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A setting for a plot :
Avalanche presents a setting for a plot, for imragzlstakes. The stories, the adventure in its@ffnat be separated from
the setting. But like any other setting, therel&p in Avalanche for your own plot.

Multi-plots :
Avalanche is multi-plots, offering the descriptiofifive main stories occurringt the same timén the Lands of exile.
Those plots are very different in nature. Politicatigues, high adventures, fierce battles andéidsecrets lie ahead. This
teaser presents a subplot of one of the main thletstone of madness

Calendar based:
Instead of being chapters based, Avalanche is dafehased. You have to keep a day-to-day recorgoof group’s
activities. In Avalanche, time is important. Youlwalways need to know what is in the past, in fhiire and what
constitutes the time being.

A web of events:
Being calendar based and multi-plots, the existerarestitutes a web of events. Thus, Avalanche is lireear. Your
players might jump from one story to another, thawg through the web of events based on theirgrefces. Avalanche
is not a stand alone, but really a campaign, irptivest sense of the word.

This is not about the PCs
Avalanche is not about the players characterselittes the events that occurs in the Lands of elside the PCs’
influence. There is no one waiting for your playéfrkere is not a predefined plot ready for themeyiwill have to build
their own story. Avalanche is not about the PCghabyour game can really be about them.

Mechanic:
There are no characters sheets provided in thaserteAvalanche is not written for a specific mentia more than one
can be used to represent his readityl your style of play. Avalanche, when it will be faalned, will provide statistics for
characters for many systems, including d20.

Appropriate Avalanche :
Avalanche is there to support your game, to proddelot that does not come in the way. This scenanly offers a
backbone of a story that you will need to flesh. diteate your own secondary characters, placed. there a long
forgotten stronghold in the crest of the world ?ylde Just add it. Avalanche doesn't tell you hovplay it and is not
incompatible with kickers or bangs, if you wanute those techniques.

Let your players lead the game :
A lot of things happen in Avalanche. And they happethe same time. Your players will be confrorttedhoices, as they
won't be able to do everything. Do they want tolgmt the dragons at the crest of the world, prifdread north toward
Bedorah or play in the political game of Carcan@aket them lead you into the web of events accardm their
preferences. Let them change plots if they wantaléwche is not about a single linear adventurés @bout making
choices, taking sides.

Play what you want :
Avalanche can be played in numerous ways. You pdag®y play knights, dragons hunters, typical atlwens but also
the bad guys, even black orcs. Play it as you wthete is no limit to it. You may even replay Avathe with the same
group of players, using different characters, ttraselling into another part of the web of evemtsyealing an all new
perspective of the scenario.

Keep track of time :
Since no one is waiting for the PCs, their presatues not trigger part of the story. The plots gpeven if they are not
there. This is why it is very important to keepcicaf time, to play the game on a day-a-day b&syour players come
to the crest of the world at the first or third \kex may ? Depending on the time, the story in tkegton is not at the same
point. In a typical scenario, if your players spemd week or a month doing a specific activitdaesn’t really change a
thing. In Avalanche time does matter.

DM’s preparation :
The preparation for a session of Avalanche idtle liit different. You don’t have to prepare thergafor your players, nor
do you have to know everything about the world. Yiest need to prepare what's happening accordingpto players’
location and the time being. The way Avalanche iigten allows a very quick preparation. Don't tey guess what your
group will do, you are better knowing what will lpegm, what are the events you can throw at them.



Modular writing :
To reach his goals, and still be easy to use, Awdla could not be presented in the typical chapiesed fashion of
prewritten scenarios. As you'll see, Avalanche wsesodular way of writing. Everything needs tafiito a case. Although
this presentation might seems odd at the beginnjog;ll soon discover all the advantages it prosideeasier DM’s
preparation, quick access to the information andfficient tool to pinpoint the influence of youlagers. This design also
allows to put a lot of emphasis on the illustrasion

A storyboard :
Avalanche takes on purpose the look of a storybahrst like for movies, comics or manga, the stoayd of Avalanche
acts an unfinished product that helps outline & flbe final product, in the specific case of thieplaying games, is your
actual play experience, the concrete act of playftwalanche does not hold the hand of the DM. Tétits of your game
must be filled in, created.

A website:
Avalanche won’t be sold in pdf, neither in papart v will be available thru a website. Taking adtege of the unique
design of this scenario, the website will be ofigra powerful tool to manage your campaign. Use @dommunicate with
your players, add your own subplots, dungeons, maperacters. Keep record of all your notes andifipigies of your
game. Manage the impact of your players. Forgetiathe paper and enter into the next step of rialgipg.

The whole Avalanche:
Avalanche presents a year calendar of events bmipgorted by more than one hundred elements ohessé&ully
illustrated, this scenario is not a stand alone gt be played out over a long period of time.itAstands, Avalanche
might take more than fifty sessions to play. Anitl, sAvalanche is only the first scenario of an @giampaign that will
reveal you Ethernya throughout the most importaoin@nts of his recent history. Be ready for yearsafiventures.

Essence
This is the pieces for your game. Main protagonilstsations and objects of legend. Each of thempaesented with a
colourful illustration and their personal histowill they be foes, allies ? Will you even use theifou cannot know until
you've begun to play.

Existence:
The story in itself, in which elements of esseraestpart. This is what you'll use to prepare aray glour game. As your
group won't be able to do everything, you'll probabise only about twenty to thirty of the storylirBut here lies the
strength of Avalanche. Events are also illustrateglinly in black and white.

Snapshots:
Adds-on to some elements of essence. Snapshot&l@rioformation on the related element. They carobany kind :
characters, cultural, locations or objects. Eattetyou create a secondary protagonist or an imjgthow you'll be able
to store the information.

“Cycle” :
Property of some elements of essence. Elementsytblatare recurring and will be present in upcoming scies. Mostly
characters, they represent the reincarnation of godjreat heroes of the history of Ethernya. Téheyot have a personal
history. | guess you want to play those legenddrégses ? You're encouraged to do so. But therr, glayers won’t have
any previous knowledge of the world. And sureleythi meet some olds temples dedicated to a lomgdiben god who
bears their name.

All the text and illustrations are copyright of theespective author.
You have the right to copy and distribute this éeas
You do not have the right to modify any part ofthiork without the explicit authorisation of thettzors.
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History

0: For millennia, the dragons peacefully watchedrahe crest of
the world, the highest mountain range in Etherfiyre council of
twelve, oldest among the living dragons, sleefh@irtcave, located
at the highest point. A mirror has appeared inrthef. It has not
been secured and the council does not worry over it

430 : Dragun defeats humankind at Bedorah and déstemis

dominion over all the lands of Badowin, up to ttewthreshold of
the crest of the world. The first onslaughts by wiete orcs against
the white dragons begin. The peace this regionyedjchas been
shattered.

