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“The Destruction claimed much: an empire, a family, a just and wise leader. All this I suffer
daily, grimly. But the loss of Emperor Gallidon, my friend, my brother in arms...this loss |
cannot shoulder. | drag it behind me to my grave and, | fear, beyond.”

From the personal account of Telar Muhnrun, Commander of the Imperial Guard on the
destruction of the Imperial City and the disappearance of the Emperor.
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Telar Muhnrun
THE STORY SO FAR
Night falls on five millennia of prosperity; dawn awaits those courageous enough to seize
power.
It is the 5,108th year of the Age of Gallidon. Seven years have passed since the Destruction
claimed the Emperor and the Imperial Isle. The magical forces that protected the Empire are
breaking down. The remaining nobility pursue their own agendas, even as unspeakable
threats emerge from the shadows. The world enters a new age, its fate unwritten...
1
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WHAT IS RUNES OF GALLIDON?

Runes of Gallidon is a living fantasy world designed for creative collaboration in an online
community.

You're invited to set your stories, art, comics, games, etc. in the world of Gallidon. This
fantasy world of adventure is shared under a Creative Commons license so you're free to
invent your own characters and places or use ones that already exist. Artisans contribute their
Ideas to the Gallidon community but retain ownership of their individual Works set in the
world of Gallidon. Within the collaborative, social, and creative structure of Runes of
Gallidon, Artisans are encouraged to use each other’s Ideas as inspirations for new Works and
new ldeas.

You own what you create, but we all share the world.

Runes of Gallidon was inspired by many things, but a few examples warrant specific

mention:

e The Thieves’ World® fantasy series (for collaborative fantasy fiction)

e Baen Books® (for proving that free digital content doesn’t mean you can’t make money
as an artist)

e Creative Commons (for giving creators more options in how they distribute their works
and manage the rights over those works)

As you look through Runes Of Gallidon, remember that the world of Gallidon is not finished.
Vast areas of the world are not yet explored, questions are not answered, myriad possibilities
for characters, creatures, magic, stories, cities, fortresses, ruins, etc. are waiting for you to
create them. This is deliberate. This site is designed to open doors to the imagination of the
creative community, not close them.

To learn more details about the licensing, revenue sharing, and how Gallidon works,
please visit:

http://runesofgallidon.com

http://runesofgallidon.com/welcome-gallidon-videos

http://support.creativecommons.org/videos (we recommend “Get Creative” and “CC+:

CC + Commerce”)

~
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WORLD MYTHOS

GALLIDON

The Empire of Gallidon was ruled by the Emperor Gallidon, thirteenth of his line, direct
descendant of Na’naat. The Emperors Gallidon were not as other men. Each Emperor chose a
consort from among the daughters of the seventeen Greater Noble Houses and each had a
single son: The Childe of the Isle. No Emperor ever died of old age despite lifespans exceeding
450 years. Each of the previous twelve Emperors was either killed or chose to abdicate in
favor of their son, and lay down their life a short time later. Upon ascending the throne, the
Childe of the Isle became the Emperor Gallidon.

The Emperor ruled from the Imperial City, while Greater and Lower Noble families
ruled in the cities, states and territories. Fealty was seldom enforced by threats of military
action. Instead, the Emperor was credited with possessing both the ability and willingness to
use powerful ritualistic magic (magic that, it was said, could wipe out crops, summon
devastating natural phenomenon, or even visit entire populations with fatal illnesses). While
the Emperor did not have a large military force, he did keep an Imperial presence of
Administrators and elite Imperial Guardsmen in all regions. Authority over the Noble Houses
was sufficient to ensure that they used their own military might to enforce the Emperor’s will.

Greater Houses were granted areas to rule over. They and their families were required
to spend alternating periods each year at the Imperial City (usually with the head of the house
coming to the city while their family stayed home, then reversing the arrangement). Greater
and Lower Noble House succession follows a first-born precedent, regardless of gender. Most
marriages among the Noble Houses are arranged.

After millennia of peaceful rule, the Emperors and many of the Noble Houses became
complacent, retreating within the Imperial City and their individual capitals in an ever-
increasing sphere of isolation. As the rulers of the Gallidon Empire turned inward and
continued to ignore the Imperial territories, the knives of the Greater and Lower Noble
Houses turned against each other. Jealousies, grudges, and past grievances surfaced. Rival
houses tested each others’ weaknesses, and the former solidarity among the Gallidon Empire
ruling class that allowed them to manage such a far-flung empire crumbled.

