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Esterliers Hollow
A familiar voice rings in the back of your 
memory. 

“Within the Esterliers Hollow, you will find 
the weapon we seek.”

Your assignment was clear, but the location is 
uncharted. There are so many chasms that you 
must have tripped and landed on your head. 

Echoes of shrieks and deep bellows fill the 
cavern. Feeling your way through the darkness, 
you come across a weapon...



Action  1: 
Your senses alert you to possible danger, remembering your Adept training, you consider your options. Cast a 
fire to shine some light in the cave. Use the silence of the wind to your advantage and cast a silencing 
ritual making your movements impossible to detect. Or you could enchant your weapon with lightning.

Fire Wind Lightning



Lightning Weapon
Sparks of electricity flicker from the end of your 

staff as a static aura fills the air. 

You notice a shadow scurry deeper into the caves. The 
enchantment must have caught the creature oǃ 
guard. Lifting your weapon, you aim towards the 
shadows. All manner of beast and insects appear to 
be agitated by the Flickering of your weapon. 

Slowly, you begin to continue forward. Using the 
light from your staǃ to travel on an old worn 
path. It leads you to a great chasm with a narrow 
bridge into what looks like a hidden passage. 
Something obscures the path however, are those… 
cobwebs?



Arachnid Matriarch



Spider Sense Tingling
“Beware of the Matriarch Spiders that lurk within 
the caves young adept. I would avoid stirring a 
nest of fangs.” 

You may have cornered the creature, but that only 
makes it more dangerous. The skittering of legs can 
be heard, but you can’t make out where it is hiding.

Echoes of screeches only make it more 
disorientating. Is there only one spider, or are you 
surrounded?

Suddenly, a twinkle of light catches the corner of 
your eye. Just beyond the webs shines an alter with 
some sort of artifact...



Action  2: 
Luck must be on your side, having already drawn your weapon, you initiate battle with the first strike. You 
can strike the ground causing lightning to surge through all unknown enemies. Shoot powerful bolts of 
Lightning randomly into the webs. Or overload your staff causing a targeted explosion where aimed.

Ground Surge Lightning Bolts Overload Explosion



Ground Surge
Electricity begins flowing through the very 

walls of the cave as you strike the ground with 
your charged staff.

Two giant spiders fall from out of the shadows as 
they coil from the pain. Though stunned, the attack 
didn’t appear to kill the creatures. 

A hissing noise grows louder in your ear. Another 
spider dangling in the air from web was completely 
unaǃected! Caught oǃ guard, you are knocked back 
by the arachnid as it lunges towards you. 

Trapped in the middle of the bridge, you are now the 
one on defense...



Action  3: 
The battle with the Arachnid Matriarchs isn’t over yet! Cast an instant Fireball at the attacking spider and deal with the 
injured two? Most apprentice spells are defensive in nature, perhaps you can enhance your speed with the wind to escape 
past the stunned spiders? Or cast an Ice Armor that will decrease damage taken and prevents Poison... 

Fireball Speed of the Wind Ice Armor



Fireball
The very air around your attacker begins to engulf 
in flames as a ball of fire shoots from your staff. 

Writhing in pain, the fire appeared to be eǃective. 
Now the cave glows from the burning corpse of the 
spider and the echoes of it’s shrieks fills your ears. 

Turning to face the remaining spiders, you noticed 
that they have come to their senses. Preparing 
yourself for the battle, you realize that last spell 
nearly drained your Mana. 

Sixteen legs begin to creep towards you cautiously. 
One is preparing its fangs for a strike, while the 
other seems aware of the danger...



Action  4: 
Unable to react fast enough, you feel the fangs of the arachnid sink into your lower left leg. Falling to the 
ground from the force of the bite, the cautious spider begins to wrap your legs in webbing. You can form a 
Blade of Ice and attempt to fend them off physically. Blast a Gust of Wind to break free of the fangs. Cast a 
blinding light to attempt to stun your attackers and buying you more time.

