
failures be of legendary proportions as well

Critical Successes and Critical Failures add an
additional level of suspense to resolution draws, by
allowing the possibility of extreme success and
extreme failure.

Unlock
The Eidolon who unlocks this paradigm gains an

additional point of Pure Anima in his personal balance.
Effects

Whe never a draw results in a Perfect Success for
a Player, he makes an additional draw immediately.
If the second draw is also a Perfect Success, then the
result is upgraded to a Critical Success. The Critical
Success is a wildly successful attempt that exceeds
even the effectiveness originally imagined by the
Eidolon (but is never beyond his control or
inte ntions).

Whenever an Eidolon draws a Failure, he must
immediately make a second draw. If the second
draw is also a Failure, the result is downgraded to a
Critical Failure. A critical failure represents a
fumble or failure of epic proportions, such as an
Eidolon tripping in the heat of battle and landing on
his own sword, or gravely misjudging a jump and
falling down into a deep chasm.

Technology

It is possible for Eidolons to master the different
kinds of technology that exist in realms across
Empyrean, but most technologies draw their borders
with the realms. With the Technology Paradigm,
one kind of technology can become widespread
around Empyrean. While the new technology may
not be adopted everywhere, it will be functional
anywhere in the world.

Unlock

The Eidolon who wunlocks a technology
paradigm immediately gains mastery of that
technology. He can build devices, invent spells, or
create new tools based upon it as though he were a
master artisan in that craft.

Effects

The player who unlocks this paradigm should
choose one type of technology possessed by any
realm in the world. That technology becomes
available all across Empyrean. Realms surrounding
the ‘founding realm’ may begin to adopt the
technology, but most realms will continue to
function according to their old ways. The main
advantage is that the technology is universalized—it
will work everywhere in the world, and not just in
the lands surrounding its founding realm.

The technology paradigm can be instituted
multiple times with a different technology each
time. A single player should not master two
technologies, and no two players should ever master
the same technology.

Possible Technologies
Players are encouraged to create their own technologies, but here are some examples:
1. Animal 11. Divine Magic 21. Nanotechnology
Peme s tion 12. Druidic Magic 22. Necromancy

2. Astral Projection

3. Ballistics

13. Electronics

23. Robotics

14. Elemental Magic 24. Space Travel

4. Biotechnology 15. Forensics 25. Spirit-Channeling
5. Chemistry 16. Fortune Telling 26. Steamtech

6. Clockwork 17. Gernetic Engineering 27. Summoning

7. Cloning 18. Gole m-Building 28. Time Travel

8. Cryogenics 19. Medicine 29. Transmutation
9. Cybernetics 20. Metallurgy 30. Wireless

10. Dimensional Travel Communications
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Universal Trait

Perhaps in bygone days, all Eidolons possessed
powers that are now given to only a select few. The
Universal Trait paradigm gives a new power to
every Eidolon in the world, including all of the party
me mbers.

Unlock

The Eidolon who unlocks the universal trait
paradigm may utilize the Deep and All-Consuming
powers of the trait he chooses without experiencing

any drawbacks.
Effects

When this paradigm is unlocked, choose a trait.
All Eidolons in the world gain the powers associated
with that trait at either the Superficial or the Deep
level (this is at the discretion of the unlocker).
Eidolons cannot increase the emergence of this trait,

nor can they lose or gain it. [t becomes an innate

ability which all Eidolons have.

Those who already possessed the trait before it
was granted to everyone in the world gain an Anima
Pearl to replace the trait that is now no longer
available for them to grow.

Note

Some traits make better Universal Traits
than others. Here are a few suggestions:

v’ Achilles’ Heel
Cosmopolitan
Living Weapon
Patchwork

S NS

A Weapon for the Strong
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Conceits

“Hawve you considered the possibility that a whispered
secret might carry more weight than all the world?”

— Lieselotte, Who Sees Beneath

Many cornerstones contain neither new lands
nor world-changing ideas. Instead, they contain
specific secrets, memories, instructions, or relics.
The weight of these specific facets of the world was
so great that they solidified into their own
cornerstones. These single, powerful elements of
reality are compact enough that they can have only
one master. They are known as conceits.

Eidolons, Cornerstones, and Realms are all made
of the same basic stuff—Anima. It is simple for an
Eidolon to unlock the secrets within a cornerstone
for himself, granting access to unfathomable and
forgotten powers of which only the legendary
masters of Old Empyrean had knowledge. The
Anima contained in the cornerstone is returned to
Grand Cornerstone, and the element of Empyrean

that he releases from within the cornerstone is kept
within his heart—a piece of the world and also a
piece of himself.

Conceits are specialized mechanics that Eidolons
can gain access to on an individual basis. They are
typically different than Persona Traits in that they
do not grant the Eidolon specific problemr-solving
powers. Instead, they expand his abilities with new
options for changing the world, interacting with i,
and utilizing its conventions. Unlike Paradigms,
only the Eidolon who unlocks a Conceit is able to
use it. Other members of his party do not gain
access to the Conceit unless they unlock it through
their own use of cornerstones.

Note: Using a cornerstone to release a conceit is not
considered a selfish or evil act. In game, Eidolons do not
decide what their cornerstones hold. The cornerstone has
contained the unique power since it was fractured from
Grand Cornerstone. The Eidolon is only discovering it
and putting it to use, making himself a vessel for the
restoration of an element of the world. Eventually, when
he passes on, the power that is held within his heart will
return to the root of Empyrean once more.

List of Conceits

v Abundance - Gain 2,000 AP. This conceit is only
available if the currency paradigm has been

u 1'110 Cke d

v Aethermancy - Your understanding of Aether
allows you to utilize an Anima Surge to cancel a

draw of Aether.

v" Chanreling - You may choose an elemental
spirit to be your master and gain its permanent

blessing.

v" Core Values - Allows an Eidolon to keep a trait

permane ntly.

v" Elemental Reconstruction - When healing from
wounds, you become a construct of elemental

power for a short time.

v" Filled with Anima - You have an additional pure
Anima in your Personal Balance at the start of
each game session. This can be taken up to 3

times.

v' Forgotten Treasure - You may gain a Major

Wonder of your choice.

v Geomancy - Utilize the powerful rituals of
geomancy to rewrite maps. With this power
and with the right tools, you can change the
terrain of realms, move whole cities, or lay
waste to them without leaving any trace

behind.
v" High Summoning - You gain the ability to

summon a titan, one of the most powerful
servants of the great elemental spirits.
Titans are nearly as large and powerful as
Colossi.

v Imaging - You gain the power to convert
Anima directly into matter, creating
absolutely anything you need with a
thought.

v" Sealed Memories - You may gain a new
trait at any level of emergence you wish (or
create your own trait).

v Surging Power - You can spend any kind of
Anima when using an Anima Surge.

v" Wonder Crafting - You are able to craft
wonders using Anima Pearls, as well as to
break down wonders you find into Anima

Pearls.
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Abundance

Not all cornerstones contain ideas or realms—
some contain only the pure energy of creation. Such
a stone shatters when used, becoming a large
collection of Anima Pearls.

Effects

The Eidolon gains 2,000 AP. These Anima Pearl
fragments are only usable if the currency Paradigm
has been unlocked.

Aethermancy

Within the cornerstone is sealed an innate
understanding of the nature of Aether that cannot be
explained or quantified. With this understanding, an
Eidolon is more resistant to the effects of Aether,
and can even manipulate it to his advantage.

Effects

The Eidolon is able to use an Anima Surge even

when he draws Aether.
Usage

Whenever the Eidolon draws an Aether from
the world, instead of immediately failing his
attempt, he is able to utilize an Anima Surge to
succeed his atte mpt.

85

Channeling

A different kind of blessing from the Great
Anima spirits allows an Eidolon to channel an
Anima Spirit. During Channeling, the Eidolon
himself becomes a spirit, and is able to completely
control his actions. By becoming an incarnation of
one of the spirits, the Eidolon gains great power over
that Spirit’s ele ment.

Effects

The Eidolon meets one of the Great Anima
Spirits, and is awarded with a blessing. The blessing
leaves a brand on his body, and allows him to
channel the power of the spirit as his own.

Usage

To channel a spirit, the world must contain at
least three of that spirit’s elemental Anima. Take all
Anima of the spirit's type from the World Balance
(or as much as will fit into your individual balance
without exceeding the limit of 5), and place it into
your Individual Balance. For the rest of the
encounter, you are considered to be channeling that
spirit.

When the world balance would be drawn from
in conflict resolution and you are channeling, you
may use an Anima Surge of the type you are
channeling in place of the world’s normal draw.
Anima used in this way is returned to the world
balance.

You canonly invoke a channel blessing once per
game session.

Conceits
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Core Values

Sometimes a trait becomes so important to a
character that it is a major part of him. In this case,
he may not want to relinquish it when it grows too
great within his heart, and would instead like to
retain it forever in its present state. When an
Eidolon uses a Cornerstone that contains a Core
Value, a trait that previously occupied a place in his
heart becomes fused to it, permanently fixed as a
part of his being.

Effects

The Eidolon chooses a persona trait he possesses
at rank 2 or higher to become a Core Value. That
trait is removed from his Personal Balance (or
marked in such a way that it is locked from further
change). The Core Value trait always contributes
only one elemental anima to its owner’s balance.
However, the Eidolon who possesses it is able to use
all of its inherent abilities (Superficial, Deep, and
All-Consuming) without the drawbacks associated
with the All-Consuming Trait. The Core Value
takes up only 1 rank towards his limit of Persona
Traits.

Elemental Reconstruction

When an Eidolon spends Anima to recover from
wounds that he suffers, he must use one kind of
Anima or another from his personal balance. With
Ele mental Reconstruction, an Eidolon can form his
body not out of its ordinary flesh, but out of pure
elemental matter.

Effects

An Eidolon becomes a pure elemental for some
time, with all the powers and weaknesses that
confers.

Usage

Whenever the Eidolon recovers from wounds
using elemental Anima, note the kind of Anima that
was used. Until the end of his next turn of the
encounter, the character’s body is wreathed in
elemental energy, and he can act as though he were a
construct of pure elemental power of whatever type
he recovered with. The Eidolon gains the power to
control, manipulate, and fuse himself with other
materials made of the same elemental type for a few
mo me nts--effectively becoming one with a single
facet of the environment while he draws in its

energy to rebuild his body.

Filled with Anima

The pure energy of creation contained within
the Cornerstone takes hold within the Eidolon’s
heart, granting him an additional Anima in his
personal balance at the start of each game session or
extended rest.

Effects

The Eidolon’s personal balance has one
additional Pure Anima.

Forgotten Treasure

Many of the most powerful tools of OId
Empyrean were so mighty, they were sealed up
within individual fragments of Grand Cornerstone.
Their power and complexity was of such a
magnitude that a single cornerstone—a piece of the
root of the world that might contain an entire
realm—was required to contain them. By unlocking
a Cornerstone containing a Forgotten Treasure, the
Eidolon claims one of these legendary artifacts for

himself.
Effects

The Eidolon gains a major or legendary wonder
of his choice, at the discretion of the rest of the

party.
Usage
The Player should describe what this wonder is

and does, as well as what its role was in OIld
Empyrean.
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Geomancy

Geomancy is a powerful form of magic that
allows Eidolons to reshape the world according to
the ir whims.

Effects

A Geomantic ritual allows an Eidolon to change
the terrain of a realm—dredging up lost ruins
beneath the surface, turning deserts into lush forests,
draining lakes, and leveling whole cities.

Usage

To perform a Geomantic ritual, you will need
the help of several other Eidolons, and a powerful
source of Anima, such as a cornerstone or large
Anima Pearl In a three day ritual, Anima from the
power source is used to create new terrain features,
which are integrated either seamlessly or violently
(at the Geomancer’s discretion) into the makeup of
the realm. The Geomancer can also rebalance the
realm’s Anima levels, though this may cause
unexpected results on natural creatures and on the
local Nascent population.