In the Year 5101 of the Age of Gallidon, the Destruction swept over the Imperial Isle.

The Emperor has not been seen or heard of since. The fate of the Childe of the Isle, the
3
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Imperial Consort and the Imperial Court remains a mystery.
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TIMELINE OF RUNES OF GALLIDON
BG — Before Gallidon

“After Na’'naat, the spirits and mortals did not share the skies and the seas and the land. The
spirits became discontent, and the mortals became fearful. The world was no longer

beautiful.”

The Age of Disorder, an age of legends. Little remains other than myth and ancient

ruins in the wilderness.
AG — Age of Gallidon

“Na’naat called her sisters and brothers together. They wept, and their tears formed a new sea
in the middle of the land. They bent their will, and they created an island in the vast sea, and
on that island, they built a city, and in that city, they placed the Nobility, and within that
Nobility, they named an Emperor to rule over the world.”

This age begins when Gallidon the First founds the Empire.

e Year 167 AG — Gallidon takes the first-born daughter of Kaday as Consort.

e Year 169 AG — The first Childe of the Isle, heir to the Empire, is born.

e Year 261 AG — Gallidon the First dies.

e Year 261 AG — Gallidon the Second takes the throne.

e Year 4849 AG — Gallidon the Thirteenth is born.

e Year 5001 AG — Gallidon the Thirteenth takes the throne.

e Year 5004 AG — Gallidon the Twelfth lays down his life.

e Year 5089 AG — Gallidon the Thirteenth takes a daughter of House Kreal as Consort.
e Year 5093 AG — The Thirteenth Childe of the Isle, heir to the Empire, is born.

e Year 5097 AG — The Emerald Port is swept by a deadly plague. Survivors flee the city.
e Year 5099 AG — The Emerald Port becomes commonly known as Dead Port.
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e Year 5099 AG — The Shadow War begins on the Imperial Isle.
. :(ear 5101 AG — The Destruction. All contact with the Emperor and the Imperial Isle is
ost.
e Year 5105 AG — Lord Ishi declares himself “King of the Illuminated Peaks.”
e Year 5106 AG — The Kingdoms of North Realm, High Hills, Sea of Grass, and Isles are
declared.
e Year 5107 AG — Former Imperial Administrators and Officials declared Lady Vanth
“Queen of the Middle Kingdom.”
e Year 5108 AG — The Present.
=
RUNES: THE MYSTICAL ARTS
“Know then, Adept, that these are the Runes Major, the Great Runes upon which the Art is
built.
Runes Minor, the Lower Runes, like the Lower Noble Houses, are more numerous,
more varied in style and form.
The Runes Major are the foundation of sorcery and as such, are not to be trifled with.
As scions of Greater or Lower Houses, the noble blood in your veins grants you the potential
to wield powerful sorcery. Note, | say potential. Only serious study will bring that potential
to fruition.”
Arno Atagoza, Instructions to the Young Noble, Tar Mira University
5
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The Disciplines as Practiced by the Greater Noble Houses

|7 Greater Noble Houses (Lower Noble Houses often send child-

Rune-weaving: The Emperor’s Art — permanently binding forces
under written runes of power. They can also weave multiple magic
disciplines into a single effect and/or enhance the power/effect of an
enchantment. The sum of the disciplines involved becomes
significantly greater than the parts.

The ONLY discipline that can make a magical effect permanent.
Runes bind magical effects to the physical realm of the world of
Gallidon.

Imperial Rune-weavers: A single child from each generation of

candidates also) is sent to the Imperial Isle as a Rune-weaving
candidate. These children, if accepted embark on a life of study to
master the discipline of Rune-weaving. They are ultimately overseen
by the Emperor Gallidon. Very few learn to use the Runes Major to
full effect. Only three living Rune-weavers at a time are chosen to
learn the great mysteries of the art. They are the Rune-weaving
Masters, second only to Gallidon himself in their abilities. These
Masters seldom left the Imperial Isle.

6
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Necromancy: Protecting and enforcing the Great Barrier between
the Living and the Dead. Their powers deal with the Soul, not Spirits.
Easing the passage of the sick and dying to dwell with Na'naat.
Communication with the Dead. Command of unbound Souls.
Conservation of energy requires that a necromancer must give of
their life-force to interact with the dead.