547 : the dragon hunters from Raijuvak hold thieat summer hunt.
1315 : dragonites make their first flights in tlegion.

1350 : Ariadne BaneHeart disappears in the mountafrthe crest
of the world at the end of autumn. She swearsialteg to the white
dragons and becomes a dragonrider. The legence@aheHeart is
fulfilled, after having been lost in the mists whe.

1351: as the dragon hunters head once again tarése of the
world for the yearly hunt, a strange figure ridiagvhite dragon is
sighted. Now, after thousands of years have pasbedl,the crest of
the world return to the ancient ways that existetiveen dragon and
man?

Presentation

Highest among the known peaks, land of perpetu@hsreaching heights
where only dragons may live, the crest of the wisldome to the lairs of
the white dragons. Including the council of twetwested at its pinnacle.
Located at the confines of the realm of silence, dtest of the world is
stage to the conflict between its winged denizend the armies of
Dragiin. Come the summer season, this vast presérdeagonkind is

also a favoured ground for hunters, led by the Bimaet, of whom

legend has that they are descended from the dridgesiof old.

Description

The crest of the world is the highest recorded rtminnrange in
Ethernya. Its highest peaks culminate beyond twtieeisand metres in
altitude. Though its climate is extremely severd anow ever present,
the ambient temperature does allow for life. Atywdow altitude,
vegetation can be found and mountain passes havedharted and used
by the white dragon hunters. These humans evempsetinting bases on
some plateaus. At high altitude though, only thagdns remain. They
live in cave-like lairs. During wintertime, the steof the world abuts on
the realm of silence, the lifeless lands of thetevbic.

Population

In the winter, only the white dragons and the imemat troops of Dragiin
dare to venture into the crest of the world. Whemmer comes, the
white orcs have left, to be replaced by the drabonters. The white
dragon population is settled on the peaks accortbngge. Thus, the
older the dragons are, the higher they dwell, jeslijo defending their

holds. It therefore befalls the youngest dragonfigiot both the white

orcs and the human hunters, according to the sedswse younger
dragons are also the ones who must suffer the dfi¢ffteir eggs and the
transformation of their progeny into dragonitesatures under human
thrall.

Miscellaneous information

The configuration of land at low altitude is idgaBuited for dragon
hunting. Setting up camp on the high plateaushtiwers send scouts to
locate the dragons’ lairs. When that is done, thegohites are used
alongside climbers to bait and draw out the dragdhs humans, guided
by the BaneHeart, then try to bring the winged ttnes onto troops
wielding very long spears. While the dragons fighgse enemies, elite
soldiers enter their lairs to steal the eggs witfiinough they try to kill
the white dragons, the hunters are sometimes igatigfith the theft of
their progeny. The hunters never venture to thééigltitudes though,
where they would be forced to fight much fierceagbns. But this
summer season, the hunters shall bear witnesset@ppearance of a
strange figure riding the dragons and fighting it side.

JRichmond
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History (and population)
112 : construction of a refuge in the trees bydbsu{0).

215 : the existing structure is developed. Somedddrmow remain
there on a permanent basis. (10)

310 : a number of travellers heading for the lasfdBadowin decide to
settle in Raijuvak instead. (500)

350 : Raijuvak is a busy transit point. Forgessiand furrieries can be
found. Druids assemble in Raijuvak. The local pafion is diverse:

dwarfs, half-elves, half-orcs, humans. The cityrtstao develop

upwards. (2500)

430 : defeat of Trevor at Bedorah. Arrival of theace  survivors.

(3000)

547 : first attacks by Dragtin on the city. A coungiestablished. The
druids are given pride of place within it. (3800)

700 : the attacks by Draglin increase in frequeRicgt evacuations of
inhabitants to Caennyas and Carcandas during theoseof battles.
(4800)

930 : is now the last line of defence againstihée orcs. All civilian
population has to be evacuated during wintertif§@00/2000)

980 : starts producing goods for the new power arc@ndas. The
latter offers much in exchange.

1050 : first bones of contention with the powersthe winter capital
over the treatment of the families evacuated there.

1180 : the forges produce the first cannons foc@zdas. Prosperity.

1250 : warning from the Raijuvak council to the mosvof Carcandas:
stop abusing our citizens!

1302 : the shamans take part in the defence dfithéor the first time.

1305 : most druids have left the summer capita¢ 3tamans enter the
council.

1328 : Grisam Loyrfem, then master of the coumtids in the defence
of the city. Lother takes over from him.

1351 : resists Dragiin's onslaught. Many events lwithg Raijuvak’s
citizens to ponder their position. (12000/5000)

Presentation

Founded long ago by nomads as a supply point, Reijhas become
the last bulwark of humankind against the whitesoit is a sylvan
city, partly built high up in the middle of a woodierding and
agriculture are non-existent and the populatioredivnainly from
hunting. Summer capital of the lands of exile, Raak is a perpetual
battleground, evacuated by all civilian populatihming wintertime.

Population and power structure

The summer capital is home to a population compasechly of

nomads, hunters and barbarians. The humans trebdugreyed, long-
haired and rough-hewn warrior-types. In wintertinenly remain

humans, dwarfs, half-orcs and half-elves who liyettie sword, and
are proud of it. Its inhabitants are hearty anddhaorking. They are
bond by a sense of solidarity, the kind that comigls shared adversity
and the solitude of isolation. The city is goverr®d a council of

proven warriors and wise men. Come summer and tie o the

fighting, the civilian population returns to Raipk/to celebrate victory
in the confines of the now peaceful city. Many vi@s leave the city
during summertime however, roaming the countrysidepursuit of

adventure or returning home to the south.

Common knowledge

Raijuvak is filled with armouries and numerous IstaBeer is brewed

there, pottery crafted and superb weaponry forgieable but delicious

food is also prepared. Many houses are built inttbes, the highest
being the druids’ sanctuary, now taken over by shamanic caste.
Many high towers have also been erected for arcteeshower the

troops of Dragun with fire arrows from. The forgistdct is home to

the best dwarven smiths in the whole region. Thishere the cannons
are built for Carcandas. Many streets and alleywanes made of

powdered clay. And in summer, they echo with thecknbattles of

children, playing out the stories of glory and |tisat are the reality of
their elders, and will soon become their own. Heumen't only made

of stone, but also of earth and wood. The couresides in a huge
building, at ground level where the weapons andoarmof those who

fell in combat are displayed.

Statistics and miscellaneous information

Raijuvak has two faces. That of winter battles tivad of summer joys.
During the cold season, the city takes on the asgex fortified camp,
most buildings having been requisitioned by fightéwith the return
of the warm weather and the departure of its defemdhe city comes
alive and welcomes its civilian population back. iylabarracks are
dismantled and the buildings revert to their orgipurpose. The
powers in Raijuvak maintain trade links with Cardas, but these are
done solely on the basis of barter. In exchangeweapons and
armour, the southern capital supplies Raijuvak isseatial
commodities. Thus, even though money is in freeingée northern
capital, it is quite possible to subsist in Raijkweithout ever handling
a coin, as the old rangers do when they returretfierthe summer.