Blade of Ice Gust of Wind Blinding Light



Blinding Light
Intense flashes of light emanate from your staff 

as you charge it with the last of your mana

Confused and disorientated, the arachnids back oǃ 
slightly. The spider at your feet quickly scurries oǃ 
and away from the battle. Leaving the other to face 
you alone. With your legs bound in web, you are 
running low on options. As long as you channel 
the light, the spider appears to remain blinded 
though.

Perhaps, now is your time to strike. Then you begin 
to think back to what could be in your satchel. The 
employers must have known these creatures would be 
a problem. With your free hand, you reach into the 
bag...



Action  5: 
Before venturing into the cave, your employers gave you a satchel of supplies to be prepared. You can use a 
Mana Potion and restore your fighting abilities. Knowing their weakness, the employers must have given 
you a Fire in a Bottle spell. There is also some sort of necklace that appears to glow with your touch...

Mana Potion
Only Slightly Bitter

Fire in a Bottle
Don’t Drop!

Glowing Necklace
Must have some use?



Fire In A Bottle
I was carrying this around the whole time and nobody 

told me!? 

You hurl the mixture towards the blinded spider, shattering 
the glass on impact. Flames quickly begin to engulf the 
arachnid. Screeching in agony as it burns, the creature falls 
before you. 

Safe for now, you hasten your struggle to unbind your legs. 
The cave grows eerily silent once more, and all you can hear is 
the crackling of the embers beside you. Freeing yourself from 
the web, the adrenaline of battle wears oǃ. A sharp pain shoots 
up from your injured leg. 

You must press forward, but this wound slows you down. Using 
your staǃ as a crutch, you limp your way beyond the path 
ahead. The corridor behind the thick webs appears to be some 
sort of room. Worn and decrepit furniture litter the inside. 
Then you notice an old table with something on it...



Action  6: 
I think I found the treasure they were looking for, but I’m not sure what they actually want. These three 
items resting on the table appear to be some sort of ancient relics. A stone pyramid with some etched words 
on the side. A lightly glowing tablet with a Rune carving. Or some really old and worn tome...

Stone Pyramid Etched Runestone Ancient Tome



Ancient Tome
Stains and dust cover this leather bound tome. 

It might hold secrets of ages past.

Reaching for the ancient tome first, you feel as if 
there must be something important within the 
pages. After securing the book in your satchel you 
begin to reach for the next relic. 

That is when you notice a set of giant, hairy legs 
inching towards you. Could it have been the spider 
that fled earlier? You think, backing away slowly.

Suddenly even more legs begin to lurk from out of 
the shadows. High pitched hissing echoes throughout 
the chamber now. It looks like you have also found 
the nest...



Action  7: 
As if being called to use the Ancient Tome, you reach within your satchel once more. Blindly opening the 
pages, you look for a spell to cast. You have never heard of any of these spells, but they appear to be offensive 
in nature...

Ice Breath Soul Fire Call of Thunder



Soul Fire
Fire courses through the entire cave engulfing 

everything in sight

Three hooded figures await outside the entrance. Startled by 
the sudden burst of flames, they only stare into the darkness. 
One enters cautiously…

The motion of being carried forces you back to consciousness. 
For a moment, you can hear the others whispering. “Yailin 
Cindersurge, creator of the Ashbeast.” one proclaims to 
another. Then the one carrying you taps you on the back.

“I see you’re still alive adept? Your reckless actions nearly got 
you killed!” he says. Each thought burns in your head, and you 
only grumble motionlessly in an attempt to speak.

“Powerful mages often deposit relics this way to protect their 
interest. It is usually up to future generations to seek out 
such knowledge. You will become a skilled Elementalist in 
time. Now you must rest...” 



Chapter 2
Nearly a week passes as you recover from your 
trip to the hallows.

After a few days of studying its pages, the 
elders return the book to you. Much of it is 
written in some language you can’t read. 
However, the bits you understand have helped 
your powers grow tremendously. 