High Summoning

Use the power of Anima to call upon a titan, the
most powerful servants of the elemental spirits.
Titans are living disasters—volcanoes, blizzards,
hurricanes, and earthquakes, that can come alive and
aid the summoner. Titans can even be formed of
clockwork, magic, or spirit, though their scale is
every bit as imposing as natural titans. Each titan is
tied to one of the seven elements. Design and name
your titan when you gain this power. The titan is
spiritually bonded to a single Eidolon, and an
Eidolon always summons the same titan.

Effects

While a titan is summoned, the summoner can
control the creature through a direct telepathic link
with the creature. The Titan and Eidolon can act
together, or the Titan can act alone under the
Eidolon’s direction. A Titan and Eidolon cannot
perform two separate actions, however. If the
Eidolon becomes incapacitated or suffers a Heart
Wound while the Titan is active, it goes berserk,
laying waste to everything it can reach.

Usage

Summoning a Titan requires the use of a
powerful source of Anima, or of three levels of
Ele mental Anima aligned with the titan, taken from
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the Eidolon’s personal balance. The titan appears on
the turn after it is summoned, and obeys the
summoner without fail or question as long as it is
needed. Titans are so large that they are only
effective in large scale battles and against colossi—or
in situations where you just want to destroy
absolutely everything within a one mile radius.

+
Imaging

In the old world, Eidolons were able to use a
technique called “Imaging” to create the tools they
needed from the raw Anima that saturated the
world. Since the fall of the old world and the coming
of Aether, this technique is no longer possible.
However, Eidolons are able, with careful study, to
recreate this art in their own way.

Effects

Using fragments of Anima Pearls, Eidolons can
create tools and gear they need from thin air.

Usage

Anima Pearls can be divided into AP via the
currency table on page 76. A single AP can create up to
twenty pounds of solid matter, or one cubic yard of
matter, whichever is smaller. As a single use of
Imaging, an Eidolon can Image one AP per level of
Pure Anima in his personal balance. (For example, if
his balance contains 3 Anima elements, then he can
image up to sixty pounds or three cubic yards of matter
in whatever shape or form he wishes). Aside from the
Anima Pearls that are consumed in the process, there
is no other cost for this ability. Also, as part of an
Imaging action, the Eidolon can also make use of the
toolor device that has been created.

Sealed Memories

Sometimes ancient Eidolons’ memories and
emotions are sealed within Cornerstones. When the
cornerstone is used, the Eidolon who uses it is forced
to relive and experience these memories, and
instantly develops persona traits as though he had
committed the actions remembered within the stone.

Effect

The Eidolon gains a new trait of the player’s
choice, at any level of emergence desired.

Usage

The player should describe what he has experienced
and why it has affected the Eidolon in such a way. The
player may choose to alter the Eidolon’s personality or
creed as a result of this traumatic experience.

Conceits
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Surging Anima

The cornerstone contains ancient knowledge of
the nature of Anima, and reveals to the Eidolon the
way to transform elements from one into another.
The ancient Empyreans used similar principles to

shape their world through Geomancy, and to create
powerful artifacts.

Effects

Whenever the Eidolon makes an Anima Surge
or Assist Surge, he may spend elemental anima as if
it were Pure Anima instead of its ele mental type.

Wonder Crafting

The secrets to crafting wonders were forgotten
long ago, and sealed within a cornerstone. Once this
cornerstone is unlocked, and these secrets are once
again returned to the land, Eidolons are able to
create their own gear using Free Time. Enterprising
Eidolons will want to craft their own weapons and
armor, to get the exact look and feel they wish for.
Mundane items can be acquired quite readily in any
civilized area, but finding craftsmen to make
wondrous items with special properties can be

difficult.
Effects

The Eidolon is able to create relics and Anima-
powered wonders. These are capable of a wide
variety of abilities.

Usage

During Free Time, Eidolons have the
opportunity to build weapons or gear. They should
discuss with the Scenario Owner what kind of gear
they wish to create, and the Scenario Owner should
dictate that it will take between 3 and 7 units of free
time to complete the project. For extremely difficult
or strange projects, the Scenario Owner may also
stipulate that certain materials or reagents must be
collected in-game to complete the task.

When an Eidolon is working on a project, he
may spend free time on the crafting project instead
of to gain emergence levels. Instead of describing
adventures or activities during free time, the Eidolon
should describe what project he is working, and
what lengths he has gone to gather the materials and
parts required to make it happen. O nce he has spent
an adequate amount of free time as dictated by the
Scenario Owner, the craft is complete and he may
freely use it.
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Anima Pearls are the main power source for
wonders. Eidolons can use these jewels to imbue
special powers into ordinary objects, or to craft new
wonders from scratch. The kind of wonder that can
be created and its power level are dependent on the
size and number of the pearls that are incorporated
into its creation.

There is no set formula for a given wonder.
Instead, players should consider what traits are most
closely linked to the properties they wish to imbue.
To create a sword that burns with undying flame,
for example, a Pearl grown from Wrath
(Hotheaded) or Zeal (Eye of Flame) would be an
appropriate core. The Scenario Owner has the final
say on whether or not materials are adequate for the
effect the player wants to achieve.

Wonder Rank Guide

v" Consumables (1 wunit free time) -
Consumables are easy to make, and not
all may even require Anima Pearls. Exotic
trophies like the blood of Colossi or
Eidolons, or even the captured breath of
an Anima Spirit may be enough to create
a power source for these items.

v' Minor Wonders (3 units free time) -
Minor wonders are non-consumable
wonders with limited, localized effects,
such as elemental weapons, enchanted
gear, and protective charms.

v' Major Wonders (5+ units free time) -
Major wonders include powerful gear and
weapons
effects such as
death, and summoning
Anima Spirits.

that can have Vast—reaching
mind control, instant

and b inding

v Legendary Wonders (7+ units free time) -
Masks and Encyclopedias are among the
Legendary wonders that can be created in
Empyrean. The Mask or Encyclopedia
paradigms
wonders of these types can be created.

must be unlocked before
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Storytelling

Storytelling is what Mystic Empyrean is all
about, and this section will give you tips and
information about how to run a successful story and
keep the game moving effectively, as well as ideas
for the Scenario Owner about how to move the
game and resolve conflicts.

Scenario Owner

The Scenario Owner is the player who is
responsible for determining the rules of the setting,
the conventions of the world, and the overall story
that ties games together. This player is also
responsible for having the final ruling on in-game
disputes, advising the others on how their realms
will fit into the rest. When disputes arise during the
course of the game, the Scenario Owner is the one
who must be the voice of reason and maintain order.

As the scenario owner, you must form a contract
with your players, whether written or implied, about
how the game will be run and how disputes will be
resolved, as well as what kind of behavior can be
tolerated in-game by the player characters. For
example, an Eidolon that starts fights everywhere he
goes and won't be reasoned with may make sense in
a more adventure-themed campaign, but this
character will quickly be booted out of a social
campaign. Eidolons can develop traits associated
with vices and more sinister traits, but players may
decide to ban overtly evil or depraved player
characters from their campaign—if players don’t feel
comfortable with their own characters and the rest
of the party, the story will suffer as a result.

Mystic Empyrean is a game that can focus as
much on the social issues of building and managing
a world as it can on combat and puzzle solving. If
your players have strong moral feelings about
certain societal issues, and are not willing to have
those views challenged or overturned, then you
should take this into consideration when planning
your stories.

Here are some questions to keep in mind:

<\

How is the question of good and evil dealt with
in the world? Are the players necessarily good,
and the villains necessarily evil? Or are they just
clashing ideologies?

v Are the citizens of Empyrean best fit to govern
themselves, or is it alright for Eidolons, stronger
and wiser creatures, to dictate how they should
live? Can Eidolons interfere with the culture and
practices of the Nascent, even if it is for their
benefit?

v" Will modern-day social issues be brought into
the game world? Differing opinions on how
these issues are best resolved can easily divide a
party, and should only be undertaken if players
understand that their characters’ opinions and
actions do not reflect directly on them.

Hierarchy

Whenever storytelling disputes arise, as they
inevitably will, players should keep a calm head.
These disputes should be resolved as follows:

If two players have a dispute = The current
GM decides which is right.

If the current GM and a player have a dispute >
The current GM’s word takes precedence.

If the current GM and the
realm/element/scenario owner have a dispute in
relation to the realm/element/scenario = The
owner’s word takes precedence.

Players are advised to remember that the cards
are primarily a storytelling tool, and that using them
for resolution is purely at the GM’s discretion. The
GM also has the power to overturn card results as
well, or to interpret success or failure as loosely as he
or she wishes. Remember this is a game about
storytelling—if something doesn’t work out exactly
the way you planned it, then roll with the punches
and try something different next turn. After all,
without the occasional taste of failure, a hero cannot
put his successes in the proper scope.

Running Your Realm

So the party is coming to your realm for the
next game, and you want to prepare what you will
need to make the game run smoothly. Here are a few
things you will want to do.

v" Make sure you have completed all six steps of
realm creation (pg 56).

v Plan a two or three sentence blurb about the
realm, so that you can tell the players what they

see as they enter it for the first time.
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Defining Just Enough

There is a delicate balance to running a realm
and realm ownership. If you specify too much before
the game begins, then your players will not be able
to effectively use establishing questions to set up
encounters. If you establish too little, the context of
your realm will be so vague that the players will not
be able to see the realm in their mind’s eye.

The most important line to draw is that as a
Realm Owner, your job is to define the world—not
specific situations or people. If an encounter begins
with ‘A cart has turned over in the road.” And the
realm’s owner immediately bursts out “but there are
no roads in this realm!” it just destabilizes the
narration and forces the GM to correct himself. A
better policy is to leave the realm open enough to
incorporate these elements. An example of a better
response would be “roads are rare in this realm, so the
real question might be ‘who built this one’ and ‘why’.
Perhaps that would give us a clue as to who the cart
owner is?” Instead of correcting the Game Master
and spoiling the narrative, the second option opens
up an even greater mystery for the players to
explore.

This careful balance is a skill that you will
develop and hone over time, and players are
encouraged to be patient with new game masters and
new realm owners. There are plenty of good game-
mastering advice columns and books out there, so
look into these if you want extra guidance.

The First Encounter

Plan a social encounter in the realm that is going
to be your group’s first encounter. The players
should meet and interact with people in the realm,
who are going to tell them what this area is like and
what kinds of things there are to do here. Make sure
that at least two or three story hooks get offered to
the players during this encounter, and take the
opportunity to wave as many of the realm’s legends,
places of wonder, and conventions as possible in
front of the players. You may also want to drop the
names of important NPCs that could be encountered
later, or talk about famous events and festivals
(“tomorrow is the public execution festival! Don’t you
want to stay and see it?”’). You will probably be GM
for this entire encounter, since you understand more
about the place than anyone else. The main goal of
this encounter is to give players a taste of what
people, conflicts, and culture exist in this realm, so
that they can decide where they want to go or what
they want to do here.
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Usually during this first encounter, you will
answer all establishing questions. Keep in mind that
you are allowed to answer any establishing question
that regards the nature of your realm (even in later
encounters). It is a good practice for players to defer
to the realm’s owner preemptively whenever a
question is asked about the lifestyles, people, trades,
places, or similar in the realm.

Leaving the Nest

As early as possible, try to get players into an
encounter where they can use rotating game
mastery. Usually, this will be a puzzle or combat
encounter—either heading off to a dungeon, fighting
a villain in the town, or something similar that does
not rely too much on the definite establishment of
the realm.

Improvised Encounter

You do not need to completely plan out every
encounter that will occur in the game. Often, there
will be some filler time in between the events of a
par ticular game’s scenario. The players may traverse
a dungeon, or encounter a social conflict in town, or
need to build or design some machine or strategy.
These three types of encounters, combat, social, and
puzzle, can be improvised mid-game using draws

from the World Balance.

It may sound like a bit of a paradox, but you can
and should plan to include improvised encounters in
your game. Even exciting stories can become
monotonous if every event the characters encounter
is critical to the story and carefully guided by the
scenario owner. Improvised Encounters give players
a chance to stretch their wings and explore their
characters in a less structured environment. It is
recommended to include space for at least one
improvised encounter per dedicated story encounter.
A ratio of two or three improvised encounters for
each major scenario encounter is typical

Storytelling
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Collaborative
Storytelling

Improvised encounters are the best
place to use collaborative storytelling,
and they are the place where rotating
GM-ship can really shine. Many of the
most notable moments of your
adventure will doubtless occur in the
collective  stories  told  through
Improvised Encounters.