Those rogue practitioners who venture down forbidden paths
discover life-force is needed to raise or animate the dead. It is not
always possible to reclaim all your life-force when the raised dead are
destroyed.

— Mastered by House Vanth, rulers of the Middle Kingdom.

Sorcery of the Mind: Knowing and influencing the emotions and
thoughts of people. Adepts of Sorcery of the Mind must master their
own thoughts and emotions before they can attempt to
influence/control others. This discipline can instill loyalty, fear,
confusion, passion, etc. into the minds of others.

A side effect of intense headaches are common for practitioners. The
duration and amount of people influenced at once vary with the skill
and will power of the adept.

— Mastered by House Ishi, rulers of the llluminated Peaks.
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The Elements: Alliance with and control of the spirits of Fire, Air,
Earth, Water. Typical use involves enhancing or altering existing
elements: cause a campfire to become larger, calm stormy winds,
enlarge a crack in a stone wall into a crevice, etc.

Adepts generally specialize in one element. Most manipulate
elements around them, such as the moisture in the air. Conservation
of energy requires that some sample of the element needs be
available for any effect involving the element.

— Mastered by House Nuada, rulers of the Isles.
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Shape Changing: Transformation of the self into other living
forms. General min/max transformations of mass are based on the
skill of the caster. Shape changers must have studied an animal
before they can change into it (changing into a deep-sea creature
would be almost impossible, since studying it would be very, very
difficult). Once a caster has successfully changed form, they will
inherit the normal/typical skills/ability of that form (better eyesight
as a hawk, better smell as a hound). Many adepts of this discipline
view animals as being superior to humans.

The longer one stays in another form, the harder it is to remember
prior memories. If shape changed for too long, the adept will
completely forget their prior self, much less how to change back.
Shape Changing does not include or affect clothing, items, or
anything carried on the body. Clothes will fall off or rip during a
change, and when changing back to human form, the changer will
emerge completely naked and empty-handed.

Changers normally have a few forms they prefer or are good at
changing into. Although it is possible to take the form of another
human, it is very rare for anyone in this discipline to do so due to the
time and effort needed to study the target.

— Mastered by House Lucan, rulers of the High Hills.

Constructs: The engineers & builders of the Empire. They use their
powers to create structures, roads, bridges, doors that only open for
certain people/passwords, etc. At greater proficiency it is possible to
create non-autonomous servant/golems.

- Mastered by House Kotar.
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Far Sight: To perceive beyond the eye’s sight, into the distance, the
past and the future. Adepts can see and hear events in the past and
the present as if they are silent witnesses.

Seeing into the future is dangerous — like following a tree from the
ground up — at each turning point, a new branch of the future is
born. It is very dangerous for an adept to look too far into the
possible futures; they can see their own deaths, death of loved ones,
etc. Sometimes an adept’'s mind becomes “lost” in a possible future
and it becomes extremely difficult for them to find their way back to
the present.

— Mastered by House Vakur, rulers of the North Realm.

Telekinesis: Manipulation of physical objects with sheer force of
Will. Size, mass, velocity, accuracy and distance of object
manipulation are limited by skill of adept and factors such as friction,
wind resistance, gravity, etc. The average adept can perform a “dead-
lift” of 25% of their body mass (again, adjusted for fine control
needed and other factors).

— Mastered by House Tizgar.
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Spirit Mastery: Recognition, communication with and influence of
Spirits (not Souls). Adepts of this discipline do not typically have the
ability to kill or banish Spirits.

Adepts of Spirit Mastery tend to care greatly about the balance of
nature.

Most Spirits are indifferent to people. In general, commoners and
Lower Nobles barter and/or appease Spirits for their favor or more
often, simply to be ignored by the Spirits. Powerful adepts
(particularly of the Greater Noble Houses) can often control/force
Spirits to do their bidding.

— Mastered by House Kaday, rulers of the Sea of Grass.

Animal Mastery: Recognition, communication and influence of
birds, beasts, etc.

Adepts of this discipline tend to be fonder of their animals than of
other people. It is not unknown for adepts to disappear into the wild,
rarely to be seen again.

— Mastered by House Corvus, rulers of the High Hills.

Alchemy: Formulation and transmutation of potions, elixirs,
tinctures, etc.

Magical chemistry. Once the proper ingredients are obtained, it is
possible for someone with no magical ability to create the proper
mixture. Adepts of this discipline can transmute ordinary ingredients
into enchanted ingredients.