Our group has been slowly climbing the 
mountains, but you are not sure as to why. The 
area is neutral territory, but that is only due 
to the orcs...



Lurking in the Shadows
Your studies of the book come to a halt when 

you hear a creak from the floor.

Something or someone is sneaking around your 
hut. Cautiously getting up from your bed, you peer 
into the shadows. A pair of glowing blue eyes stares 
back at you. 

Standing motionless, the very world around you 
seems to have stopped. Making the first move, the 
hooded figure lifts it’s finger to its lips. As if to 
motion you to remain silent, you consider what 
you should do...



Scenario 2 Action 1: 
The hooded figure and you lock eyes for what seems like an eternity. It is time for you to make a move...

Call for Help Remain Silent Grab Staff



Grab Staff
Without hesitation, you immediately reach for the 

protection of your staff 

The hooded figure, using your distraction, quickly 
maneuvers around you. Before you have a chance to aim 
your weapon, you feel a blade pressed up against your 
throat.

“You aren’t very bright are you?” a gentle voice calmly 
whispers in your ear. “I’m not here to kill you. Shh...”

Slowly directing you outside, your attacker pushes you out 
the door. As quickly as they appeared, they dissapear back 
into the shadows.

In the distance, the clattering of hooves can be heard. 
Sounds like an army is riding my way...



An Orcish Encounter
Shouts of commands and torch light 

surround our encampment

Now you are faced with what seems like dozens of 
angry Orcs. Often considered brutish and barbaric, 
they typically keep to their own territories. 
Something must have got them up in arms. Other 
mages and a few elders also make their way outside 
to confront the group.

“Chieftain Zuzzath searching for Elf girl!”, one of 
the riders shouts. “No want trouble with Magic, just 
give us girl!”

The situation is getting tense...



Scenario 2 Action 2: 
Orcs are not known for their mercy, and don’t typically use magic. Perhaps they are not prepared to deal with 
our power? I can try to persuade them by casting a bright light and showing that no Elf is here. I can assist 
the orcs and cast a revealing spell for her location. Or I can attempt to intimidate the orcs into simply 
giving up their attack...

Persuasive Beacon Reveal Location Intimidate Orcs



Persuasive Beacon
Recalling your time in the Hallows, you cast a 

familiar spell

Light from your staǃ fills the area. There are eight orcs you 
can see, three on horseback and five on foot. Thinking 
quickly, one of the elder mages raises their hands 
peacefully.

“There are no Elves here, we are but a small school of Mages 
on our way to Bukose. Please, we seek no quarrel as well.” 
the elder lectures. Only whispers and grunts are returned 
by the opposing Orcs. Suddenly, a loud howl can be heard in 
the distance. 

“All Mages stink of lies! Our Worgs find Elf here!” yells 
the leader of their group. It appears that they are not 
going to be leaving anytime soon...



Mountain Orcs



Scenario 2 Action 3: 
As if waiting for a que like this, several of the Orcs begin to raid. The leader rides off towards the direction of 
the howl, but two massive clubs are heading straight for you. Immolate a single attacker with a large burst of 
fire. Set an Ice Snare to trap the assailants. Or cast Static Overload, increasing the fighting capabilities of 
your allies...  

Immolate Ice Snare Static Overload



Ice Snare
A cold mist circles the charging Orcs. They 
stumble to the floor as their feet become 

encased in ice.

You feel a tug at your arm. One of the elder mages is 
begging your attention.

“You and the others must get to safety, let us deal 
with these beast!” he yells. The sounds of chaos and 
confusion can be heard amongst the fray. You begin 
to desperately search for a way through the 
rampaging Orcs. That is when you see a flash of a 
familiar blue scurry past.

It is that hooded Elf woman they were looking for 
being chased by an Orc...



Scenario 2 Action 4: 
The Orc must have recently flushed her out of hiding. I can assist by launching Ice Shards and try to knock 
the beast down. I can taunt the Orc into facing me instead. Or I can simply let loose a Lightning Bolt to 
damage both of them.