1 %ll#&

History

0: from the heights of the crest of the world, thieite dragons
watch over Ethernya. The council of twelve, theestdliving
dragons, slumber in their hold located on the tsgheountaintop.

430 : Dragiin extends his dominion over all the aofiBadowin,
up to the confines of the crest of the world, that seeks to
conquer. For the first time, the dragons come wgiresg the troops
of the lord of silence. They repel them with relatease.

547 : the dragon hunters of Raijuvak start theinsier hunts.
The first dragons die at their hands.

1315 : the shamans succeed in transforming whigair eggs
into dragonites. The hunters, riding their new ntsunow focus
more on stealing eggs than on killing dragons. difagons suffer
to see their progeny enslaved by men.

1350 : Ariadne BaneHeart disappears in the mountithe crest
of the world during autumn. Considered dead bygeaple, she
swears allegiance to the white dragons and becomes
dragonrider. For the first time in millennia, tharHeart return
to the dragons’ side and renew with their destiny.

1351 : the dragon hunters of Raijuvak set off oeirtisummer
campaign again, but a strange figure now flies i dragons.
As the humans head for Bedorah and the stone efitysfalls
into Dragiin’s grasp, will the dragons take a parthie course of
the world once again? Will they accept to comeneodid of those
who have hunted them for so long?

Presentation

An ancient race, believed by some to have credtisdworld, the white
dragons rule the highest of all known mountain eengVhen Ethernya was
still but a sphere of ice and snow, legend hasat the dragons already
watched over it. The white dragons appear in mayths even though they
have only rarely interfered with the course of therld. Their sight is
mainly cast towards the lands of exile and thewtlyenfluenced its fate by
giving the stones of life and death to the Luciontless restoring balance to
nature and allowing humankind to live on thesettaies once again.

Arts, culture and the status of women

Hierarchy and status are determined not so muctebger in the case of
dragons than by age. While the council made uphef12 most ancient
dragons dwells on the highest mountain peak, theger dragons occupy
the lower ranges. Thus it falls to them to fight thfe assaults of Dragiin
during wintertime and the incursions of the dragomters in the summer
season. They are therefore also the ones left tormthe theft of their

progeny and gaze sadly on what the humans thertitam into. The older

dragons are, the higher up they retire into themtains, far away from the
preoccupations and suffering of their own kind. iedcagon will jealously

defend its lair, and as long as they cannot convétidthe strength of their
elders, they must remain at the feet of the greatntains.

Politics

The white dragons are ruled by the council of 1® oldest of known
dragons. These sleep peacefully in their hold, tegtahigh above the
mountain range. The council looks over the worltidnesn't interfere with
it, even in the case of events affecting its owndkiThese venerable
dragons aspire only to peace. They regret thetfatt humans now hunt
their progeny, and so, when Ariadne BaneHeart appeefore the council
seeking to pledge her life in the service of theitevidragons, an old
tradition is born anew and a long period of isolatis coming to an end. At
last, the dragons have found a voice.

Trade and relations with other races

The dragons are overseers, a consciousness outgig® which
contemplates the order of things but does notfertewith it. It is said that
in times long since forgotten, they were the onks twrought the Luciomes
to life and bestowed upon them the care of theestaf life and death, so
that nature may find harmony and the dark forceming through it be
pacified. The dragons have a special bond linkirent to humankind too.
Indeed, at the dawn of the world, the council oflie offered refuge to the
humans fleeing the hostile nature of the landsxdéeThese men became
the dragonriders of ancient lore. Once nature heehbappeased, some
among them asked to return to the land. And soter #fat, the riders left
the dragons once again to their solitary existeew, humans have
returned to the crest of the world, to hunt thegdres and steal their eggs.
The orcs are at their gates, seeking to expand tegitory. As for the
Luciomes, their powers are declining. Can the whitagons remain
detached from the world much longer?




Lifeline

Presentation

Borne of the dark arts of the shamans and theiotiiee stone of insanity,
dragonites are spawned from the white dragon egégnsby the hunters of
the summer capital. These winged creatures aretéeels of choice of the
BaneHeart. A number of dragonites have been sélw ofarious prominent
individuals and can therefore be encountered fiom to time in Caennyas
or Carcandas. The presence of dragonites on ths trexile is very recent
and their life expectancy is thought to span a heahdr so years.

Behaviour

Despite being fully autonomous, dragonites disglaly low intelligence.
As a result, they make excellent steeds, but littiere. It is best for a
dragonite if it is committed to only one rider. Aesial bond between
master and mount can then develop.

Evolution

Dragonites grow older, but they do not evolve muehsoon as they reach
maturity, they already dispose of their full powdfith experience gained,
they become more agile and keener in battle, lrethgain the change is
only marginal. They also develop a better undedstanwith their rider.
Around sixty centimetres at birth, their body canwg to reach a wingspan
of two and a half metres.

Special traits

Dragonites fight with claw and tooth, but are rarfelrced to make use of
them, mainly acting as mounts. They have no breeghpon but are
naturally resistant to cold.
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Lifeline

1351 : inseparable ally of Dramnard, Drizoney acganies him
throughout the adventure. Fending off the blacls ancspringtime
when the flesh-eaters reach the gates of Murdigbazoney
shares Dramnard’s concern and follows him whenédte sff to

warn the humans of the impending threat. Faced thighdifficult

decisions looming ahead of them, Drizoney will ajeatand by
the dwarven hero’s side.

Presentation

Drizoney is a character journeying through the eyd female bronze
dragon, Drizoney is Dramnard’s steed, a faithfuhpanion ever present by
his side. Graced with a sometimes exuberant seh&emour, Drizoney

likes to toy with her prey and only rarely make® us$ her full power in

battle. Legendary character of the Cycle, she iswknas an ally of

Theobald. Even though she is a bronze dragon atieeof the dwarven folk
is of higher import to her than that of her own cge. Just like her
companion, she bears a deep-seated grudge agderisatk orcs.

Character and motivation

Facetious and playful, Drizoney likes to have fespecially at the expense
of others. But more often than not, she is alorfiniing her behaviour and
attitude amusing. Many of her jokes are made irr paste. Very young for
a dragon, she hasn't yet felt the bitter tasteedédt and therefore tends to
overestimate her own strength or dismiss that obpgonents. Her bravado
can easily be mistaken for flippancy. Faithful c@mjpn of Dramnard, she
fights by his side and shares his goals. RaisedWarves far from her own
kind, the fate of Dramnard’s people deeply concéws Despite the sense
of understanding and complicity that binds themarBnard sometimes
finds her exasperating. She has also fought aldegEheobald and sees
humans as valuable allies. If Dramnard were evesetdn need, Drizoney
would be the first to rush to his aid.