There is one important thing for all
players to remember in a collaborative
storytelling environment—the goal is
the story, not the resolution. The
encounter can carry on as long as all
players are enjoying it and interested in
its outcome. Players are not working
against the scenario builder, but rather
working  together to build an
interesting encounter. It's easy for a
player who has received rotating GM-
ship to say “the monster dies as you
impale it cleanly on your sword with
little effort. Well, that's that. Let’s
move on.” However, what kind of
encounter would that be? Not one that
awards any emergence points or is at all
me morable.

When resolving encounters, give
the party the maximum opportunity to
use their equipment, talents, and
powers. If one player loves to play with
fire, provide explosives during the
establishing questions. If one has an
item that notifies him in advance when
he is surprise attacked, use surprise
attacks against that player more often
than others. Run encounters such that
you bring out your friends’ strengths,
not exploit their weaknesses. If you do,
your encounters will be much more
epic and memorable.

When you are playing the role of
GM, remember that the more
interesting and fanciful your narration,
the more excited and involved the
party will become. This will give you a
better chance to play out character
traits (thus gaining more emergence
and thus more power) as well as the

opportunity to craft me morable narrative mome nts.



Scenario

The overarching story of the campaign is called
a Scenario. Scenarios have Vastly different rules or
conventions. Some are straightforward enough that
they can even be combined to create more complex
and layered stories. The player who is the scenario
owner is generally the last word as to what the
conventions of the world as a whole are, and should
be intimately familiar with the game systems
presented here.

The scenario determines not only the flavor of
the game, but its power level and options. Some
games will take players head to head with the forces
of Aether that threaten the world, and give them the
power to triumph. Others may make them
underdogs fighting against evil Eidolons shaping the
world to a dark vision, and they will have very little
power—but a great pool of resources—to draw on.
Whe ther encounters tend towards social, puzzle, or
conflict types is mostly at the whim of the scenario
owner.

A Scenario typically has three parts:
The Main Characters, also called the PCs or

Player Characters, around whom the narrative
revolves. The Main Characters each tie integrally to
the scenario via their fates. Often their pasts and
ultimate goals are intertwined with the story as well

The World the Player Characters live in. This
includes its inhabitants, its conventions (like magic,
time, and technology), and the politics that govern
it. The players will have to work within the
boundaries of the world in order to accomplish their
goals.

The Conflict that the Player Characters must
resolve. If all is right in the world, then there is little
reasonto adventure. However, if there is something
the players want, some aspect of the world they feel
is unjust, or some force that threatens what they
love, then they must fight to thwart those forces or
accomplish those goals.

Scenarios are Optional

Scenarios are an option that you can use to add
structure and narrative flow to a continuous story.
Mystic Empyrean is built to encourage exploration
and discovery, and can be played just as well
without a main narrative as it can be played with
one. You do not need to decide whether or not there
will be a scenario for the first game—in fact, if a
scenario does develop, it will likely occur organically
as the party progresses.
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If the group does wish to incorporate a scenario
into the Mystic Empyrean game, consider making
only every second or third game session directly
related to the main narrative, and allowing the
players to explore the world they are building and
exercise their characters’ whims without the long-
term repercussions for their actions that a more
continuous narrative can introduce.

Basic Scenarios

The following example scenarios all fall within
the basic premise of Mpystic Empyrean: Grand
Cornerstone is destroyed, and it is up to you and
your allies to rebuild the world. It is recommended
to play with the scenarios here to get the most out of
this book and your game.

Scenario: A Conflict Of
Inferest

Perhaps your PC party isn’t the only one on a
quest to rebuild the world—there may be other
organized groups or individuals with the same goal
in mind, be they sinister, idealistic, or simple rivals
with a different idea of the way things ought to be.
To hold cornerstones is to have power over the
reshaping of the world—a power which is easily

coveted.
Building this Scenario

Create one or more parties of NPCs, each with
their own ultimate vision for the world. Try to make
these visions conflict with the party's vision of the
world, to create appropriate tension. The conflict
does not always need to be direct—there can be

subtle flavors of difference and varying ideologies
that are conflicting in the creation of this world.

Game Ideas

To introduce your alternate party, it can be
interesting to place the players into a realm this
alternate party has created, or even to give them a
glimpse of such a realm without allowing them to
enter. This serves two purposes. One is to let the
party realize that other forces are working in a loose
collaboration with them to create the world. The
other is to give them an idea of the kind of people
who have created this realm and whether or not they
should be trusted or thwarted.

If the PC party is working against the
“alternate” party, it is good to occasionally pit them
against one another in various races for
cornerstones, government favors, treasures, and the

Storytelling
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like. These conflicts need not always be combat.
Perhaps a cornerstone is awarded by a guardian to
the party that proves themselves most worthy, or
who possesses the most popular support, or even for
winning a sporting co mpe tition.

The PC Party and one or more of the Alternate
Parties must work together to stop a powerful threat
like a colossus. Of course, afterwards, they must
divide the spoils of the battle, and cornerstones are
not easily divided.

Scenario: The Old
World

What caused Grand Cornerstone to be destroyed
in the first place? What force or disaster caused this
terrible cataclysm that wrapped the world in Aether?
And when the world is reassembled, will it return to
threaten the world again? As the PCs come closer
and closer to the goal of rebuilding the world, this
question begins to become more and more pressing,
potentially culminating into a final battle with the
forces that originally shattered Grand Cornerstone.
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Building this Scenario

Secretly decide what force it was that split the
Grand Cornerstone, be it the forces of the
Aetherlings, the mistakes of society, a dissatisfied
god, the spirits of Anima disagreeing, or some other
being or reason of your choice. Drop subtle hints at

the existence of this force, and perhaps even work
them into your backstory.

GQame Ideas

The players meet a sage who relates to them the
story of the actual destruction event.

The players confront a monster or NPC who is
hunting cornerstones down with an intent to
actually destroy them. This character can become a
recurring villain, or may even be part of a larger
villain party.

The forces of Aether actually ‘steal an entire
region of the world by trapping it within another
cornerstone, and begin a plot to either ransom or
destroy it.



Scenario: The Chosen
Ones

The Eidolons have been told—either by a sage, a
dream, a master, or some other form of
revelation—that in order to achieve their destiny,
they must travel to the far ends of the earth and
consult the seven great Anima Spirits. Each will
bless them with a powerful gift that they will need

to overcome their final trials.
Building this Scenario

This scenario is straightforward, and provides a
campaign with a very epic feel and deterministic
direction to it. Often the players will need to fight
the great spirits or their guardians in order to receive
the promised blessing. In a more comical campaign,
the spirits may not be aware of the prophecy, and
treat the players as deluded lunatics whom they give
gifts to in order to appease and get rid of. In either
case, the ultimate conflict does come, and the players

must be ready to fight a powerful and sinister foe,
using the relics given to them by the spirits.

GQame Ideas

The great foe at the campaign's end may be the
spirit of Aether, or even a whole army of
Aetherlings.

The relics given by the Great Anima Spirits
need not be weapons or armor—they may be
trinkets that can be used to solve puzzles, overcome
dangerous social conflicts, or even unite the greater
forces of the world into one larger army for the
coming battle.

The Great Anima Spirits may have palaces full
of traps and puzzles that the players need to
complete in order to prove themselves 'worthy' of
receiving an audience.

The Great Spirits may bind themselves to
individual Eidolons, and be accessible as summons
(see channeling rules on pg 85).

Give the Anima Spirits extreme or eccentric
personalities and voices. They are the ultimate
embodiments of a diverse set of extreme persona
traits, after all.
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Advanced Scenarios

These scenarios are more complex than those
presented in the previous section, and require a
skilled Scenario Owner to run them. They are
presented here for players who want to take Mystic
Empyrean in a completely different direction, or just
incorporate Eidolons into a more traditional fantasy
game.

Scenario: Tides of Time

The Eidolons possess an artifact or machine that
allows them to travel between ages of the world they
are creating. It moves them to specific eras between
the destruction of Grand Cornerstone and some
indeterminate point in the future—an undefined
singularity.

Building this Scenario

In this unique scenario, the world is built in
layers. There are several regions, and each has a
slightly different manifestation in each era. The
players must not only recreate the world (by
rebuilding Grand Cornerstone in the distant past),
they must also guide it to a point where it can stand

against the coming singularity which threatens to
destroy it again in the distant future.

World Convenfions

Cornerstones are timeless—thus it does not
matter in which era a piece of the world is
restored—it is permanently restored in all eras.

The singularity may have agents of its own,
working to ensure the downfall of the world
throughout history. Though these antagonists are
not able to move through time as the players can,
they are present to thwart the players (or to be
thwarted) at every age.

Sages and Anima spirits will remember the
players and are immortal, so they will prove to be
lo ng-term allies.

The party may eventually come into possession
of a time traveling fortress or ship of some kind that
allows them to bring a city's worth of allies and
ame nities with them on their adventures. This can
provide stability and social development in the
midst of a constantly shifting campaign.

Storytelling



burreihiorg

Scenario: Before the Fall

The world is united and strong, built upon the
foundation of a united Grand Cornerstone. An age
of peace, exploration, and prosperity is upon the
world. However, dark creatures forma growing tide
within the mists at the edge of the world, working
their plots to unravel society and strike at the heart
of Grand Cornerstone.

This scenario is appropriate for players who
want to experience the full world of Empyrean, but
do not want to deal with creating and managing the
realms these details
delegated entirely to the scenario owner. This model

themselves. Instead, are
provides a more traditional role-playing experience
in the vein of traveling, seeking fortune, fighting
monsters, and attempting to save the world from
evil Can you change history and save Empyrean

from destruction?

Scenario: Astral
Reflections

In a world much like our own, Eidolons are but a
dream—inhabiting a realm that intersects with our
ownonly in the slightest corners of the mind. A few
humans, called Astrals, have uncovered the power to
tap into this collective dream and summon forth
Eidolons of their own reflection.

In this scenario, the players develop Eidolons,
but are not Eidolons themselves—they summon
their Eidolons from within their hearts by force of
will when needed. The Eidolons appear as guardians
under the control of their masters.

This scenario setting is best for games that want
to use the mechanics and abilities of Eidolons
presented in this book, but would like to do it in a
more modern setting completely detached from the
one presented here. Players in an Astral Reflections
scenario can live in a modern world, a supernatural
anachronism, a fantasy setting, or anything similar.
In an Astral Reflections game, all
mechanics work exactly the same as those presented

scenar io

in this book, though any world-specific information
can be safely ignored.

The existence of wonders in this campaign is at
GM discretion. Commonly, wonders in an Astral
Reflections game will be ordinary objects that are
overlaid with a tinge of the supernatural, and only

provide their mystical benefits when wielded by an
Eidolon or Astral
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In another Variant of Astral Reflections, the
Astrals actually become their Eidolons, rather than
summo ning them. The Eidolon is like a skin or suit
that appears and is dismissed at will

Setup Questions

v" How are Astrals regarded in this world? Are
they known, or secretive?

v' Have the player characters been Astrals since
birth? Have they recently discovered their
abilities? Was there some breakhrough or
catalyst that brought this on?

v" What kind of technology level exists in this
world? Are Astrals scientific
anomaly, or a norm? How do Astrals interact
with magics or psionics (if those exist)?
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Personal Stories

There are a number of common story elements
that bind a scenario together. But what about the
individual characters and their stories? Every person
has their own story to tell, and their own conflicts to
face. Personal stories are the goals and destinies of
the player characters as individual—goals and
destinies that may or may not be shared by their
peers.

Personal Stories are an optional game system
where each player in the party is responsible for
running a miniature scenario that fleshes out and
resolves the past of another player’s Eidolon.

After the player characters have had a few
adventures to establish themselves is a good time to
introduce the concept of personal stories to your
group. Each player is given the name of another
player (make sure no one gets their own name!).
Then, each player should consult with the player
whose name he drew in order to get a feel for where
that character is heading.