— Mastered by House Melanthias, rulers of the Rock.
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Alteration: Enhancing or cursing the abilities and attributes of
living things.
— Mastered by House Atiron.

Conjuration: Manipulation and transformation of non-living
matter into a different form or state.

Conservation of energy requires that mass remains constant.
After a conjuration wears off, the item typically reverts back to its
natural state.

— Mastered by House Dalia.

ol

IHlusion: Creation of sensory inputs (all 5 senses) that have little or
no basis in physical reality. The more basis the illusion has in
physical reality, the more “real” it will seem to those experiencing it.
— Mastered by House Kreal.

Daimonology: Recognition, summoning, and mastery of Spirits
and Souls. Typically unbound Spirits and insane Souls of dead heroes
or villains.

Adepts of Daimonology specialize in the banishing or destruction of
malevolent Spirits and Souls. They are called in when necromancers
and spirit masters have failed.

— Mastered by House Ravan.
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Wards: Magical barriers, protections and warding lockes linking
distant locations.

Most wards are typically defensive in nature.

Warding lockes allow adepts to cross vast distances between two
fixed points. They are permanent wards created in tandem with a
rune-weaver. An adept must be familiar with the destination warding
locke in order to open/activate the origin warding locke.

— Mastered by House Morana.

Astral Travel: Leaving the body and journeying in non-corporeal
form — the Soul.

The farther you travel from your body, the more taxing it is on your
ability.

If the body is disrupted/moved the Soul may lose its way back and be
lost forever (necromancy can sometimes help to recover the Soul). If
a Soul remains after the body is destroyed, it may go insane or haunt
a particular location.

While in non-corporeal form, adepts can communicate with and help
other Souls and, depending on the power of the adept, Spirits of this
world.

It is said the elite guards of House Ptah are adepts who willingly
allow their bodies to be ritualistically destroyed while in non-
corporeal form. They dwell permanently as unbound Souls.

— Mastered by House Ptah.
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Celestial Forces: Drawing upon and manipulating the forces of the
moon, the stars, and dreams.
Astrologers who can foretell future events and individual fates.
Q’ The ability to influence/inflict dreams upon sleepers.

Predicting meteorite falls is a branch of knowledge pursued by one
group of practitioners who use the results to forge star-metals.
Adepts of Celestial Forces are the best mid-wives.

— Mastered by House Talire.

>
——
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THE GREATER NOBLE HOUSES

There were seventeen Greater Nobles who, like Gallidon, possessed strong magical powers
having been somehow imbued with divine aid by Na'naat's brothers and sisters. These Greater
Nobles had three times the life-span of a common man. Each founded a House.

Being a descendant of one of the seventeen Greater Nobles came with the gift of long life, but
was regarded to have little bearing on magical potential. Descendants often had a sorcerous
Gift, but what truly set them above others was the training they received for their Gift.
Knowledge of and training for the most powerful sorcery was tightly held by the Greater
Noble Houses, each according to their Discipline.

Beginning sometime in the second millennia, a growing tradition dictated members of
these Houses marry and have children with members of other Greater Noble Houses to
maintain their “magical” Bloodlines. Most marriages among the Noble Houses were arranged.
Official succession generally followed the line of the first-born child, regardless of gender.
Members of Noble Houses sometimes had children with commoners. The children of these
unions often had the potential for magical abilities. These children, acknowledged or not,
typically became the founders of Lower Noble Houses.

It was not uncommon for members of the Greater Noble Houses to never have children, losing
themselves instead in intellectual interests rather than matters of the flesh. Madness was not
uncommon among the members of the Greater Noble Houses.

14

Runes of Gallidon Artisan’s Handbook (v. 4 — August, 2009)
runesofgallidon.com

-
]

o #H

X

o

& = ol

)

s 7 ¥ E @ L o <

(G



-,

Ly 3 A F b F B

e 5 OZ

7

°D

Some Greater Noble Houses ruled over vast provinces (now kingdoms). They and their
families were required to spend alternating periods each year at the Imperial City (usually
with the head of the house coming to the city while their family stayed home, then reversing
the arrangement). The Emperor did not use a large military force to keep the provinces in
line, though it kept an Imperial presence in all regions. Authority over the Nobles Houses was
sufficient to ensure that the Houses used their own military might to enforce the Emperor’s
will.

While loyal to Gallidon, the Greater Noble Houses were not always loyal to each other.
Jealousies, grudges, and past grievances frequently surfaced. Rival houses tested each others’
weaknesses. Over time, the solidarity among the Noble Houses, that allowed them to manage
such a far-flung empire, crumbled.