Resources

Drizoney is always by Dramnard’s side and can camtis support and
advice. Considered inseparable, both characteen afpeak as one and
Drizoney enjoys the same respect among the dwablkras the heir to
Gordof would. Should she be faced with a difficatunfamiliar situation,
Drizoney may well end up having to rely on her awsources though. Her
young age notwithstanding, she remains a very powdragon. Her very
nature means that her presence alone can easifgsmpotential allies and
win them over to her cause.

Special traits

In this scenario, Drizoney is still relatively yayiand therefore cannot call
on all the powers that have made her glory andtagipn. She is linked to
Dramnard by a special bond. Indeed, on the day Daads mother's

pregnancy was announced, a dragon’s egg was foondhe caves

surrounding Murdighar. Drizoney was also born oe #ame day as
Dramnard and this coincidence was taken by thersuté the dwarven
citadel as a sign from the gods. Raised togetther,pair has remained
inseparable ever since.
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Lifeline

1351 : Dramnard plays his part in hunting down biteck orcs
when they appear at the gates of Murdighar. Workigctheir
presence, he convinces his father, Gordof, to terhumans in
Raijuvak. Riding towards the summer capital on hi®nze

dragon, he learns that the black orcs have also $getted there.

While he is off harrying them as far as the realmsitence,
Grymouch will probably be murdered. On his reture,will take
it upon himself to avenge Grymouch's death and uecthose
who committed it. To what lengths will this new higad him?

Presentation

Dramnard is a character journeying through the €yal dwarven warrior
and a faithful companion of Theobald, Dramnardossidered a god by his
people. Never to be found without his bronze dragoe dwarf Dramnard
has always taken pitch on the same battlefieldbeagod of reconciliation.
Within the context of this scenario, he is a sorGurdof and heir to the
dwarven throne. Dramnard crystallises the hope isf geople, that of
reconquering its past glory from under the cold &b of black orcish
steel. He aspires to a happy and peaceful futuréifopeople and sees no
other way of achieving this goal than by castirgdiwarven lot in with that
of humankind. He firmly believes in this alliance @ answer to the orcish
might.

Character and motivation

Dramnard is the legitimate heir to Gordof on theotie of Murdighar and
he takes great pride in belonging to the dwarvelk. ftnstilled from
childhood with a sense of duty and commitment torifle he will come to
fulfill at the death of his father, Dramnard hasnydalents and always
displays the same tenacious persistence in anyaeade he takes on. He
carries an undying hatred for the orcs, whom helhoésponsible for the
annihilation of his people. From a young age, he learnt to hunt them
down. Even though he isn't invested with the powafrs. god during this
scenario, he does however feel that he has beegledirout for an
extraordinary destiny. Determined and highly ingelht, he has one
overriding concern: the future of his people. Hepises the established
powers in Carcandas, but respects the men frorauhener capital for the
courage they display against the white orc legwfri3ragiin.

Resources

As heir to the throne of Murdighar, Dramnard haes tiftust and support of
the dwarven people, but also of the men of Raijuvalto see him as a
powerful ally. He will certainly find a way to makgs voice heard by the
Council of that city. Dramnard is always accompeni® Drizoney, his
inseparable steed. Despite her young age, thizerdragon is nonetheless
a potent ally, a faithful companion that will alveaye at his side. If
Grymouch were to be murdered, Dramnard would seelntover the real
perpetrators, even if it meant pursuing this taske and unable to trust
anyone around him.

Special traits

For the longest time, Gordof believed that he wadtlbe blessed with an
heir of his own blood. Sadly, that was his fateréality. However, in the

context of the space-time distortion, Dramnardstexce took body as his
long expected legitimate son. Incidentally, Drandnir the only character
of the cycle who has an essence as such. Drizarépeamnard are bound
together by a very specific link. Indeed, on thg Hs mother’s pregnancy
was announced, a dragon’s egg was found in thescawerounding

Murdighar, and it hatched on the same day that Deachwas born. This
was seen as a sign from the gods, and as a resutiwtarf and the dragon
were raised together.




Lifeline

1293 : birth in Raijuvak under the name of Ariadkténar. Her
family takes part in the defence of Raijuvak, bat mo special
link to the dragon hunters. Nothing seems to mankdut for an
exceptional destiny.

1312 : fights and slays white orcs for the firgtei

1314 : as an adolescent, Ariadne joins in the defer Raijuvak.
She is one of the youngest of the city’s defenders.

1317 : strikes bonds of friendship with many dradgmmters of
her age. But doesn’t accompany them for the sunhumet.

1319: falls in love with Athnar BaneHeart. Accepisjoin her
life to his despite the opposition of the headhef diragon hunters’
clan, Athnar's father Gorand BaneHeart.

1320: birth of her eldest son: Asakar BaneHeafany
pregnancies follow.

1328 : death of Gorand BaneHeart. Ariadne takeséss on the
city’s council.

1337 : birth of her last child. Represents the sdtihe family and
wields considerable influence within the city’s oail. For a long
time now, she is held to be the real heroine ofdla@, a much
more charismatic figure than her husband.

1350 : at the end of the autumn season, as thedsuptepare to
head back to Raijuvak, Ariadne mysteriously disapgpeShe falls
into the claws of the white dragons, who wish tckenher a white
dragonrider. Ariadne willingly submits to the dragoas they
argue over her fate. An ordeal is imposed to test Wwhich she
successfully passes.

1351 : now a white dragonrider, she defends theeadhiagons
against the incursions of the Raijuvak dragon hsntdhe

humans and half-orcs who set eyes upon her aeel fillith awe.

Rumours of a mysterious knight abound. It may [z she meets
Theobald in the name of the white dragons.

Presentation

Legendary heroine and scion of the renowned Bamehkedline, Ariadne
led her troops as well as her own family, bothhe struggle against the
white orcs and in the dragon hunts. But no more iShmissing since last
autumn and has been declared dead. The seat sheomehe Raijuvak
council is now filled by her eldest son. But whaé thumans are about to
discover is that the erstwhile white dragon hurties now joined the
winged creatures. As a white dragonrider, a sculfegppet fighting by the
dragons’ side, Ariadne is fulfilling her destiny.