Even though you are telling a personal story, it's
not your story—it's the story of the player whose
character is experiencing it. Ideally, you and that
player need to collaborate to find a story that you are
comfortable with telling and that they are
comfortable with playing out.

The best way to choose a story that fits the
character is to take a look at that character's creed
and motivations (if your characters have not created
creeds yet, then this is a good time to do it). See
what the character wants and if there are any
inherent flaws or quirks in his moral system that
can be exploited as story points. Once you know
what he can be tempted with to get involved in a
story, then you're ready to begin planning the plot.

If you pick the wrong story for a player, then
they won't bite the hook, and all your plans will
come to naught. Usually, it's a good idea to at least
discuss the premise of the story with the relevant
player before it happens in-game, so at least they
know what to expect and you can get an idea of
what choices they will make.

If at all possible, involve the other party
members in the Personal Story you are crafting.
Getting everyone involved with a Personal Story
also gets them involved in the development of the
character the story revolves around, allowing for
different relationships to develop and different traits
to shine.
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All personal story owners should begin to
consult with the Scenario Owner (or owners) as
their personal stories begin to draw to a close.
Personal stories should somehow integrate into the
scenario, in order to lend weight to the development
of the characters, and make this development
relevant to the final narrative. By out-of-game
discussion, you can create a tightly coupled story
where the characters and their Becoming are integral
to the success of their ultimate quest as a group.

The personal stories presented in this section are
possibilities that can be easily tapped to create a
number of interesting stories that speak directly to a
player’s motives and past. Personal Story owners
should feel free to create their own personal story

types if so inspired.
Personal Story: Torn by Regret

The Eidolon did something foolish in his
past—something he regrets horribly. The regretted
action may even occur during a game session. The
nagging, gnawing despair in his heart manifests as
the trait "Torn Apart' at a superficial level This trait
does not count towards a players maximum trait
ranks when conferred by this personal story.

Until the player can find solace for his sins, the
regret for his misdeed continues to tear at him. At
the end of every game session, he gains 1 point of
emergence in the Regret trait. Once his regret
progresses beyond all consuming, he will be
destroyed by it, and so must come to terms with his
grief and atone for his sins before the weight of
regret becomes too much for him.

Personal Story: Power at a Cost
A patron approaches the player, offering him

power to aid on his quest at seemingly no cost.
However, as the Eidolon comes to rely on the power
of his patron more and more, it becomes apparent
that the cost is greater than he thought. Perhaps the
patron is an Anima Spirit that is slowly turning the
Eidolon into a spirit like himself. Perhaps it is an
Aetherling that is subtly corrupting all the realms
the Eidolon creates through their shared bond.
Perhaps the patron is corrupting the morality of the
Eidolon, turning him into a being of similar values
and desires, or making him a thrall dependent on
power. Ultimately, the Eidolon will need to break
free of the hold his patron has on him, or find a
balance between power and cost.
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Personal Story: Dependent

Over the course of the story, the Eidolon comes
into contact with an NPC whom he has vested
interest in protecting. Be it a lover, a child, a close
friend, or some other related role, the NPC needs
protection, and is a common target of the Eidolon's
enemies. The Eidolon will be torn between
protecting this person and performing their duties,
and must eventually make a choice between doing
what is best for this individual or doing what is best
for the greater good and his own dreams.

Personal Story: Vision Quest

Possessed of a dream or vision of a greater
destiny, the Eidolon has a definite task to complete
that only he knows about. He may undergo an
allegoric journey, where the end treasure is not some
magic sword or great power, but is Becoming the
person he needs to be in order to achieve his destiny.
Of course, real magic swords and relics of power are
anoption as well.

Personal Story: Shaftered Faith
The Eidolon has put his will and heart into the

cause of an organization, only to learn that his trust
was misplaced. Perhaps the organization itself is not
evil, but somewhere within its ranks, the ultimate
cause that was supposedly just has been perverted and
corrupted by a human element. The Eidolon may
decide to purify the organization, or try to separate
from it with those still faithful to the cause.
However, he is prevented from simply leaving
outright and abandoning the cause.

Personal Story: Becoming Oneself

The Eidolon desires some persona trait and the
power it brings. He can force himself to become a
certain way, thus gaining the trait, but things begin
to go awry—the persona trait works against him, or
begins to consume him, fighting against his goals
and perhaps even corrupting his personality to a
point where he is no longer able to work together
with his former allies. In the end, the Eidolon must
come to terms with the disparity between who he is
and who he wishes to be, and overcome the persona
trait that has consumed him.

Personal Story: Becoming the Mask

The Eidolon acquires a mask or other powerful
relic through some chain of events. The power of the
artifact is great, but it begins to corrupt him, and
slowly alters his personality into that of the previous
owner. It becomes apparent that it was not the
previous owner, but the artifact itself which is evil.
Thus, it falls to his allies to defeat the spirit of the
relic and rescue their friend, before he is consumed
by this dark power. May also culminate in a spiritual
confrontation between the owner of the artifact and
the evil spirit trapped within it.

Personal Story: Rival
The Eidolon has a personal rival who dogs his

every step—either from a sense of personal vendetta
or out of conflicting ideals. Perhaps the player
character is wrong, or deserves this unwanted
attention. In either case, he must ultimately defeat
this rival on his own—with or without using the help
or resources of his allies, depending on wether your
story is about the value of teamwork or personal
valor. Ultimately, the defeat of the rival should show
what separates him from the player Eidolon.

Personal Story: Clouded Past

The Eidolon's past is shrouded in mystery, and
he is on a personal quest to discover his own place in
the world. He will have opportunities to search out
this information in ancient libraries and by seeking
out sages. He may even come into contact with
NPCs that love him, hate him, or recognize him due
to events in the past that he has forgotten. Or
perhaps he will recognize someone, with no idea
why, and be compelled to chase down this person for
whatever information they have.

Personal Story: Old Debts

The Eidolon owes allegiance to an individual or
organization whose goals conflict with those he now
follows. He is bound to complete some quest or boon
for this group, and perhaps even several, before he can
be free of their influence. If he tries to dodge or defer
this duty, it comes back to haunt him—either in the
form of assassination attempts, some magical geas, or
by manifesting as the trait 'Bound’ in a greater and
greater emergence.
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Guiding Character
Development

Making sure that your Eidolon develops the
powers and persona traits that you want him too is
anexercise in both roleplaying and ingenuity. Below
are a few tips that can help you bring out the life in
your character, and help both you and your friends
get a deeper sense of immersion into the world of
Empyrean and its characters.

Embellishment

Ensuring that your allies get the right
impression of your character is the best way to make
sure that your Eidolon develops the traits and
powers that you want. There is a little skill to this,
and a little exercise in roleplaying as well. The more
skilled a role-player you become, the more quickly
your characters will develop the traits you want, and
the more fun you will have with Mystic Empyrean.

Roleplaying is all about bringing out your traits
in every possible instance. Consider a combat
scenario. Your character has a gun, and the monster
is charging towards you. The unskilled roleplayer
says:

“I fire the gun and then roll out of the way.”

The skilled roleplayer says:

“I brace myself, waiting until the thing is only
feet away. As it charges in, I step forward, with a
laugh ‘hahaha’ and unload the gun into its skull,
vaulting up and over its back as it charges through.”

A few more turns pass in the same style, and
eventually the skilled
roleplayer will receive emergence in Cartwheel
(Reckless) from almost every member at his table.
The unskilled roleplayer will leave the others at his
table scratching their heads as to what trait he
deserves. He may even end up acquiring drawbacks,
such as Grey (Apathy) for being uninteresting or
Spiral (Unstable) for being wishy-washy.

encounter ends. The

When making an action, consider which trait
you are trying to gain emergence in and bolster, and
try to incorporate that trait (not the linked power,
but the personality) in your attempts. This takes a
little practice and ingenuity, and not every trait can
be integrated into every action, but with practice,
you'll become a better roleplayer and a more
powerful Eidolon.

Reversing Drawbacks

Drawbacks are tied to traits that make for
uninteresting roleplaying. If a character is apathetic
(never part of the action), collusive (he gives in to
enemy demands without a fight), unstable (he can
never decide what he really wants to accomplish), or

the like, he will develop these negative persona traits
which hold him back.

Drawbacks should not be considered as a
punishment, but they are a signal as to areas where
one’s roleplaying might be improved. If a player
improves his roleplaying and consciously works
against a drawback, he can reverse that trait and
turn it into a positive trait.

Reversing a drawback usually happens in
conjunction with a major plot point. If a Cowardly
Eidolon stands his ground against old fears, or a
Collusive Eidolon shows backbone when his beliefs
or loved ones are threatened, or when a Grey
Eidolon discovers some cause about which she can
truly become passionate, a reversal may occur.
These situations are usually built up to, and do not
happen all at once.

The owner of a player’s personal story should be
responsible for what developments can trigger this
change. When a player subverts or reverses his
drawback, it vanishes. At the start of the next game,
(or immediately if the situation in his personal story
calls for it), he gains a different persona trait of the
same element, usually one that is strongly opposed
to the linked personality of the drawback.

Experienced roleplayers can also use drawbacks
to add depth to their character and take themon as a
roleplaying challenge. At the highest levels of
emergence, these traits actually offer powerful boons
and can be quite interesting to play out for a skilled
player.
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Difficult Traits

There are some persona traits that are difficult to
acquire. How exactly do you roleplay a character with
a sense of entitlement, or with a lucid mind, or whose
manners are odious? Below are a few techniques that
you can use to guide the emergence of your character
towards the traits that you want to develop.

Pre-fill Your Character Sheet

If there are unused slots in your character sheet,
use free time to put a single point of emergence into
traits that you want to develop. These developing
traits will serve as hints to other players as to the
aspects of your character that you are trying to build
upon.

Talk “Over the Top”

In roleplaying games, you can say whatever you
like in-character, as pretentious or extreme as you
wish. Try to minimize out-of-character speech,
so that everyone knows you're speaking for
your character when you talk. If you make
me morable, strongly characterizing quotes
like many of those found in the sidebars
and the persona traits list, then it will
be easy for the other players in your
group to characterize your Eidolon
with the traits you want. In order
to assist in characterization, you
may want to acquire a printed
picture of your character, and
hold it up when you are
speaking in character. This
lets the other

associate  your
with the

spoken,

characterizing easier.

Create

Opportunifies for

Characterization
When GM’ing, try to

the players as much
opportunity as possible to do

players
character
being

makes

words
and

give

what they wish. In cities, it
can be useful to include in-
game free time. The benefits
of this are multiple—players
can characterize, you have a
few moments to plan what

and the

actions

comes  next,
players’ may

provide a hook or lead in for

the next encounter, as well as giving
you the opportunity to embellish
some of the culture of the region

you are in.
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Special Encounters

For important plot points in the story, the
Scenario Owner may wish to use special encounters
that fall outside the norm that the party is used to.
In these kinds of encounters, the rules and
conventions of the game may change drastically. It
is up to the Scenario Owner to make sure that the
contexts and rules of these encounters are explained
clearly to all the players, and to moderate the rules if
any disputes or disagreements come up.

Special Political
Encounters

Here are some examples of special political
encounters.

Temporary Powers

Influential friends of the party may have their
own errands, quests, or concerns to attend to. In
these cases, they often leave their responsibilities to
the party by proxy. As proxy guild leaders, store
owners, or even rulers, the players must make all the
decisions and face all the problems that come with
the position they have been placed in.

Favors

Rewards need not always be material Favors
received are common rewards for succeeding in
political episodes, and should be recorded just like
items.

Favors can be called to gain extra assistance in
other encounters. In important encounters, like
dungeoneering, large scale battles, or making a
political power play, favors can be of pivotal
importance.

Minor Factions

Factions are groups larger than individuals or
cities—they are organizations that reach as far as
across the world, and wield great power over large
groups of people.