Some Greater Noble Houses have their own military to oversee their protection and
lands, often with their own family members in positions of leadership as well as in the ranks.
This gave their military forces the possibility of employing magic.

The Original Seventeen Greater Nobles and their Mastered Discipline

Atiron — Alteration Morana — Wards
Corvus — Animal Mastery Nuada — The Elements
Dalia — Conjuration Ptah — Astral Travel

Ishi — Sorcery of the Mind Ravan — Daimonology
Kaday — Spirit Mastery Talire — Celestial Forces
Kotar — Constructs Tizgar — Telekinesis
Kreal — lllusion Vakur — Far Sight
Lucan — Shape Changing Vanth — Necromancy

Melanthias — Alchemy

15
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THE LOWER NOBLE HOUSES

The Empire has fallen. The Greater Nobles had become strange, complacent, stagnant.
Jealousies, grudges, and past grievances between the Greater Nobles destroyed the solidarity
that allowed them to manage the Empire. Only the efforts of the Lower Noble Houses have
held the Empire together. Only their energy have kept the Empire strong. Following the
Destruction, many Lower Noble Houses feel that now is their time to take up the mantle of
leadership and power.

There were seventeen Greater Nobles who, like Gallidon, possessed strong magical
powers having been somehow imbued with divine aid by Na'naat's brothers and sisters. These
Greater Nobles had three times the life-span of a common man. Each founded a House.
Knowledge of and training for the most powerful sorcery was tightly held by the Greater
Noble Houses, each according to their Discipline.

Members of Noble Houses sometimes had children with commoners. The children of
these unions often had the potential for magical abilities. These children, acknowledged or
not, typically became the founders of Lower Noble Houses.

There were hundreds of Lower Noble Houses. They formed the backbone of the
Empire, providing key Administrators, leadership in cities and provinces, military leaders,
merchant princes, etc. Most members of the Lower Houses possess sorcerous abilities to some
degree. It was among the Lower Noble Houses that politics, intrigue, spying, and occasional
open warfare could often be found.

The Lower Noble Houses were also the source of new types of sorcery. Their heritage
combined with their hunger and vigor encouraged experimentation in the mixing and
matching of sorcerous disciplines, resulting in new abilities, strange areas of focus and
occasional disasters.

Lower Noble Houses frequently had their own military to oversee their protection and
lands, often with family members in positions of leadership as well as in the ranks. This gave
their military the possibility of employing magic.

Any person who can cast magic is considered a Noble, but not all nobles are able to cast

magic.
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THE DESTRUCTION AND AFTERMATH

For centuries, the Gallidonian Empire flourished on many levels: artistic expression,
“scientific” advancements, better understanding of the world, greater knowledge of magic and
its uses, more efficient economies, better standards of living, etc.

After five millennia of orderly rule, the line of Emperors and many of the Noble Houses
became complacent, decadent; retreating within their own domains in an ever-increasing
sphere of isolation. As the rulers of the Gallidon Empire turned inward and continued to
ignore the provinces and indeed, the world, the jealousies, grudges, and grievances of the past
and present gradually rose to the surface. Rival houses tested each others’ weaknesses; and
the former solidarity among the Gallidon Empire ruling class, that allowed them to manage

such a far-flung empire, crumbled.

The Destruction
In the 5,101st Year of the Age of Gallidon, few were prepared for the suddenness and severity
of the internal strife that erupted in the Imperial City.

The Greater House Kreal, masters of the mystical discipline of lllusion, had initiated a
plot to eliminate rival Houses from Imperial favor. Standard gossip points to The Imperial
Consort, mother of the Childe of the Isle (the Heir) and a daughter of House Kreal, as the
mastermind behind the plot. Several theories abound about the motive, leaving many
guestions about why House Kreal would choose to embark on such a dangerous political
game. Whatever the truth, events quickly gained momentum and spurred a polarization of
other Noble Houses and the Imperial Court. Some Nobles took sides, some left the Imperial
Isle, and many simply tried to hole up in the Imperial City to wait out the confrontation.