Character and motivation

Wife of Athnar, a position from which she derivesr regitimacy as leader
of the BaneHeart clan, Ariadne is a warrior whosghhdeeds echo
throughout the lands of exile. Legend has it tihat sontinued fighting the
white orcs during each of her eighteen pregnansiegping only to give
birth. More than just a matriarchal figure for ttlan, Ariadne has always
been the true soul of the dragon hunters, their searce of inspiration.
Throughout her life, she has shown an uncondititma for her husband
and family, and this even on the white dragons’ dayudgement. It is
driven by that same love for them that Ariadneingly surrendered herself
to the dragons, so as to give life to the old legethat in which the
BaneHeart no longer smote the white dragons dowinfdught by their
side. Under the white dragons’ thrall, Ariadne hgwen up all
consciousness of herself.

Resources

As a dragonrider, Ariadne has the privilege of sts®j a powerful dragon,
whose faithful rider she is. Moreover, she now &e#ite white dragons in
their new struggle against the hunters of Raijuvaformidable foe, made
even stronger by her new status as a dragonridemvkapon is pledged to
defending her new masters. Leading the dragonsbiatite, she can count
on their unfailing support in case of need. In &ddj she still has the use of
the weapons and armour she carried over from tetrgsaa dragon hunter.

Special traits

As a white dragonrider, Ariadne has acquired nelssknd valuables ones
at that. Immune to the breath of white dragonsyeléas to some elements
including cold, she also has a mental link to theke now represents.
Obviously, she masters the art of riding these tarea perfectly. Her

appearance is unchanged from her previous lifeefor the expression of
her eyes, which are now cold and unchanging, dfla grey, almost white,

hue. She still retains the memory of her life phitden somewhere deep in
the recesses of her consciousness, but by now thidsealues have no

meaning for her. Her personality has also been ilyeaitered, as she

remains largely indifferent to the world around .h8he still carries her

superb suit of arnour made of noyrme and dragooaes, and her

longsword will prove as deadly as ever for those@wiould now stand in

her way.




Lifeline
1291 : birth in Raijuvak. Eldest son of the reveianeHeart
family.

1316 : raised as a warrior, already starts playnmple in the
defence of the capital. A brilliant future seentjnties ahead of
him.

1319: falls in love with Ariadne. Athnar joins Hate to that of
Ariadne, despite his father's disapproval.

1320 : father for the first time.

1325 : ascends to a seat on the council of Raijavik the death
of his uncle.

1328 : Athnar's father, Gorand BaneHeart, dies eithhaving
made his peace with his son. Ariadne takes hisepla the
council.

1329 : receives his weapons and armour: crownechcios.
1337 : birth of his youngest son.

1350 : at the end of the autumn, during the huntiangs, Ariadne
disappears. Athnar vainly tries to find her. Theltlest son takes
her place on the council. Athnar never truly reeexfeom this.

1351 : takes part in the defence of Raijuvak witle tther
hunters. Springtime come, leaves for the white amadpunt.
A momentous surprise awaits him there, as well Hfcult
choices.

Presentation

Heir to a line of ancestry that reaches back wejlamd the memory of man,
Athnar BaneHeart is the leader of the white dralgonters, the one towards
whom all will turn in times of need. Sitting on tlwuncil of Raijuvak,
alongside his elder son Asakar, he takes partandéifence of the summer
capital. Still faithful to the woman around whom has anchored his life,
Athnar has been afflicted by a terrible sense ditste ever since her
disappearance.

Character and motivation

Athnar was brought up in the spirit of his clargttbf the BaneHeart, whose
legends are many and handed down from generatigerteration. Married
to Ariadne, in spite of a father who never forgdme this act of exogamy,
Athnar has always hid behind his beloved, the tasler of the clan of
dragon hunters. But today, with Ariadne gone, lisfan him alone to lead
his warriors. Athnar dispatches with this duty, g heart is not in it
anymore. To those who have long known him, Athsaa ichanged man.
Walled within a boundless sense of sadness andHesseems to regret that
he did not find death with the one who gave meaningis life, Ariadne.
Nevertheless, he remains a staunch custodian dfatitions and legends of
his clan, a member of the old guard that watches Bwaijuvak.

Ressources

As a member of the council of Raijuvak, Athnar wilinfluence over its
decisions. And despite the fact that he doesn’trnand the same personal
reverence as Ariadne did, he can easily summon manyors at very short
call. As patriarch of the BaneHeart family, he caunt on the absolute
loyalty and esteem of over a thousand men, fiftysor of whom ride
dragonites. Athnar himself personally owns such teeds Although
Ariadne’s reputation outstrips his own, Athnar isnatheless known
throughout the lands of exile. Moreover, he alspyna special relationship
with the shamanic caste, to which he is linkedubtoa tacit bond of mutual
support.

Special traits

Athnar is a fearsome warrior who prefers battlehigth altitude, which
showcases his skill at riding his dragonite. He &raexcellent suit of armour
and shield, all hewn from the scales of a whitegdraand welded with
noyrme. His helmet has been crafted out of thelsiula young white
dragon. Such equipment gives him special protecigainst dragon breath
as well as cold, whether natural or of the magiuadi used by Dragiin. He
also wields a legendary sword, whose long bladsteél, noyrme and ice
would seemingly have been joined through the bre#th dragonite, and
whose handle would have been cut out of a dragboise, making it
exceptionally light. This equipment is the produgt the hard labour
contributed by the blacksmiths of Raijuvak. Nostalgnd sadness borne out
of the loss of Ariadne are the key elements to tstdading Athnar’'s
personality. To be with her, he went against theition of his clan and had
to sacrifice much. However, it is this sacrificeade for the sake of one
brave woman who took the head of the clan beforbracing a tragic fate
yet unknown to Athnar, which might yet enable tHeterdragon hunters and
their patriarch to rediscover their true naturet tf the lost history of men.




History
0: it is said that the BaneHeart wander the laoflexile, the
family torn apart.

310: some BaneHearts would have settled in Bedaat
Raijuvak.

547 : the BaneHearts are in Raijuvak and takeipatéfending the
city against the white orcs. The first dragon huake place.

700 : dragon hunting is now a yearly activity.
1305 : shamans join in the defence of Raijuvak.

1315 : for the first time, the shamans transforagdns’ eggs into
dragonites.

1319 : Athnar weds Ariadne against the will of Ga@aneHeart.
Father and son are no longer on speaking terms.

1325 : Athnar enters the Raijuvak council alongsitdefather.

1328 : Death of Gorand BaneHeart and end of theides within
the clan. Ariadne enters the Raijuvak council. Tdien turns
towards her.

1350 : at the end of autumn, Ariadne disappearssimaking part
in the white dragon hunt. She is declared deadchbydefenders of
the summer capital. One of her sons, Asakar Barrettislees her
place on the council.

1351 : defend the summer capital against the wdrite during the
winter season. The loss of their leader, Ariadeegruelly felt by
the defending force. Springtime come, the hunteedtonce again
towards the crest of the world. And as some huntisappear
without trace in the mountains, rumour spreads ahauysterious
knight riding a white dragon.