Ice Shards Taunt Lightning Bolt



Ice Shards
Shards of Ice shoot forth from your staff. The 
force of the spell knocks the chasing Orc off 

balance

Without hesitation the hooded figure continues to flee 
from the battle. Then you feel a bone shattering force 
strike you from the side. The impact from landing on 
the ground also steals your breath away. 

It was one of the Orcs you trapped earlier. They must 
have broken free from the snare. Your eyes are barely 
understanding what they are seeing as the foe raises its 
arms once more to strike.

This is it, you think, this is how I die...



Scenario 2 Action 5: 
Leaping into the fray, a fragile looking Elf woman quickly deflects the Orc’s blow… 

Eye Gouge Poison Blade Volley Shot



Eye Gouge
The Orc lets out an unsettling howl as the Elf 

removes her blade from it’s eye

Staggering to your feet, you shuǅe past the blinded 
Orc now flailing their club violently. Your new ally 
grabs you by the arm and begins to lead you again.

“This one looks angry!” she proclaimed pointing 
her dagger at the beast who was chasing her. “Got 
anything in that bag of tricks?”

Though you may have knocked it down earlier, the 
Orc is back on their feet and charging after you. 
Struggling to keep up with the woman’s pace, you 
clench your staǃ. 



Scenario 2 Action 6: 
Sensing your chance to act, you consider your options. I can quickly Scorch the one chasing us and deal with 
the blind one. If I had some time to channel my Mana, I can attempt to freeze and Shatter both of them at 
once. Or, I can send a Ball Lightning towards them and hope the shock can stun the two...

Scorch Shatter Ball Lightning



Scorch
Lava like flames spout forth from your staff. The 

Orc falls to its knees as its flesh melts away 
instantly.

You can feel the intense heat from the spell nearly 
consume your body. For the first time since 
discovering your gifts, you fear losing control.

“That’s enough!” your Elven ally proclaims, as she pulls 
you away from the scene. “The others will be here soon 
if we don’t get out now!”

The duo hastily make their way through the mountain 
pass for what seems like hours. Every now and then you 
catch the sound of grunting Orcs and howling Worgs 
giving chase. Without time to wonder about the group 
left behind, you simply continue to run...



Chapter 3
Dawn is breaking and the two of you have 

been running through the night.

In the distance you can see that the Elf is leading 
you to some sort of wall. Perhaps a barricade 
erected in ages past to keep out the Orcish hordes.

“We can lose them through here.” she proclaims. 
Following an old weathered path, you come across 
an opening. 

It reveals an intricate network of hallways and 
rooms that appear to have been abandoned for 
decades.



Sharing the Loot
Finding a moment to rest, the elvish woman 

drops a satchel on the floor.

“Before the Great War, this was the border of my 
people’s homeland.” she admits. “Most of the Magi 
relics still here may help us or just as well kill us.”

The fall of the Order of the Magi was long before you 
were born. Your curiosity turns your gaze to the bag.

“This is pretty much all I have left. Dig through it 
and see what you can use.” she tells you while 
stealthily searching the surroundings. 



The Labyrinth
Echoing in the distance are the snarls of your 

chasing party.

“Further in the catacombs we go then.” 
proclaims your companion. “There are a few 
routes I know, but be prepared for a fight.”

“Its not stealing if it belonged to us once right? 
Orcs just like to hold a grudge!” she finally 
acknowledges as you both trek deeper into the 
maze.

Clutching your staǃ, you follow her lead. Trying 
not to disturb the cobwebs and dust, you come to 
a fork in the path...



Scenario 3 Action 1: 
It looks like there is a hallway filled with cells and chambers to our left. We can go above ground and deal 
with what stalks on top of the walls. Or it sounds like there is activity below in a fire lit mine shaft...

Prison Ward Scale Walls Mine Shaft

 



Scale Walls
Your companion begins to slowly climb the 

jagged stone walls.

“I prefer not being trapped in a cage.” she explains 
as you both start ascending. “Just don’t make any 
loud noises.”