Over a two year period, the Imperial City was ripped apart by the subtle conflict started
by House Kreal — the Emperor Gallidon was unable or unwilling to intercede. In the end, the
summer of 5,101 AG saw the political, shadow infighting emerge into the light as open
warfare. The Imperial City and Isle were devastated in an intense, all-out eight-day
engagement of open warfare — warriors, assassins and sorcery of such magnitude that it

escaped the control of many of its conjurers. It was the Destruction.
Aftermath
Runes of Gallidon unfolds seven years after the Destruction, in the year 5,108 by the Imperial
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calendar. Since the Destruction, the Imperial Isle has been unapproachable. It remains
constantly under siege by storms so severe that no craft has managed to enter them and
return to tell of it. The Empire of Gallidon is fragmenting but has not been destroyed.

Theories and rumors abound: Gallidon resides on the Imperial Isle, planning for his
return; Gallidon is dead and the Nobility are greatly weakened as a result of their internal
struggle; the Nobles are responsible for the state of the land; the entire story of the nobility’s
creation was nothing but a grand masquerade and they will now be wiped off the face of the
planet by the true deities; Na'naat has grown unhappy with the nobles and is preparing for her
return to save the world and its people.

Parts of the continent have completely slipped out from under anyone’s rule and some
areas are revolting against the nobility. An uneasy stability is emerging — seven major
Kingdoms dividing up part of what was once the mighty Empire of Gallidon. However, a good
portion of the continent falls outside the seven Kingdoms. These unclaimed lands are
devolving into different states: primitive, barbaric tribal lands; desolate wastelands; city-
states ruled by Lower Noble Houses, commoners, etc.

Adding to the uncertainty comes numerous stories from these Wastelands and even the
Kingdoms, each more fantastic than the last: tales of warriors capable of killing nobles
without suffering a death curse, spirits incarnate, creatures never before seen, and — most
disturbing to the nobility — commoners wielding magic. Even the authenticity and origins of
the nobles come under attack from certain regions. New religious leaders attract groups of
followers in areas hard-hit by the fall of the Empire; some are crackpots, others seem as
intelligent and resourceful as they are charismatic.

The Noble Houses, Greater and Lower, have not noticed a change in the power or ease
of use of their sorcery, but many are growing concerned about what appears to be a shredding
of the long-standing rules regarding how their world is supposed to work.

While the influence of the Gallidon Empire has not disappeared overnight (for
example, Imperial currency is still recognized in most areas, standards of trade are often
consistent across Kingdoms, etc.), it wasn’t long before local customs emerged within the
territories. Much of the Imperial Order remains in place but more changes each year.

The Imperial Isle remains wrapped in a stormy shroud, keeping its secrets for the moment,
while the rest of the world moves into a new age...
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THE EMPIRE
The Gallidonian Empire has fallen.

The Emperor and his Court vanished. The social order is breaking down. The farther
one gets from the great cities, the more chaos one encounters. Some regions, the Wastelands
and Empty Lands, have become completely lawless. The rapid fall of this once omnipresent
social order reveals the decay that had grown within the Empire for decades before the
Destruction.

The Imperial social Order — Emperor, Greater Noble Houses, Lower Noble Houses,
Imperial Administrators, Craftsmen, Farmers, Merchants — remains in place within major
cities and towns, but now Kings and Queens have begun to take the place of the Emperor.

After five millennia of peaceful rule, the Emperors and many of the Noble Houses
became complacent, retreating within the Imperial City in an ever-increasing sphere of
isolation. As the rulers of the Gallidon Empire turned inward and continued to ignore the
imperial territories, the Noble Houses’ knives turned towards each other. Jealousies, grudges,
and past grievances surfaced. Rival houses tested each others’ weaknesses, and the former
solidarity among the Gallidon Empire ruling class, that allowed them to manage such a far-
flung empire, crumbled.

Where once it was said a child could safely walk the Emperor’s Road from the cold
lands of the North to the Southern tip of the Empire, people now travel in groups and those
with the means travel with guards. Individual Noble Houses and city-states are building their
own armies. Companies of mercenaries sell their services to the highest bidder. Mystical Arts
practitioners of the Lower Noble Houses frequently accompany, if not lead, these mercenary
bands. Bandits, some in large groups, strike at the very walls of towns and small cities. Once
friendly neighbors now jostle for ownership of common lands and resources.

In the summer, heat waves and drought assault the land. In winter, blizzards and
freezing cold. In the spring, rivers, once the friend of farmers and travelers, routinely break
their banks. In autumn, thunderstorms and lightning scatter livestock. Runes of Gallidon is a
world in flux.

The Empire spanned an entire continent, from the cold reaches of the north to the
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