Being a friend of an organization means
neutrality on their part, along with some favors and
perhaps hospitality. Being an active member of one
confers additional favors, but at the cost of
responsibility as well Leading one is a lofty position
that gives an individual extensive power to shape
the world’s ideologies and society. On the flipside,
however, becoming an enemy of one faction (which
is usually as easy as aiding or joining another), can
subject an Eidolon to baseless scorn, maltreatment,
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and even persecution, depending on the locales he
visits.

If you are building a game that leans heavily on
the political aspect of managing a world, then you

will almost certainly need a collection of smaller
factions to put your party in the midst of.

The core of a faction is its ideology, stated as a
Creed, just like an individual Eidolon’s Creed.
Sometimes the tenants of the creed are very basic,
such as “Lord Gharl should be king.” Sometimes
they are more complex, like “people deserve equal
rights and privileges of the law.” When stated,
they’re often combined, such as “Lord Gharl should
be king, because he believes in giving all people
Different people
within the organization may believe in one half of
the creed more than the other, but for the most part,
those who subscribe to a faction will believe in the

whole thing.

»

equal treatment under the law.

The important question is what order the
tenants fall in. Is the throne more important, or is
the faction willing to sacrifice it for the sake of the
equality they believe in? Under pressure, the real
goals of the organization rise to the surface, and its
leaders can be seen for what they truly are.

Power Play

A political episode where one party is
attempting to gain significant leverage or power by
using all of their weight and resources is called a
‘Power Play’. If the play succeeds, then the one who
initiated it stands to gain unstoppable influence,
perhaps coupled with access to important secrets or
technology. It is the political equivalent of putting
all the eggs in one basket and going for broke.

Power Plays can be considered the political
equivalent of a final battle—if the villain’s power
play succeeds, he can become king (or president,
prime minister, pope, or whatever else), and have
his enemies exiled or executed as it suits him.

Players need to circumvent a power play, often
through calling favors, negative propaganda,
thwarting the villain’s own intrigues, and revealing
his true motives to the masses. Unlike a climactic
battle where the players face the villain head on,
they may instead spend several smaller encounters
collecting evide nce and making allies, then use all of
these against their opponent in a direct verbal
confrontation, often in a courtroom, parliament, or

public debate.
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Special Puzzle
Encounters

Here are some exarnples Of special puzzle
encounters, or conve ntions you can introduce to
make puZZleS more cornpelling.

Indestructible Objects

High technology has created an indestructible
substance made of pure Anima called Permate.
Permate cannot be destroyed or separated from other
pieces of Permate with any amount of force. It can
be moved, however, given enough force.

Untouchable Objects

Pandoran Technology has harnessed Aether in
order to create Aetherium. Aethereal objects are toxic
to the touch of an Eidolon, and burn away his flesh
when contact is made. They also project a weak aura
for several inches that repels the use of Persona
Traits. Trapping an Eidolon in a box lined with
Aetherium prevents him from leaving the box, and
also from using his traits to destroy the Aetherium.

Espionage

Players will often need to move without
detection. Darkness is the governing element for
stealth, Electricity for distraction, and Light for
finding hidde n things.

For each kind of preparation the party makes to
sneak into an area, add one Darkness Anima to the
world balance. If they are sneaking at night, remove
one light and add an additional Darkness. In areas
that aren’t governed by day and night (such as
subterranean areas), this bonus is applied during the
non-active portion of the day, when people sleep or
when business is not being conducted. It can be
reversed during periods of high alert, such as in
times of statewide emergency or when the security
of an area is expected or forewarned of infiltration.

Fighting a War

Planning and executing a battle strategy is one
of the most interesting kinds of puzzle. The players
may choose to make a limited number of
preparations. Equipment strength and warrior skill
are determined by Fire. Morale and team capability
are determined by Air. Ability to hold a position
against attack is governed by Stone.

For each preparation the players make (such as

developing a superior weapon, hiring a legendary
warrior, or providing additional troop training), set
aside an Anima of the relevant type in a ‘war
council’ balance.

When the battle is taking place, players may
spend Anima from the War Council Balance just as
though it were in their personal balances.

Tool Based Puzzles

Some of the most interesting puzzle
opportunities arise from the use of relics with very
specific functions. In a typical puzzle of this type,
the Eidolons find themselves in a room with some
obstacle that their traits cannot be used to solve. In
the room are a number of tools, or perhaps one
specific tool. The Eidolons must then use this tool in
conjunction with their own powers in order to
overcome the obstacle and move on with their

adve ntures.

Aether Saturation

Some areas are permeated with Aether in its
natural, mistlike form. While shrouded in the mist
of Aether, Eidolons are unable to use their traits
without spending Anima.

Especially thick Aether is toxic to Eidolons. Not
only can they not use their traits at all in this mist,
but they will wither die if exposed to it for more
than a few hours.
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Special Combat
Encounters

Here are some examples of special combat
encounters, or elements that can be incorporated into
combat to create more exciting or tense scenarios.

Using Pets and Minions

During combat, pets and minions may try to
assist. It is best to think of these characters as movie
extras. The minions or pet will act ineffectually
against enemies, firing weapons enough to hold
ground, or looking for an opening to attack, or the
like. The minions will never actually affect combat
or cause damage on their own. Instead, a player uses
his action to direct them or assist them, using these
NPCs much like he might involve the environment
or a weapon. The elemental alignment of directing
minions or coordinating a group is Air. With the
direction of a player, minions are capable of pushing
back foes and doing real damage.

Involving NPCs in Combat

If NPCs are aiding or working against the party,
then these can be involved in combat indirectly.
Rather than receiving turns like players do, the NPC
receives a special token or card with his name on it
and is placed into the world balance. If the NPC is
drawn and is working with the party, then his token
is considered a success (or pure Anima) when
drawn. If the NPC is a villain working against the
party, then his token is considered a failure (or
Aether) when drawn. If multiple NPCs are aiding or
interfering with the party, multiple tokens or cards
may be placed into the world balance to reflect this.

The Balance of Power

When villains or monsters gain advantage over
the players in combat, this can be represented by
placing Aether cards into the World Balance.
Advantages gained by the players over their enemies
can be acknowledged by placing a Pure Anima into
the World Balance.

Situational events that are neither beneficial nor
deadly, but can have an influence of the World
Balance can be represented by placing one, two, or
three elements of that type into the Balance. For
example, another battle occurring on the battlefield
around you makes it much more likely for someone
to get hurt or for something to be destroyed. In this
case, it would be prudent to add two or three fire
elements into the World Balance.
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Eidolon Battles

The players may do battle with NPC Eidolons.
Like the players, these characters possess a pool of
Anima that they can draw from to fuel their
abilities. Each NPC should have a collection of
Anima that represents their Individual Balance.
Before the fight begins, place these elements in the
center of the table. The player who is GM’ing can
spend these elements instead of making a World
Draw, to represent the influence and interference of
the villain. After being used in this way, these
elements are placed into the World Balance.

Colossi Battles

Cornerstones lost in the mists of Aether
sometimes become Colossi Colossi are legendary
beasts that inhabit the Realms. Usually dormant,
they can awaken and wreak terrible havoc. Their
size ranges from that of a small village to that of an
entire mountain.

Nearly indestructible, Colossi can devour the
earth to restore their damaged flesh. Many possess
living creatures that serve and protect them via
subconscious instinct or conscious worship. The
only way to kill one is to remove the cornerstone
that forms its heart. Without this central part, the
creature will collapse once more into dormant earth.

Fighting Colossi is never easy, and such a battle
is always rife with casualties and wounds. However,
tangling with these creatures is the surest way to
acquire new cornerstones.

Aetherling Battles

Battling with the forces of Aether is a difficult
proposition for Eidolons, as any substance or power
forged of Anima cannot harm them, and is
consumed upon contact with their bodies. No
weapon, physical substance, or energy can harm or
even affect them.

Instead, battles with Aetherlings take on a
slightly different style, as Eidolons must come up
with ways to trick the Aetherlings, use their own
weapons against them indirectly, or somehow trap
them or bury them.

Aetherlings can have any of the traits of
ordinary monsters. Some fly, some have intellige nce
and tools, some are amorphous, and others are as tall
as mountains (though these are especially rare).
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Dueling

Duels may be declared between two Eidolons
with a personal vendetta. The duel is a sacred rite
among Eidolons, and is not to be taken lightly. A
duel must be justified in that it settles some slight or
wrongdoing—a duel cannot be declared simply for

its own sake.

Fleeing from a duel or backing down
imme diately confers the persona trait Shatters Like
Glass (Cowardice) at a Deep level, possibly
eliminating some of the Eidolon’s other traits.
Cheating during a declared duel confers the persona
trait Featherweight (Dishonorable) at Deep level

The duel continues until one party admits
defeat, or is battered into submission.

When GM’ing a duel, every round of the duel
will result in a wound to either one party or the
other. If the player fails to succeed in an attack or
action, then he is considered to have been hit by his
opponent, and wounded accordingly.

The loser of the duel suffers a Heart Wound
inflicted by the mystical bond of the duel itself (See
wounds on pg 49), and must concede whatever favor
or vendetta was originally contested by the duel
Against some crueler Eidolons, this concession may
mean the life of the loser.

Endgame

Mystic Empyrean campaigns are open ended.
There is not always a need for the end of a scenario
or main plot arc to signal the end of the game. The
world can be built as large as your imagination, and
there is always more adventure to be had. If you are
trying to find a good way to close a game of Mystic
Empyrean, this section will give you some tips as to
how the game might end, and how to bring a
dramatic close to the building of the world.

The exploration and building of the world does
not necessarily end with a final battle, of course. If
the players wish, they may continue to explore and
build, or even let a new group of Eidolons inherit
their world and begin a brand new quest, using one
of the alternate advanced scenario options.

Loose Ends

The important function of the Endgame
scenario is to tie up all of the loose ends. What is the
relationship between Anima and Aether? Why was
Grand Cornerstone destroyed in the first place?
What role do the factions play in all this? How
about the Great Spirits? Where do Eidolons and

Nascent come from? All these questions that were
asked early on in the campaign should be answered
before the final conflict begins, or as a reward for
succeeding in the final conflict.

Concluding Questions

Much like establishing questions, concluding
questions can be used to determine what happens
after the end of resolution and even how loose ends
tie up at the end of a scenario. Players ask questions
to one another in exactly the same manner as they
would ask establishing questions, except that the
restrictions on what kinds of questions can be asked
are removed, and the questions should pertain to
what happens in the aftermath of the situation, and
not to its set-up.

The World Recast

When the players finish building the world, it's
a good signal that the endgame is beginning. When
exploring a new realm, if the party encounters not
mist at its edge, but one of their own realms, known
to exist far across the world, then they have
discovered that the world is round, and that only a
few pockets of mist must remain to be sealed away.
There is still plenty to explore in the world the
players have built, but things are starting to come to
a close, and it may be time to rally allies, gather
weapons, and make a final assault on the
strongholds of the Aetherlings (or whatever other

villains inhabit the mist or the world).

The Final Battle

When the final battle begins, some kind of
ultimate, climactic conflict is usually necessary.
This conflict doesn’t necessarily need to be a combat
encounter. More commonly, it is a succession of
various kinds of encounters. A social one to gather
your resources, allies, and weapons, followed by a
puzzle or military conflict as the players assault the
enemy’s base and thwart his minions or powers, and
a combat encounter where the final enemy or
monster is challenged in a head-to-head duel This is
just one possibility for what a final game might take
shape as. There are as many possibilities for the end
of Empyrean as there are for its creation.
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The sun rises high over a towering monolith of steel and
stone, cutting through the smoke that billows from the
chimneys and finally capping the tip of the great city in a
blaze of light that makes it seem as if a fire has kindled
upon the roof ofthe place.

However, the fire is much deeper. Within the heart of
the city, a massive boiler devours coal and refuse, creating
the blistering smog that keeps the wheels of the great city
turning. The trains run, the elevators lift, and the gates
open to the world, as Nitar, a city built in the fashion of
one gargantuan machine, grinds to life and begins to
operate for another day.

The stratified city operates in many layers, from the
ruling and regulatory bodies above to the miners working
deep below. Each individual does his part to keep the
thriving city alive, each for his own benefit and for the
collective whole. It is a city of unity and solidarity, but
also one of great distance and division, for the lower tiers
must support the higher, and what will the higher give

back to them for this service?