The top of the ramparts are covered in overgrown 
vines. Even though day is breaking, the canopy above 
blocks out most of the light. Cautiously making 
your way through the overgrowth, you can’t shake 
the feeling that something is watching.

“Not much farther, and we will find my village.” 
she whispers. Suddenly you hear a twig snap and the 
caw of some birds fly oǃ in the distance...



Scenario 3 Action 2: 
Your companion completely halts, and you get the feeling that you should be getting prepared...

Poison Weapons Draining Aura Stealth Mode

 



Stealth Mode
You both scurry to edge of the wall and into 

the protection of the overgrowth shadows

You can hear a massive thud with every step the 
creature makes. It must be huge, but very slow. 
The ground begins to rumble and the leaves above 
thrash about. Whatever is out there is on alert 
and searching for something.

Peeking above the stone you finally see what 
appears to be a large moving tree. Could it be one 
of the fabled Treants of the forest?

Your companion’s eyes reach yours for a moment 
and you both nod in agreement... 



Forest Treant Ulmild Sonoris



Scenario 3 Action 3: 
Readying her bow, you can sense the Elf is waiting for your decision. Let her take the lead with an aimed 
Critical Shot? I could use my new Elementalist powers to engulf the creature in an Inferno. Or we can work 
together and I can enchant her arrows with a magical Flame.

Critical Shot Inferno Flame Arrows

 



Flame Arrows
Instinctively, the two of you sync your focus 

and a magical flaming arrow is released 
towards the Treant

Silently striking the target in the upper branches. 
The creature looks visibly confused as the leaves 
catch fire. “I think that is just going to piss it off.” 
says your ally as you both look for another solution. 

Then the floor beneath you begins to crumble. A low 
pitched roar emanates from the Treant. Roots from 
below the wall have breached the foundation. 

You don’t have time to think as you feel the 
sensation of falling...



Scenario 3 Action 4: 
A stone form may prevent damage from the fall, but leaves you vulnerable. Elves naturally have faster 
reflexes and with some help of a wind spell, you may be able to lessen the impact. Or, you can sense your 
power to control the elements want to consume you...

Stone Form Graceful Fall Control Nature

 



Control nature
It feels as if the very elements are ripping you 

apart. Your mind drifts off into a serene 
light...

As if to be gently placed by a benevolent force, 
the Elf Rogue lands gently on the forest floor. 
Turning to the carnage, she has to shield her eyes 
from the heat.

The mages body is consumed in stone and flames 
now. She watches in horror as it mercilessly 
incinerates the ancient Treant.

You must put a stop to this, before the whole 
forest is consumed...



Scenario 3 Action 5: 
Humes always had trouble controlling their own mana, yet alone those of the elements. I can just flee the 
forest and let nature take its course. I can try to put a stop to this myself, and shoot an enchanted arrow at 
the atronach. Or I can call for beastial aid...

Flee Forest Enchanted Arrow Beastial Aid

 



Enchanted Arrow
Calling to your ancestors for spiritual 

guidance, you release a magical arrow towards 
the rampaging Atronach

In a burst of thunder and wind, the arrow strikes 
the target. You get thrusted to the floor nearly 
instantaneously as the energy is released. A sudden 
burst of mana ripples through the area.

Only the sounds of the canopy burning can be heard 
as your eyes begin to focus. The swirling storm 
clouds above are dissipating and the area is calm. 
Turning to the direction of your ally, you notice 
his body laying on the forest floor. 

That’s when you hear a high pitched horn call...



Enclave of the Shattered Moon
Before the age of war, the elements were not 
at odds with our people. These Humes brought 

this devastation upon themselves...

You simply know your sisters won’t stand for 
this mage. Especially one with such reckless 
judgement. However, you sense that this being 
will have some value in your future.

“He can not be allowed to stay here. Not for the 
death and decay he has brought to our land.” the 
Enclave whispers. “Other Humes will naturally 
seek this power. He will bring the war directly to 
our doors. You must take him to his people.”