Presentation

Legendary defenders of Raijuvak, the white dragantérs take their
name from their summertime activity, the hunt fdrite dragons and the
capture of their eggs. These are later transforimddragonites by the
shamans. Long ago, in an immemorial time past wthenclan was still

nomadic, the BaneHeart rode the dragons instedijlaing them. But

those days are long gone and lost, forgotten hyTale dragon hunters
constitute a force of over seven hundred men uifiygr so dragonites.

Social structure and power

The dragon hunters are first and foremost a clannd by ties of blood,
the blood of the BaneHeart. Their contributiontte safety of Raijuvak is
of such importance that the council has grantemhttveo seats. These two
council members form the very heart of the clantilumost recently,
Ariadne and Athnar held this position, though inlity Ariadne was the
clan’s true voice. Unfortunately, she disappeasst Year, left for dead
and replaced by her eldest son. The dragon huaterslosely linked to
the blacksmiths and the shamanic caste.

Membership and recruitment

Recruitment is done primarily on the basis of lgeaFirst come the
children of Ariadne and Athnar BaneHeart. Thenoélthe nephews and
distant relations of this large clan which hasdivmn the lands of exile for
as far back as the memory of man can recall. Beythigl large and

prestigious clan, many are those who dream ofeadif adventure and
glory, spent tracking white dragons, riding on thack of clan

BaneHeart's dragonites. These outsiders are weldomihin the group,

but their dreams of glory may well never come to dieble boys to take
care of the dragonites, lancers to assist the hteaters or else mere
kitchen hands and camp builders... Only a selectvidiget to walk the

path they dreamed of, and often only through auftwis marriage into
the clan.

Activities

The group led by clan BaneHeart can boast of thadgservice it renders
Raijuvak during the winter season. And its roledpelling the onslaughts
of Draglin and his horde of white orcs is no slighte. Riding their
dragonites and clad in armour, the hunters aredovearriors. During the
warm season, the dragon hunters move towards grerhountain range
to the east of Raijuvak, the crest of the worldefehthey hunt the white
dragon, so as to steal their eggs and offer thethéshamans, that they
may be transformed into dragonites, faithful slateetheir masters. They
rarely venture beyond the feet of the mountaine fianters are assisted
by the shamans during these expeditions. In adylitiee bodies of the
vanquished white dragons are put to many uses.r T8edles make
excellent armour and shields, once welded in tharden forges. As for
the bones, they provide building material for atyfences. Their flesh,
salted for preservation, ensures the hunters’ ganduring the winter
season. The hunters play a crucial part in thendefef the city, but it is
closely linked to the other groups: the shamanshkdacksmiths, amongst
others.




Character : Asakar BaneHeart

Eldest son of Ariadne and Athnar, Asakar was the dmsen to take
over from his mother after her disappearance. Néwipduced into the
council of the winter capital, Asakar is not as fty proven there.
Though he is loyal to clan BaneHeart, Asakar isenibeless very close
to the shamanic caste. From their company, he ¢@srad a veneer of
arrogance. A great warrior riding his own draggnisakar considers
himself to be the natural successor to his mottga&tion and has been
preparing to become a council member for years.

Character : Aramard BaneHeart

One of the younger BaneHeart sons, Aramard is é¢ing likeness of his

parents. Even though he is still young, he commaadsof the hunters
since the disappearance of his mother. Despite togitribution to the

defence of the city and especially to the dragamtérs, he is as wary of
the shamans as his mother was, Very close to énfsa Aramard did

not bear the loss of Ariadne well. Aramard neveugét to hold a

position of power and stays as far away as pos#§ibfe the politics of

the northern capital council.

Preparations for departure are underway in Raijuvak
The tide of refugees coming from the south grovggéi each day. To
provide shelter for the civilian population, the miars free up
lodgings, which don’t bear much resemblance toduds anymore.
Knights of the order of Theobald move south, thidiecs of the army
of Caennyas return to their city of detachment. rifve have
transformed the capital, which takes an entireffedgnt complexion.
The groups leaving for the summer are busy in pegjoa for their
migrations. Young rangers have set up camp outbieeity, waiting
for their marching orders. Likewise for the dragmmters. The city,
caught between those arriving and those leavingffesvescent with
activity,

Many defenders of Raijuvak return home

The great departure takes place, ushering in adgfmenewal for the
city. The warriors evacuate Raijuvak. The knightsttee order of
Theobald go back and forth between Caennyas andsuhemer
capital, escorting merchant and refugee convoye. dlHer rangers
have trickled out of the city, most of them on th@vn. The army of
the white dragon hunters has assembled and maofhe@roups of
younger rangers leave for the mountains beyoncttinged lake, in
search of grey orcs. A number of barbarians go hiém. The
uniforms of the army of Caennyas can no longer éenson the
streets of Raijuvak. All those whose families agétled in the south
go to join them. Everyone tends to his own affadsly the warriors
who have taken their families in remain in the cHxcept for many
young rangers who stay by the side of the shamahsyhom

precious few have left.

The white dragon hunters leave Raijuvak

Asakar has taken his mother’s place and it is ifs¢ fime he leads
the full troops in ahunt. In spite of this, the tehdragon hunters
remain as united as ever. An army as black as dyenre of its
weaponry, and white as the dragon scale armour tthHtof its
warriors bear. Final preparations are complete tardtroops break
camp. Close to a thousand men, all in marching rordarrying
halberd and spear. A flight of sixty or so dragesits overhead, rode
by the most powerful among these warriors. The asrset for the
crest of the world. Ariadne is missed by all ani$,tithe first hunt
taking place without her in a generation, is deiddo her memory.



The dragon hunters strike camp

Three closely linked plateaus. The BaneHeart knwes tegion well

and have set up their rear camp here for years.tiblops followed

three separate routes which took them through thentain pass they
now overlook. Already tents are being drawn up.upsof archers
are slightly higher up, positioned in caves thatehbeen adjusted for
their use. The dragonites patrol above the encampride white

dragon hunters are back in their summer settingen® winds blow

on the camp and the temperature is reminiscenhefstorms of
Dragtin, bar the white orcs. It will take a full vikefer the men under
the BaneHearts’ command to set up camp. But agtisitreaching

fever pitch, the hunt is open.

The dragon hunters start scouting

By now, the camp is nearly fully established. Thbeamans

accompanying the hunters have raised a storm cayarradius of one
kilometre around the camp, shielding it from théemtions of the

dragons. Empty caves can be seen all around the fateaus where
the hunters have set up. Remnants of old dragors, laithose

inhabitants the hunters killed long ago. The numbkrmragonites

overhead has fallen drastically: the hunters atesoauting. In small

groups of three or four on their steed, they expltre surrounding
region, not daring to stray too far from camp &dtfiThey are looking
for dragon lairs. Flying at low altitude, they seeltt the inhabited
caves that form their preys’ usual refuge. Theyndo want to fight

them. Not yet anyway. Once a cave has been fohedroops will set

out.