As the sun rises, the city thinks of its people and their
purpose, and what their destiny must be—to toil forever
as gears in the belly of a great machine.

Nitar is a small realm that is comprised almost
entirely of one massive city that towers upwards
above the surrounding lands. It is a place filled with
technology and convenience, but stagnated in an
unhealthy and unsustainable industrial revolution.

The majority of the citizens of the city, the
Nitari, live in the lower tiers of the city, working the
mines and factories for meager wages, while the
aristocrats, the rich, and the privileged live in the
upper tiers, ruling and regulating the operation of

the city.

Below even the mines are the ruins of a more
ancient Nitar, upon which the present city was built,
destroyed by a little known calamity many centur ies
ago.

Nitar is a fortified city, nearly unassailable, built
as a haven to protect its citizens from the colossi
that roam the world. Less deadly creatures prowl the
underground caverns that are hidden beneath the
city, and these catacombs still hold many secrets
waiting to be discovered by adventurous Eidolons.

Nitar is an excellent realm for social games, as
there are many conflicting factions that can be
explored and interacted with, as well as a volatile
political climate.

Realm Balance

Fire *#%%
Light **

Electricity
W ater **
Stone

Darkness

Air *%%%%

Terrain: Caverns. Most of the realm that is not
taken up by the city is encompassed by the network
of caverns that run be neath it.

Technology: Steam. Conveniences in Nitar are
powered by large boilers situated beneath each
district. Cars fill the upper city streets, and
tramways link the various parts of the city.
Elevators can provide easy access between the
various levels of the city, which are otherwise
separate from one another.

Government: Plutocracy. Recognized guilds
have seats on the senior council of the Guild of Law,
with more successful guilds being awarded more
votes. The guild of law publishes laws that help
enforce public safety and keep citizens out of the
more dangerous and lawless portions of the city.

Wildlife: Aberrant. Terrifying creatures formed
from pollution and death live in the caverns beneath

the city.

Culture: Industrious. The Nitari make
machines, factories, and a wide assortment of
goods. They value

manufactured exquisite

craftsmanship and elegant design.

Society: Great City. The population of the realm
lives almost entirely within the walls of the single

Great City.

Creed: Ritualisticc. The Nitari must be laid to
rest within the heart of their great boilers, or their
spirits rise again in torment. As long as the city
functions, it maintains balance with the world, but
interfering with its operation may have dire—
perhaps even mystical—conseque nces.
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Nitari

The average citizens of the city are a tribe of
Nascent called the Nitari While Eidolons are very
common in the city, the Nitari are by far the
dominant populace. These beings appear as petite,
rotund humans with tanned skin and milky white
eyes. They generally have dark hair, and wear

clothing adorned with all manner of jewelry and
anything else that will shine.

The Nitari have a magpie-like love of jewels and
gold, and adorn their structures with grand statues,
gold leaf overlays, and beautiful ornaments. Though
few of their goods, clothing, and tools have real
value or practical use, all products developed within
the city have an exquisite and expensive look.

The Nitari have sharp ears and eyes for detail,
though they cannot see well at long distances, and
many use glasses, binoculars, or spyglasses in daily
life. They are an industrious lot, and value
individual initiative and creativity. Most of the
jewelry and clothing in Nitar is created by the Nitari
the mselves, working out of their homes and trading
with their neighbors. Because of this, each district of
the city has its own fashions and styles.

The Nitari have strict rituals for marriage, birth,
and burial, all revolving around their massive city. It
is said that Nitari whose bodies are not fed to the
great boiler beneath the city will rise again,
discontent not to do their final service to their
ho meland.

Downcaste

Unknown to even the Nitari, they share the
deepest depths of their city with the Downcaste, a
race of cavern dwelling Nascent who are perhaps
descendants of the original citizens of old Nitar. The
Downcaste have a decent grasp of thuamic
technology, and inhabit the sewers beneath the
undercity—the deepest reaches of Nitar.

The Downcaste are blind, and light burns at
their skin. They subsist primarily on cultured
mushrooms and on the Prakk, which they also farm.
Despite the best efforts of their leaders, the
Downcaste society is dying out, and there are
perhaps a hundred or so of these left, living in small
villages of twenty or thirty together.

Librarium Omnibus

The Librarium Omnibus shares an outpost
within Nitar with Brilliant Dawn, as both parties
have an intense, shared interest in the catacombs
beneath Nitar. The Librarium’s primary interest is
in discovering what calamity befell Old Nitar, and
making certain that it does not recur again in the
future.

The Librarium also has strong ties to the
Burning Tower University, whom they support
with equipme nt, materials, and lecturers.

Order of the Seven Heroes

The Order of the Seven Heroes sees Nitar as an
important stronghold that can use its walls and
cannons to protect the citizens of surrounding
realms from danger and to manufacture the
equipment needed to support an army that can keep
peace and maintain order. They often have a hard
time convincing the rulers of Nitar that the causes
of the outside world are more important than their
own pursuits, however.

Utopian Society

The Utopian Society runs clinics and welfare
programs in the lower areas of the city, and hosts
grand charity events in the upper tiers. Many belie ve
that it is the hard work of the society that keeps
revolution from sweeping over the city. While the
society strives for a better lifestyle for the majority
of citizens, they do not support the use of violence or
coercion to achieve these goals.

Servants of Balance

The Servants of Balance are interested in the
mining and operations of Nitar, and in the city’s
trade with surrounding realms. They work to
regulate mining operations and introduce alternative
power sources into the city, lest the mines
eventually run dry and leave the city an empty shell

Brilliant Dawn League

The Brilliant Dawn League works with the
Librarium Omnibus to search the vast network of
caverns below the city and to discover the secrets of
Nitar’s past. While the Librarium is more interested
in the actual history of the place, the Brilliant Dawn
is more concerned with recovering treasures and
relics from the vaults of the ancient city, which was
renowned for its thaumic technology.
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Coalttion of Guilds

The major guilds of Nitar form a coalition that
rules over the city affairs. Chairman Gharl of the
Guild of Law presides over this coalition, which
makes policies that determine how the city will be
run. The guilds subsidize food and water, pay for
public housing, and even support entertainment for
the citizens of the first tier, while the upper tiers live
primarily by their own vast wealth.

Black Guild Counsel

There are many guilds within Nitar that are not
invited to join the ruling coalition. Guilds such as
Information Control, Thieves, and Assassins keep
the city running and carry out the duties too dirty
for the official guilds to handle. While these
groups are not a part of the coalition,
they collectively gather in secret to
influence the decisions and direction

of the city.
The Nitari Mint

The Nitari Mint controls all trade and
production in the city, and keeps things running
smoothly according to a philosophy of pathological
self-interest. Arc Salle, the Mint's leader, pushes
production at a breakneck pace and trades with
outside realms at a great profit to the city, bringing

in and producing enough wealth to keep the citizens
fed and protected.

Burning Tower University

The Burning Tower is where the brightest
minds in Nitar work tirelessly to develop advanced
steam technology and to train new technicians who
will maintain the city during the next generation.
The tower itself is a beautiful work of art and
craftsmanship that is considered one of the many
architectural wonders of Empyrean.  The
government of the city exerts great influence over
the operations and research of the city, a situation
which causes great stress for the professors and
researchers there.

Coalition of Unions

In response to the control the guilds exert over
the city’s daily life, the workers have formed a series
of unions, and these have formed together into a
loose coalition of their own. While the unions have
much less power than the guilds, their ability to
rally the people and to exert pressure on the upper
tiers of the city is undeniable.
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The Strata
First Tier

The first tier of Nitar is composed primarily of
slums and housing projects for the working classes
and the poor. Those who work in the city mines and
in industry are guaranteed housing in the city's vast
public housing system, called the Hives. For others,
private homes, or the solace of the Warm District, a
heavily populated slum which sits above the city's
main boiler, are all they can return to at the day's
end.

The Hive

This massive social housing project is so named
because of the resemblance of its hexagonal
windows to a beehive. Inside the Hive are amenities
such as public baths, schools, and produce markets,
though these facilities receive little funding and are
sometimes ill-maintained. The Hive ranges between
ten and twelve stories all throughout, and its
twisting staircases and irregular, curving halls make
it easy to become lost within for those unfamiliar
with its interior.

Black Guild Assembly

An organization rather than a place, the Black
Guild Assembly meets every few nights in a
different location. This assembly is made up of the
guild masters of guilds that are not recognized by
the city's administration guilds that the city's
administration requires but would not dare to
acknowledge. Representatives from the higher guilds
that require the assistance of the so called 'Black
Guilds' attend these meetings as well

Second Tier

The second tier houses professional soldiers and
workers that keep the city operating. The largest
structure in this layer is a Military Citadel which
trains recruits. Along the walls are various Barracks
that operate the city's defenses, as well as the
operation hub for the Strata Elevator, the most
reliable means of transportation be tween the tiers.

Strata Elevator Hub

Documents granting passage or detailing
executive orders are required for visitors wishing to
advance beyond the second tier. Though checkpoints
are present at every landing for the elevator, the hub
is the most stringent of these.

Nigelline Citadel

The military stronghold of Nitar and training
ground for its soldiers, Nigelline is built directly
into the city's central support structure, and thus is

the safest building for residents to flee to if the city's
higher levels begin to buckle.

Nitari soldiers are constantly trained here, and
experiments in military technology are also carried
out. The Nitari military is famous for steam
powered heavy armored units, which are very
similar to the mining robots used beneath the city,
but militarized and with weapons to match their
carrying capacity. These and other mechanized
vehicles are stored in the citadel

The Citadel also has direct access to any tier of
the city, utiliz ing its own private elevator system.

Third Tier

The third tier is primarily devoted to commerce
and regulation. Those who live in this layer are
afflue nt, but much less so than those who occupy the
fourth tier of the city. A mint in this tier is
responsible for regulating currency in Nitar and the
surrounding realms, and the Nitari stock exchange
coordinates the influx of resources needed to keep

the city powered and fed.
Stock Exchange

The stock exchange is the bureaucratic center of
Nitar. It serves primarily as the headquarters of the
guild of City Affairs, which is in charge of
managing supply and demand within Nitar. While
the Merchant's Guild deals with distributing
conveniences and commodities to the city's
individual citizens, the guild of City Affairs is
responsible for importing and managing the massive
amounts of food, fuel, and currency that are
necessary to keep the city running like a well-oiled
machine.

The stock exchange sets prices and tariff rates
for metals, luxury goods, and produce that are
imported in quantity from the outside. The cost of
individual items within the city can change at a
daily flux based on the carefully managed rates set
in this building. For this reason, merchants and
enterprising  Nitari  watch  the  building's
announcement board closely for price changes that
can make or lose fortunes in a moment.
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Treasury and Mint

The Treasury of Nitar is a nondescript building
that resembles a dome and rests on the north side of
the city's third tier. Nitari currency is minted here,
and citizens can exchange gold, silver, and gems
directly for currency. The building is designed with
state of the art mechanical traps, which make
venturing into its depths a deadly proposition for any
who do not carry the keys which disable these traps.
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Citizens may store their personal wealth in private
vaults within the treasury, which are rented at a
high price from the city. Officially recognized guilds
within the city are each granted their own guild
vault.

Fourfth Tier

The Fourth Tier of Nitar is primarily the estates
of the wealthy and influential class. Those who live
here enjoy amenities such as theaters, public baths,
museums, and schools.

Steam Gardens

The Steam Gardens are an artificial wonder of
steam technology and botany. This corner of the
fourth tier of Nitar is a natural zone that is heavily
watered by hot steam that disperses from vents
below. This constant supply of hot steam allows
plants to grow here which are commonly only found
in Rain Forests.

Byproducts from coal and industrial waste float
up from below in small quantities on the steam
updrafts, and these foreign substances have caused
many of the natural plants in this area to take
unnatural turns in their development. Botanists
from the University above use this area to study the
effects of these substances on mnatural life, and
herbalists often enter this district of the city in order
to collect herbs which cannot be found anywhere
else in the world.

