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INTRODUCTION

Never think thatyour learning ends.
There is no limit to howfaryour knowledge can expandandgrow.

- Master wizard Relaan
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The Earthdawn Companion is a rules expansion for the
Earthdawn game system. The information in this book allows players
and gamemasters to make their characters more powerful. Gamemasters
and players will need the Earthdawn Second Edition (E02) rulebook
in order to use this book. This book was not, however, designed to be
a second edition of the Earthdawn Companion. Instead, it is the
companion to Earthdawn Second Edition. While these two ideas are
very similar, it is the differences between them that have shaped the
finished product ofthis book.

This book picks up where the Earthdawn Second Edition
rulebook ended. The Companion expands the 15 Disciplines presented
in the E02 rulebook to 15th Circle and provides talents and spells for
those Circles. The Companion also provides rules for additional uses of
magic in your Earthdawn game and describes many new types of
magical items. Also included in this book are rules for playing questors,
people who have devoted their lives to a single Passion. Large Scale
Combat gives rules for resolving combat betweenships and large groups.
Also, Optional Rules, offers ways for players and gamemasters to tailor
Earthdawn to better suit their style ofplay.

CHA~CTER POWER
The world of Earthdawn is a dangerous and wondrous place

where powerful magic abounds. The information in the Earthdawn
Companion allows Earthdawn characters to reach levels of power
unattainable in most fantasy role-playing games. The talents and spells
that appear in this book show that as characters advance beyondTenth
Circle, they acquire truly staggering powers and abilities. For example,
Illusionists can learn to engulfa specific area in darkness for days at a
time, Archers can summon the forces ofnature to create abowcomposed
ofwind, and Sky Raiders can call storms to their aid. Questors ofthe
Passions can construct buildings from nothing and cause plant life to
grow at tremendous rates. Characters of all Disciplines learn to use
significant knowledge ofpeople and places to enhance their magical
abilities, and to form groups capable ofextending individuals' magic
beyond known limits. These fabulous powers make it possible for
player characters to become, and live up to the name of, Barsaive's next
legendary heroes.

GAMEMASTER RESPONSI BILlTY
As characters become more powerful, gamemasters face the task of

creating adventures difficult enough to challenge the adventurers. The
most"minor part ofthis task is creating tough combat situations. The
Earthdawn rules make it easy for the gamemaster to create or group
together sufficient opposing creatures to defeat even the most powerful
characters. Some ofthe creatures in the E02 rulebook, particularly the
dragons and Horrors, are so powerful that it is unlikely that characters
ofany Circle could defeat them. Verjigorm offers a prime example ofa
nearly unbeatable monster.

The real challenge in creatingadventures for high-Circle characters
lies in inventing situations that will challenge the players to use all their
characters' abilities in a responsible, creative fashion. That is, the players
should feel challenged to use their powers when necessary, but not to
abuse them. For example, if the leaders of a small village insult the
players' characters, itwould be inappropriate for the characters to retaliate
by destroying the village, even though they may possess the power to
do so.

The responsibility inherent in possessing great power is avoiding
the temptation to solve every problem by using that power. Ifthey do
not control their powers, the adventurers may become little more than
a band ofthugs that takes whatever it wants and kills whoever stands
in its way. This should not become the characters' standard operating
procedure; the world ofEarthdawn needs heroes to solve its problems
and help reclaim its lands, and a group ofcharacters motivated only by
expedient self-interest has no place in the grand scheme ofthings. The
gamemaster should encourage the players to solve problems and meet
challenges with the minimum force necessary.

This does not mean that the characters should avoid combat.
After all, what betterway for a hero to earn fame and adulation than to
defeat a worthy foe? But if the residents of a small village refuse to
cooperate with the adventurers, killing the villagers one by one until
they cave in to the adventurers' greater might does not qualify as heroic
behavior.

Though powerful characters may feel capable ofdefeatingvirtually
any opponent they face, other people and groups wielding equivalent
power also live in Barsaive. For example, a group ofThirteenth to
Fifteenth Circle characters maydecide to journey to aTheran-controlled
city and rid the area ofits oppressors. This maybe a completelyaltruistic
action, a sincere effort to help rid Barsaive ofthe evils ofTheran rule.
The adventurers may even accomplish their goal. But they would not
be able to prevent the Therans from retaliating, and on a grand scale.
The Theran Empire could wipe out a group ofeven the most powerful
characters with little effort. A few kilas and vedettes armed with fire
cannons, accompanied by a mere thousand troops would reduce the
characters to Thirteenth- to Fifteenth-Circle corpses in short order.
The Therans may decide simply to ignore the characters and instead
decimate a number of small towns, villages, or cities, killing entire
populations in payment for the slaughter oftheir troops. The characters
have used their power to create a no-win situation.

Again, ifa group ofhigh-Circle characters decided to act against
the Elven Court in Blood Wood, they could not predict how Queen
Alachia and her Blood Warders would retaliate. Because high-Circle
characters possess extraordinary power, the gamemaster must challenge
the players to use that power wisely. Gamemasters may find the
following suggestions helpful for running campaigns featuring high
Circle characters.

The GM maydecide to involve the characters in high-level politics.
Ifthey become the leaders ofa small city or town in Barsaive, or ofone
of the cities within Throal, the situation itselfwould encourage the
characters to use their skills to negotiate treaties or trade agreements,
rather than for combat. Another type of political adventure could
involve the characters being hired by the Kingdom ofTheoal to travel
to BloodWood to establish trade relations between the elves andTheoal.

The gamemaster may manipulate events so that the characters
decide to form an organization dedicated to some noble goal, such as
ridding the world of the effects of the Scourge. The player characters
may also decide voluntarily to devote their efforts to traveling Barsaive
in search ofHorrors to slay. Again, high-Circle characters may end an
adventure or campaign so successfully that their exploits bring them to
the attention ofthe great dragon Icewing, or a council ofdragons, who
may commission the characters to seek out and destroyVerjigorm, the
Hunter ofGreat Dragons. Apitched battle between Verjigorm and a
group ofThirteenth- to Fifteenth-Circle characters and a few great
dragons would fuel stories and legends for years to come.
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