Dramnard heads north, in pursuit of orcs

Riding his faithful steed, Dramnard plans to hathssblack orcs, even
though he knows he has much land to cover in orderatch up.

Flying at full speed towards the lands of silenBeamnard rapidly

notices that this vast territory has drawn backaals the ice palace.
No trace can be seen of white orc storms nor oehpursuing the
black orcs. Dramnard hesitates. Should he headrtiswihe ice palace?
If the rumours that abound on that accursed plagerae, he has no
hope of achieving anything there alone. Then, @a idomes to him.
«If the black orcs appeared at different locatianeoss the lands of
exile, maybe the dragon hunters will have encoedt¢hem on the
crest of the world? » Before heading back to Rafi\Dramnard thus
decides to make for the mountains.

Dragon hunters discover a lair

The hunters remain mounted. From the safety of antain hideout,
they stake out the grotto they have discovered. Qmger gestures
upwards, pointing to the sky. «It's the male! ». white dragon,
whose size doesn’'t exceed four metres, is swoopirmnd the
mountain before heading towards the grotto, underkieen eyes of
the hunters. « The female must be inside protectirgy eggs ».
Looking down towards the gorge that leads to tbéation, the men
assess strategic emplacements. « Our troops cad through here.
We would need to station archers over there ». furgers fly over
the region one last time before leaving. No sigamf other dragons.
« Let's go and warn Athnar. We have what we came fo

Ariadne makes her first appearance

Hunters are flying over the mountains at low attéu Ariadne has
spotted them for a while now and is relentlessfjkstg them. Her
steed knows the region much better than the hudterashich allows
her to operate undetected. The hunters finally lamt the
dragonrider chooses this moment to attack. Flyiogied a mountain
on the hunters’ path home, Ariadne blindsides thatrthe sight of
the huge dragon that she rides, the hunters aie-ptitken and one
of them is struck down before he even has timake bff. Following
the two others, she catches up with a first ancedes him with a
single strike of her sword. Reaching the second,dnagon brings
him down, spiraling groundward. A few metres frdme icy surface,
the dragon breaks fall and heads skyward againinigahe hunter
and his mount blown apart on impact.

A group of hunters is missing

Athnar displays his satisfaction, but must alsoehids concern. A
group of hunters has returned to inform him of lheation of a lair

they can strike at. The hunt will be able to starearnest at last.
However, another group is missing. What could haappened to
them? Have they simply been delayed? Were theyckeita by

dragons? « Not much chance of that. Not those ffikay know at

what altitude to fly. » From inside his tent, hendaear the wind
blowing over the camp. Asakar interrupts his musjrgringing the

outside cold in with him. « Father, the men aredyeto leave. »
Taking the helmet in front of him, Athnar puts it as he strides out.
«We can't leave them waiting then, can we? »

Dramnard makes a strange encounter

Interrupting her flight, Drizoney is the first toatch sight of the
strange figure. « Over there! ». Dramnard needswa fmoments
before he too can discern what his steed has béatm afar. A huge
white dragon, over ten metres in length, is flyimdpove the
mountains. A strange figure clad in white armouorisits back. Even
Drizoney is no match for such an opponent. « Lgke this one a
miss, eh? ». Dramnard agrees with his bronze disgsense of
caution. « Don't worry, Drizoney, we'll leave thisagon alone. But |
wonder what it is doing at such low altitude. » Tdwearf therefore
decides to give the white dragon a wide berth, eviibntinuing to
look for the dragon hunters’ encampment.



Chasing the white dragon

Athnar stands beside the scouts who located the Heom there, he
looks over his troops waiting in position. Takindvantage of the rare
times the dragons leave lair, the BaneHearts’ meve tbeen able to
deploy unhindered. The archers are spread out psagport the attack
of the dragonite riding hunters. A few men withbeats are also there
to surround the dragons in case they should coma do ground. Elite

warriors have climbed up to the very thresholdhef fair, ready to enter
it at any time. All of a sudden, the strong windmt®. The shamans
have signaled the beginning of the attack. Athfias towards the cave,
followed by twenty or so hunters who join his fitigh

Selected moments from a hunt

The young white dragon leaves his lair as soon esndtices the

dragonites. These disperse in turn as he bears davthem. Looking

around, he senses he has been surrounded by the.eBeer twenty

dragonites are eyeing him, yet do not attack. Degitb engage first, he
strikes at one of the intruders. He cannot seentie@ behind him

entering his lair at that very same moment. Hisoogmt breaks off and
the young dragon pursues him. Only then does h¢hsgemany archers
towards whom he has been drawn. The absence ofailmds them to

riddle him with arrows. As the white dragon flieswards them to

retaliate with his icy breath, he sees them takbuge white shields for
protection. The young dragon can only witness ktisr powerlessness.
Already another group of archers showers him wittovas and the

dragonites start their aerial assault. The whiggdn has no other option
but to flee.

An egg is found

The hunters enter the dragon’s lair as soon améie has left. The cave
doesn’t seem to be very deep and the warriors dfeir shields.

Following the walls of the cave, they reach théijeative: the female
keeping her eggs. She meets them with a blastrafdie breath, which

the hunters are able to deflect. The twenty or sa in the cave attack
the dragon, taking advantage of the confined spktve young female is
smaller and weaker than the male, but she figtitsdéiath, as the

BaneHeart know only too well. The battle is ovemimatter of minutes.
The dragon’s body lies on the ground, revealingptesence of an egg,
object of the hunters’ quest.

Like a mirage

Athnar can see his men as they appear at the nmfuthe white
dragons’ lair, safe, sound and triumphant. Swoopdiogvn over his
troops, he signals that time has come to leavethal is left to do is to
haul down the dragon’s carcass and the eggs thet re¢rieved. The
archers abandon position as the warriors starsp@ming their precious
prize out of the cave. The troops reassemble imgytiige, the dragonites
still keeping watch over the surrounding mountainss then that the
hunters come across a frightful sight. Not far pirched on a mountain
ridge, stands a huge white dragon, a full ten rseimelength. On its
back it seems to be carrying a human figure. Ahsudistance, none of
the hunters are able to distinguish that figureartye except Athnar.
« Ariadne! ». But already the dragon has takeraaff is moving away
from them.