Opera House

The Opera House is an architectural wonder
that hosts dramatic performances for the upper-class
citizens of Nitar. The Opera House serves as a
headquarters for the guild of Arts and Culture, since
Nitar's culture revolves primarily around dramatic
performance, particularly the areas of set and
costume design.

Nitari performances are known for their use of
effects.
Transforming stages, volcanic bursts of flame, and

chemical and  mechanical special
controlled electric discharges are common sights of
the theatre. Costume designs are generally gaudy
and heavy-laden with jewels and gold, while the foci
of the most popular narratives is romance between

citizens of different tiers in the city.
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Fifth Tier

The administrative bodies of Nitar occupy the
lofty fifth tier of the city, where they govern the
lives of the citizens below. On this tier can be found
legal institutions, a university, and the great guild

assembly hall
Guild Assembly Hall

This massive monument of architecture and
design stands proudly in the center of Nitar's
highest strata. Guilds officially recognized by the
city meet here in order to manage their affairs and
discuss new regulations.

A short list of the most important guilds in the
city is as follows: Law, Mercantile, Scientific
Development, Defense, External Affairs, Health
and Welfare, Industry, Arts and Culture, City
Affairs

The Burning Tower

The Burning Tower, Nitar's University, is the
scientific and educational center of the city. It is
called the 'Burning Tower' because the dark metal
that forms the central clock tower's body reflects the
sunset over the city and appears as though it has
caught fire from the lower tiers.

Nitar's sciences focus on metallurgy and
mechanics, with a smaller focus on agriculture. The
Burning Tower is primarily a research institution,
with no formal classes. Nitari who wish to receive
higher education must do so by working at minimal
wages as gophers and assistants to the Tower's
senior staff, slowly working their way upwards
through the ranks. For many, entering the Tower at
a young age is the most promising way to climb out
of the slums and establish oneself in the higher
strata.

Undercity

The Undercity beneath Nitar is a vast network
of caverns that connect the upper layer to Old Nitar
and the city's coal mines.

This Undercity is filled with boiler lines, sewers,
and municipal maintenance tunnels that make it a

truly boggling labyrinth.

Ordinary citizens are barred from entering the
Undercity because of three primary dangers:

v' The possibility of becoming lost within the

caverns.

v" The monsters which proliferate in the old city
and sometimes climb to the higher layers of the
undercity.

v Sensitive machinery, such as the great boiler,
which could be sabotaged by intruders.

Main Boiler

Nitar's main boiler, T-12, is a monolithic
chamber about the size of an underground reservoir.
Water in this boiler is kept at a steady temperature,
and is piped as needed to various smaller boilers.
The smaller satellite boilers each serve a different
strata of the city, and pump steam up through

massive vents that are integrated into the city's
construction.

Old Nitar

The sewers of Nitar are built atop the streets of
what was the highest strata of old Nitar. The old
city had three strata, and a sewer system of its own
beneath these. The old city was built with grand
architecture and huge rooms, which supported great
plates that separated the tiers.

Coal Mines

The Nitari working class typically spends its
days mining coal to feed the boilers and fuel the city.
While scientists in the top tier are constantly
maintaining and improving Nitar's boilers to
improve efficiency, the boiler system still de mands
an extensive amount of coal to run.

The mines are large and cavernous, having been
dug primarily with steam-driven machines. There
are few records of what caused the destruction of the
old Nitar and buried it beneath miles of stone and
soil. However, scholars worry about what might be
unearthed within the mines, should they be dug too
deep or too recklessly.

Caverns

Natural caverns within the undercity and coal
mines are indicative of a sudden, catastrophic burial
of the original city beneath massive stones the size
of mountains. Underground lakes and water-carved
tunnels link the gaps between these colossal rocks,
and provide homes to some of the unsavory
creatures that stalk the undercities.
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Important People

Nitar contains a vast array of NPCs which the
players may encounter. From guild masters to hired
muscle to politicians, everyone in Nitar has
something they want, and something to offer in
exchange for it.

Lord Gharl, the Devourer
“His noble robes split apart as his whole body opened

like a hinge, devouring the hapless victim whole.”

Gharl is the leader of the Guild of Law within
Nitar, and is a collector of cornerstones with
ambitions to build his own world. As a collector,
Gharl would happily sponsor any excursion to
acquire a cornerstone, so long as the stone reaches
his hands in the end. Gharl believes that the Great
Spirits of Anima are responsible for the destruction
of old Empyrean, and has banned worship of the
spirits within his city.
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Though sympathetic to the plights of the people
of Nitar, Gharl's increased control over life in the
city, even for the better, has drawn sharp criticism
from political rivals.

Creed:

1. The world must be rebuilt without
interference by the Spirits of Anima.

2. Eidolons are more important than the
Nascent.

3. With hard work and sacrifice, we can build
the ideal world.

Traits:
Living Trap (Entitle ment)
Insatiate Jaws (Gluttony)

Treasure Box (Secretive)

Lady Belanya, Mistress of Blades

“Heavy chains bound her to the tablet behind her,
upon which were written all the laws of the city.”

Belanya is the guildmaster of the Nitari guild of
defense and security. Her soldiers are in charge of
the yearly culling of dangerous creatures in the
sewers. For this event she commonly hires
adventurers to head down into the depths of the
undercity to deal with the creatures there when they
grow too numerous.

Though well-liked by her soldiers, Belanya is
viewed with disdain by the lower classes of Nitar,
since her job also includes dispersing riots and

enforcing order.

Belanya is bound with heavy chains, which are
strung with hundreds of knives of every shape and
description. She can wield these chains with deadly
efficiency in combat, and her body is completely

indestructible.
Creed:
1. My duty to the city supersedes all else.
2. Security is the maintenance of the status quo.
3. Safety is more important than happiness.
Traits:
Bound (Dutiful)
Endless Knives (Relentless)

Indestructible (Determined)
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Lamarck, Ubiquitous Merchant

“His clothing was adorned with gold and jewels, and
little sparks of light and color crackled around him as he
smiled.”

An enterprising merchant with an eye for
opportunity, Lamarck is well known within the
mercantile districts of Nitar and in the surrounding
areas. He sees the possibility of more realms in the
world as a business opportunity, and would gladly
sponsor any effort which might increase the
afflue nce of his city, family, and guild.

Lamarck can turn things that he touches to gold,
and can create fireworks with a snap of his fingers.
He loves to party, throws lavish festivals for no
reason at all, and is well liked by just about everyone
in Nitar, except political rivals who seek to curb his
wealth and influence.

Though once a renowned treasure hunter, he has
settled into a quiet life and changed his demeanor
considerably from what it once was.

Creed:
1. Freedom is the highest virtue.
2. Wealth is a guarantor of freedom.

3. A life’s worth is measured by the joy it brings
others.

Traits:
Gilded (Greed)
Festival (Jubilant)
Edible (Collusive)

Arc Salle — Master of the Mint

“I could read the ebb and flow of trade and currency
flashing across his skin. He took off one eyepiece,
revealing an empty socket, and replaced it with another,
through which a red, condescending eye looked at me.”

Arc is the leader of the guild of internal affairs
in Nitar, and perhaps the most influential person in
the city, outside of Gharl himself. Arc controls
currency value and the cost of raw materials within
the city, carefully controlling these to maintain
status quo and keep the city thriving.

Arc has only one natural eye. To cover his
missing left eye, he wears an assortment of different
eyepieces, each one of which allows him to see with
a different property. He also wields an endless array
of knives, which turn the blood of their victims into
paper money when it is spilled.

Arc has a close connection to the Burning Tower
University, and he sees investment in the university
as the best way to continue improving life and
technology in the city.

Creed:

1. The world requires strong guidance to reach
its full potential.

2. Nitar is the center of the world.

3. The Nascent are tools to be used in building
our grand design.

Traits:
Endless Knives (Relentless)
Infinite Eyes (Faultfinding)
Words Within (Academic)
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Ophelia, Revolutionary

“She looked up at me, dirty and discontent, her
eyes blazing with a deadly fire.”

An Eidolon consumed by defiance and
discontent, Ophelia works tirelessly from the city
shadows to improve conditions within the mines
and the hive. An outspoken member of the populace,
Ophelia has rallied the working class of Nitar to
violence more than once, and has seen the inside of
Gharl's prisons just as often. Though considered a
public menace, Ophelia has managed to win some
concessions from the upper classes, for the threat of
citywide revolution is the one thing that the upper
tiers fear the most.

It is rumored that Ophelia is the Guildmaster of
Information Control (one of the city’s unrecognized
guilds), but these rumors are unco nfir med.
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Creed:

1. The power of government must be derived
from the people.

2. Ideals are more important than individuals.

3. Change should be embraced, not resisted.
Traits:

Eye of Flame (Zealous)

Light Eater (Pessimistic)

Banneret (Brave)
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Technology

Great boilers beneath the streets of Nitar
constantly devour coal mined from beneath the city,
and an elaborate network of pipes and reservoirs
releases the produced steam to power various
amenities and utilities in the cities. Private homes
often have a central boiler system to power their
convenie nces.

Robots and other industrial constructs contain
their own steam boilers and act according to simple
programming commands, some of which are
contained on punch cards, and others which are
learned by fusing Anima Pearls into complex
gearboxes to create limited artificial intelligence.
True simulated intelligence has not been developed
yet in Nitar, and all constructs are the property of

the city or of individuals.
Some Technologies that are used daily in Nitar:

Railroads - The primary method for importing
and exporting goods.

Manufacturing - Nitar’s industrial economy
mass-produces all manner of goods.

Steam Power - Just about all power in Nitar is
derived from steam in great boilers housed beneath
this city.

City Planning - The upper and middle levels of
Nitar are expertly designed and constructed for
comfortable living and easy transportation and
navigation.

Trade Goods

Nitar’s artisan crafts focus mainly on utilitarian
goods and industrial conveniences such as guns,
household machines, and steam fueled furnaces.
Plenty of these goods are highly sought after by less
developed neighbors—most especially weapons,
transportation, and heating (in colder regions).

Nitar does not have any of its own animal
resources and very minimal agriculture, so all food is
imported or hunted from the surrounded areas and
bought by the city. Usually Nitar’s currencies and
conveniences are sought after by less developed
neighbors. However, if the city is in contact with
more sophisticated neighbors, it can turn its
factories to the production of spare parts and refined
materials that these neighbors can wuse for
production.

Some of Nitar’s Rare Trade Goods:

Powdered Steam - A chemical compound that
reacts violently with water and evaporates several
hundreds of gallons of it per second. Used in large-
scale steamrtech projects, such as heating the city
during winters, or powering artillery weapons that
are not based on combustion. A fifty-pound bag of
powdered steam can drain a large lake within half an
hour.

Intelligent Gearbox - A mechanical brain of sorts.
This box can be attuned to a master, and then
implanted inside of a construct or other autonomous
machine. The machine then obeys the commands of
the attuned master while he or she is within 100 yards.

Assembly Servitor - A primitive and cheaply
produceable construct that performs a simple task
mindlessly until ordered to stop. The servitor can
observe a task that takes no more than five distinct
steps to complete, and then repeat the process
indefinitely. Commonly used for mining, assembly
lines, or household chores.

Wildlife & Monsters

Nitar’s civil servants and internal security force
generally keep the streets of the city clean of any
kind of undesirable creature. Malfunctioning robots
are the most common kinds of conflict encountered

in the upper levels of the city.

Outside the city, many creatures flock to the
city’s sewers to dine upon refuse and offal cast out
by the citizens. These creatures are sometimes
corrupted or warped by chemicals they ingest or the
effects of forgotten Anima-tech research. Bounties
are commonly posted for creatures that are causing
havoc outside the city.

Beneath the city, the ruins of a more ancient
Nitar can be found. These ruins are filled with
ancient constructs and dire subterranean creatures
that have been living in close proximity to damaged

thaumic devices left behind from Old Nitar.
Prakk

These bone-thin mongrels have long talons
which they use to climb through the walls and
caverns of Nitar's depths with frightening ease.
They pursue intruders within the caverns in packs,
and fight with relentless intensity and group
intelligence, using their talons in surprise strikes to
puncture and eviscerate prey, then disappearing into
the darkness while their victims bleed out. Single
Prakk are known to have been tamed, but groups are
difficult or impossible to control
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Gutslag

Hazardous waste from the factories above and
the sorrows of the underprivileged working class
together ~with abandoned thaumic
technology of ancient Nitar to create
Gutslags—horrifying elemental incarnations of rage
and despair. The existence of these oily masses of
poison and living death is endless pain, and the

coagulate

kindest mercy is to show them a swift end. Their
only instinct is to vent their anger upon any creature
they encounter, which they do by spitting acidic
venom and hurling their grotesque bodies of metal,
oil, and dross towards enemies full force.

Floodsouls

Many miners die when floods and cave-ins
occur within the coal mines of Nitar. The souls of
those who are not properly incinerated within the
city's boilers rise up in anger, attempting to drag
their brethren down into the flooded reaches of the
mines. Floodsouls are capable of possessing the
fallen bodies of the dead, and fight with intellige nce
born of an deep and calculated malice.

Crystal Slag

When the thaumic technology of old Nitar was
buried beneath the earth, many pieces of unstable
machinery and magic were pressed together with
incredible force, creating a mess of magic and refuse.
This refuse eventually coagulates into something
resembling life, and oozes its way out of the cave-ins

and debris of the undercity.

Crystal Slags shimmer with brilliant light, and
devour all forms of energy, adding to their reserves
of strength. Though they appear jellylike, these
creatures have flesh as hard as steel, and as fast and
adaptable as quicksilver.

Muycotropica
Legend holds that within the depths of the

undercity's sewers is a forest composed entirely of
mushrooms, which give off faint glowing light. At
the heart of this forest, created by the fusion of
thaumic waste and concentrations of Dark Anima, a
colossus of fungi lives as one with the forest. The
Mycotropica controls and sees through all the
fungus in this forest, and is worshipped by the

Downcaste.

Element Place or Group or Person
Dungeon
The Coal Ophelia,
Mines Revolutionary

Burning Tower
University

Boiler T-12

Steam Gardens

Nigelline Lady Belanya,
Citadel Mistress of Blades
Old Nitar Gharl the Devourer
Stock Exchange Lamarck, Ubiquitous

Arc Salle, Master of

the Mint

Burning Tower
University

Coalition of Unions

Merchant
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Monrsterior Itermior Culture or Event
Creature Technology
Prakk Steam Tech Culling the Mines
Opera Coalition of Guilds
Crystal Slag Glasses Assembly
Floodsouls Service Bot Street Riots
. Gourmet .
Mycotropica Soup Street Festivals
Gutslag Jewelry Steamworker's Fair
The Alcoholic )
Downcas te Drink Black Guild Assembly
The Nitari Phone Tube Opera Night

Nitar
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Mines Dungeon Challenges

The mines are populated by a number of
dangerous monsters, and the most common reason
for adventurers entering this area is to cull these and
make the place safe for mineworkers. Occasio nally,
powerful or dangerous relics are discovered in the
area, which require special talents to safely extract.

You enter a large cavernmn. At the center Of the cavern, a massive gutslag rears up, several stories tall,
and bears down on the party.

A disgruntled mine worker has left a series of primed explosives in the mine, and the foreman asks
g P p ’
you to escort him down into the mines alone to disable the charges.

A crystal slag, seemingly resilient to all attacks, blocks the path ahead with its body as though
guarding some thing.

A solid boulder of near-impenetrable rock blocks the expansion of the mines, resisting even
explosive force. The miners have asked you to help with removing it.

A fossilized beast pulls itself free from the walls of the cavern and attacks, drivenby an ethereal,
haunting light.

In a chamber containing an underground lake, Floodsouls, the ghosts of those drowned in the
mines, begin to rise up as constructs of water. Destroying their bodies just causes them to form new
ones from the water of the lake.

A pack of wild Prakk surround you, hungry for flesh.

Ina cavern, you discover a gigantic bO ne—large enough to belong to a COIOSSUS Of some type. It

might hold secrets of what fate befell Old Nitar, if you can bring it back to the University.

Traveling in the mines, you reach an impe netrable bedrock at the lowest level. What could be
beneath this stone?

A vent in the lower mines is expelling a foul-smelling, explosive gas that is toxic to the Nitari
miners. They ask you to seal up the vent so that they can purify the air and continue work.

You enter a sealed off portion of the mines to discover the corpses of nearly a hundred miners
sealed off in a cave in long ago. A haunting presence lingers.

A piece of valuable ore has been lost in the many piles of rubble that line the cavern. You are asked
to recover fit.

A tiny, glowing spirit seems to be leading you ahead. Dare you follow it?

A broken mining robot is hacking away at the walls of the cavern with mindless abandon. If it isn’t
stopped, it could bring the entire roof down!

A burst steam vent causes the mine to fill rapidly with boiling water, trapping you inside.
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The rocks at the top of the runnel begin to crack. You must brace the roof quickly, or be ground to
dust under tons of solid stone.

A glowing orange stone the size of a boulder melts the flesh of any who come close to it. You are
asked by the miners to remove this obstacle.

A series of cave-ins force you to evacuate the mines in a rush. The miners are also trying to escape,
creating a bustling crowd that is difficult to move through.

Breaking through a cavern wall, you discover an underground lake filled with eerie bleach-white
plants and fish unlike anything you’ve seen before. An ancient thaumic device rests at the center of
the lake, apparently the source of this fantastic me nagerie.

A boulder weighing several thousand tons has collapsed over a mine shaft, trapping a group of
miners below. It must be moved in order to get them free.

You enter a sealed off cavern to find a vast underground lake, with a sleeping le viathan visible
beneath the water’s clear surface. As you enter, it opens a great eye to stare at you.

A cave in has sealed a group of miners in a cavern deep in the mines. There is only a limited time

to reach the m before they suffocate.

In a sudden rumbling, the tunnel overhead collapses, trapping the party ina tomb of stone and
rubble.

A vent in the mines spews forth molten lava, and has flooded the lower mines with fiery rock. The
miners ask you to seal off the area before the entire mine is lost.

The miners have spoken to you of a treasure that was recently found in the mines, but lost beneath
a cave in before it could be extracted.

The mines begin to twist and wrap in labyrinthine shapes, getting you hopelessly lost. You fear
that some force is clouding your senses and attempting to trap you here forever.

A ghostly miner asks you to recover his bones, which were buried ina cave in, and return them to
his family.

The mines have dug into a Downcaste village, and the villagers are violently resisting the
expansion of the mines further.
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Old Nitar Dungeon Challenges
Old Nitar is filled with crumbling architecture,

ancient devices, and the secretive Downcaste, all of
which serve to protect its secrets. Adventurers are
often sent by the University to gather data on this
place, or on their own in search of treasures that
may have been lost in its many vaults.

A pack of diseased, doglike creatures leer out at you from the shadows and begin to move in,
surrounding you.

A glowing obelisk of solid metal and stone seems to be generating a barrier that blocks the path
ahead.

A boulder falls fI‘Ol’l’l above, and begms rolling dOWl’l the 101'1g, narrow hallway towards you.

You enter a room that is swarming Wlth snakes. The creatures snap aggressively, and cover every

inch of the floor.

A collaps mg support fixture cracks abo ve you. You have only mo ments to take cover, or you Wlll

be crushed!

A swarm of vampiric bats surround you, biting relentlessly at your exposed flesh. Hunger seems to
have driven them to a kind of madness.

A group of Downcaste warriors stand in your way, insisting that the path ahead is forbidden to all,
and that you must turn back.

You reach a sealed door covered in brightly glowing runes. The runes appear to contain some
message or clue about how to open the door, but you have no idea how to read them.

Before you is a great vault door, powered by an ancie nt Thaumic device which is dilapidated and
broken. Only by repairing the device will you be able to move the impe netrable door aside.

You find a hall with hundreds of doors. Many of them seem to lead only to dead ends, or to
nowhere at all. How will you proceed?

You enter a chamber with vaulted ceilings of shimmering, smooth white stone. There is no apparent
exit—except for through the chamber’s roof. No obvious way to climb the walls presents itself to
you.

You reach a wide hall with a dead end. You know there must be some kind of passageway or door
here, but nothing obvious catches the eye.

A dOOI‘ before you is sealed Wlth a mystical password. In order to proceed, you must convince the
Downcaste in a nearby Village to teach you the password.

As you cross a wide, empty room, the ground under your feet begins to give. Even the slightest
mo ve will send you all tumbling down into an unknown abyss.

A vast chasm, spanned only by a crumbling bridge of natural rock, stands before you.
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You discover a key which obviously belongs to some kind of vault or reliquary by its design. If you
were to search the area around here, perhaps you might find something of value...

The path ahead is completely dark, and light seems not to penetrate beyond a mystical barrier at its
entrance. Navigating the labyr inthine tunnel will be no small task.

A strange, elegant, and eerie music floats up hauntingly from a corridor below. Could it be that
someone is still living down here in the undercity? Perhaps this being could guide you in your
search.

A small tunnel in the wall seems to be the only way forward through a dead end. However, the
tunnel is far too small for even a child to fit through.

You reach a subterranean chasm, probably a thousand meters across. A cable car system is
evidently designed to cross this chasm, but it appears to be broken.

A deep pool of icy cold water is the only way forward from where you stand. A few minutes in this
pool will freeze you solid, but you must dive deep beneath it to find the way forward.

The path ahead is completely dark, and light seems not to penetrate beyond a mystical barrier at its
entrance. Navigating the labyrinthine tunnel will be no small task.

A heavy stone door blocks your path, controlled by a strange machine with no obvious control
panel

A powerful barrier blocks the path ahead, but light seems to weaken it slightly. It will take a light
as bright as the sun to break through the barrier.

Before you stands a stone double door nearly five stories tall. It appears to be sealed by a great bar,
which can be removed by turning a crank whose handle is itself two stories tall.

You encounter a dead-end room filled with skeletons and mummified corpses. There appears to be
no indication of how to proceed from here, but maybe some clues are hidden within...

You find an old urn set upon a dais in the middle of one of the rooms of the undercity. It seems to
be sealed shut. However, some kind of creature is clearly inside, and speaks to you, begging to be
released.

You find a wounded Downcaste lying alone in the mines. He begs you to help him back to his
village, in exchange for a map that will show you the way through the undercity.
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Steam Vaults Dungeon Challenges

Technicians routinely enter the Steam Vaults,
and can always use help with maintenance. The
suits they provide will shield an Eidolon from the
scalding steam in the air, but are not strong enough
to withstand the boiling water, and will melt under
that amount of heat. Players must be cautious in

their use of force within the steam vaults—a
misplaced attack can often burst pipes and create
more problems than it solves. The hallways and
chambers of the vaults are pipes and reservoirs
themselves, and may be flooded or emptied at any
time as the city needs, making coordination with the
technicians important for adventuring inside the
area.

A mainte nance mech has malfunctioned and is advancing on you to attack.

A ball of waste and unfiltered garbage is clogging a major pipe line. You must remove the harde ned

clog, but without causing damage to the pipes around.

A mainte nance mech has malfunctioned and is caus ing damage througho ut the pipe systems.

An explosion seals the players together with a number of steam technicians in a room rapidly

flooding with boiling water.

A corrosive, rapidly-growing algae has spread all throughout the pipes, and you must find some

way to eradicate it all at once, before it spreads.

A gigantic plant has grown in one of the pipes of the steamworks, and is blocking your path

forwards.

A boiler ahead is over-pressurized, and its pressure must be reduced immediately or it could

explode.

You find a technician’s badge in one of the pipe’s and suspect that a steamworker has become lost

and needs your help.

The mechanical control for the gate before you appears to be broken, and the gate will not open

until it is fixed.

The roombeyond is filled with water, and must be drained before you can safely open the gate

ahead.

A blockage somewhere in the system is causing pressure damage throughout the pipes. Of course,
its dangerous to remove a blockage from the inside of the pipes.

You discover what appears to be a recent sabotage in one of the pipes, and the technicians ask you
to track down who must have caused the problem.

You step out onto a tiny platform overlooking the giant boiler’s reservoir. Scald