Dramnard reaches the hunters’ camp

At last the son of the last dwarven king reaches tunters’
encampment, letting the heavy storm surroundinguide him. His
arrival sets off battle stations in the camp, the hunters soon realise
that this is no white dragon. Dramnard and Drizoleeyl on one of the
plateaus the hunters have settled on and waihfhtnters to come to
them. As he is waiting, Dramnard observes the sadimgs. « Judging
by the look of things, they must be BaneHearts.r@lee fewer men
here than | expected. Part of the camp seems emjftially, the first
hunters reach him. « Well met. | am Dramnard, enebthe dwarven
folk and I bring grave news. | seek to speak withn@ar. » The warrior
standing in front of him bears a dragonscale armeWelcome to our
camp. | am Aramard BaneHeart. My father is outilegdhe hunt, but
he should return soon. Do you wish to wait for himPhe dwarf nods,
but Drizoney is slightly uncomfortable. « Dramnatidese humans are
dragon hunters! Can we trust them? ».

Athnar’s decisions

Asakar and the dwarven envoy stand in front of Himthe comfort of
his tent. Dramnard has just finished recountinglfaek orcs forays into
Raijuvak and Murdighar. Athnar seemed attentive, lie mind was
distracted, always drifting towards Ariadne. « Asuycan see for
yourself, there is no trace of black orcs in theass. It does worry me,
though. Asakar, have a third of our troops readietive! They are to
return to Raijuvak with the carcass and the eginticipating his son’s
reaction, Athnar closes the discussion. « For ra#rits and purposes,
this year's hunt has been compromised anyway. dfest dragons get
involved, we are no match for them. Please leavenme ». His
decisions are hurried, so that he may immerse Himséis solitary
wonderings again. Alone with himself, Athnar resuendlessly to his
one obsession. « Ariadne, was that you or jugradnt of my mind? ».

Hunters return to Raijuvak

Aramard is boiling with contained fury. « Why thpsemature return to
Raijuvak? Why must we interrupt the hunt? And nafsll, why must it
be me that goes back there? My place as a Baneldelagte, in these
mountains! ». His troops make halt, the crest ef world already far
behind them. Over three hundred men are under iréstccommand.
The wagon transporting the dragon’s carcass anédgbes slowing their
progress down considerably. « Another few days aedwill be in
Raijuvak... And what will we be doing there? The om#l be long
gone anyway ». Overhead, a bronze dragon flied, dtawing
incredulous stares from the hunters, even thouglastbeen with them
throughout the whole journey. Observing the beastits rider as they
head towards the summer capital, Aramard pondessntisfortune.
« What has happened to my father? | should be bgite! ».

A night-time disappearance

Something broke inside Athnar last year when Areadisappeared. The
pain he thought he had buried deep within him solyjdgushed forth

again with the sight of that strange figure obsegvihem. Athnar is a
changed man. The difference might be subtle, andeh&inly tries to

hide his inner conflict from his men, but thoseseldo him should notice
it. Afflicted, his gaze seemingly lost in the hanig, the hunters’ leader is
now hesitant and unwilling to give his men theirraéng orders. The
sighting of that huge dragon has left them all iitgal and edgy, but not
so Athnar. « Ariadne... ». His only thought, his ohbpe. Waiting for a

calm night, the patriarch of the BaneHeart claresakis dragonite and
discreetly slips out of the camp, carrying enougbdf with him to last

for a number of weeks. « Ariadne, | will find yout!



Pandemonium among the dragon hunters

The whole camp is in disarray, disorder now préwvgilthroughout it.
Asakar is woken from his sleep by the noise confiegn outside his
tent. As he goes out to join his men, he notes daatn has not yet
broken but that pandemonium seems to have brol@se I the camp.
«What is going on here? ». The man he has calédooanswers him
with eyes downcast. « Athnar can’t be found ». Asakemains
incredulous for an instant, but when he entersfdtiser’s tent, noticing
that weapons and armour have gone, he has to Fecendrd facts.
Rallying all the men around him, he restores ortlier.one has seen the
dragon hunters’ leader since the previous ever8rgding dragonites out
to search for him, Asakar waits impatiently forittreturn, wondering all
the time what may have become of his father.

An auspicious sign of impotence

Aramard struggles to remain civil and composed wAkhar comes to
greet him at the gates of the city. « Dragon fléshall these brave
warriors tonight! ». Althar tries to cheer him uplzest he can. « So good
to see you again! If you're back for the black ortey must all have
been killed off in the storms of the realm of sdenAs you can guess,
you'll have to set up camp outside the city ». Aaaghcould see this
coming, indeed. Having given orders to strike cahgpthen heads for the
council chamber to be briefed on the latest dexisimken. The hunters
waste no time. They establish their camp and capvihe dragon’s body,
taking its scales to the forges. However, theyimarfer a surprise. When
they bring their hard-fought trophy to the shamanis not transformed
into dragonites. The egg is just left to sit initleanctuary, a symbol of
their impotence.

The BaneHeart abandon the hunt

Asakar tries to remain calm; he must lead by exangfter all. The

scouts he sent out return without any news of &isefr. The mantle of
command does not rest easy on Asakar's shouldess.when he took
over from his mother for the first time on the suemnhunt, Athnar

disappears and he is now left in charge of the evihaint. It is towards
him that the men now turn. An envoy from Raijuvas fjust left him and

is waiting for an answer. Bedorah has been libdrfxen the ices and the
summer capital’'s council is recalling all availabieops to take back the
ancient city and push the front against the whites.oLeaving his tent,
Asakar remains pensive, hopelessly casting to ¢hizdn. « To lead is to
take decisions and live with the consequences egethdecisions, isn't
that right father? ». Walking up to the Raijuvakey, he lets him know
of his decision. « The hunt is over. We returthi®summer capital ».

A senseless quest

Athnar knows these mountains better than any ofifés. Hidden in a
cave, he observes the comings and goings of theefsuaut looking for
him. Running from his own troops, what madness ddbét be? Thus,
Athnar prefers to wait for nightfall before headimigeper into the
mountains, in search of that one illusory visionAsfadne. So far, he
has not caught another sight of her, but he haestt hope. In the
solitude of his quest, he finds an outlet to thelifig that has taken
possession of his heart ever since his companisapgeared. It gives
substance to the black hole that has become kisdif will find you
Ariadne. Even if | have to lose my sanity ». Hiseguis indeed
senseless, and Athnar knows it well. How can hel finat dragon
without risking his life, without climbing to evereater heights? Soon
the hunters will give up looking for him and thevél be no way back.
Alone with himself, his flirt with madness can begi

o 1

What happened in Raijuvak ? What's the shamanses&How come Bedorah was freed ? What did thekbdacs were
seeking in the northern capital ? And what aboetsthuth ? What happened in Caennyas and Carcaidhatdthers schemes
are troubling the Lands of exile ? Discover itinlAvalanche.

2 1

Where will the mad quest of Athnar lead him ? Howl Airamard react to his father's disappearance feW® will Asakar’s
allegiance stands, caught between his own quegtcfeer and his family ? Will the BaneHeart's legacyvive the upcoming
clash ? Continue this adventure in the upcominigiehg part,Summer
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