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About the Cover
At Dark Child's Tower, hidden deep in the Gartharis Mountains, Jedakiah and his Ophidian allies surveyed the army they had engineered. Crea-

tures bred to kill in the crystal vats of Yagelan's Bluff; hybrids of chaos trained to destroy in the wildlands, preying on the innocent of The Realm.
The Chaos Mother had, through dreams and visions, guided Jedakiah to this day. With an army of Chaos he would lay waste to the weak and fool-

ish mortals of the lowlands, delivering to them the Chaos Mother's power and wrath. His army pleased him; it begged to be unleashed to begin its 
onslaught and, oh, how Jedakiah wished he could release these willing warriors...

But there was one, last task. The culmination of decades of study, manipulation, corruption and murder. The transformation of the Pure Beauty, 
Bria, into the Daughter of Chaos. A rite that would transform the sorcerer into the Son of Chaos and channel anew the abeyant powers of the Chaos 
Mother. With one ritual a new race of Gods, terrible and merciless, would be created. The Chaos Mother's rule would be restored and enhanced.

Then would his armies march.

March and kill, not pausing until The Realm in its entirety surrendered...
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Introduction: 

Book of 
Quests

T his is the first volume of an occasional series. It 
features seven connected scenarios forming a 
loose campaign. Each scenario is set against the 

backdrop of a fantasy region known, for simplicity, as The 
Realm; however the intention is that Games Masters can 
take some, or all, of the adventures from Book of Quests 
and slot them into their own campaigns without needing 
to use The Realm at all. Those Games Masters who do not 
have a developed setting for their games should find The 
Realm provides enough detail to act as a coherent back-
drop that can be developed and built on for future games.

Each scenario is complete, with non-player characters, 
diagrams, maps and handouts. They can played in just 
about any order although the sequence presented forms 
a natural arc with the characters becoming more deeply 
immersed in the nefarious schemes of the sorcerer Jeda-
kiah, leading to a show-down at Distaff Peak, the final sce-
nario in this volume.

Using Book of Quests 
as a Campaign

If you are intending to run Book of Quests as a com-
plete campaign we recommend that you read through all 
the scenarios to see how they connect and then plan the 
preferred order of presentation. Several non-player charac-
ters recur, so noting where, and how, they appear may be 
of importance.

You may also want the players to create fresh characters 
for The Realm campaign. Standard MYTHRAS rules apply 
and the following points are worth noting for character 
creation.

 ҉ All the basic cultures are supported, although Bar-
barian, Civilised and Nomadic are most suitable.

 ҉ The Realm is not magic-rich. Folk Magic is taught 
only through the different cults and regaining Magic 
Points can occur only at sacred and holy sights.

 ҉ Of the different magic systems found in MYTHRAS, 
Animism and Theism are the most apt. Sorcery is an 
ancient, long-forgotten and feared art, known only 
to corrupted individuals such as Jedakiah. There is 
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no inherent Mysticism tradition in The 
Realm although it can be introduced if 
Games Masters so wish.

 ҉ Membership of the Founding Four cults 
is recommended for some characters, 
especially if they want to wield magic. 
Cult details are provided in the chapter 
outlining The Realm.

 ҉ Character may also be members of the 
Order of Truth: see page 17 for more 
details.

 ҉ Non-human species exist but are rare. 
Dwarves and Elves are possibilities 
although Games Masters will need to 
develop a rationale for their existence 
and decide on likely locations for their 
homes. Minotaurs are a further possi-
bility: their herds are found in the south 
of The Realm.

Using Book of 
Quests in Existing 
Campaigns

If you are intending to use these scenarios 
in your own setting, a little work will need to 
be done to ensure compatibility.

 ҉ Geography, place names and non-player 
characters will need to be adjusted to fit. 
We have tried to keep specifics as loose 
as possible to make it easier for Games 
Masters to do this.

 ҉ Magic may need some adjustment 
depending on its use in your campaign. 
You may, for instance, want to increase 
the access some of the non-player char-
acters have to Folk Magic – or reduce, 
as appropriate.

 ҉ The cults of The Realm will need to be 
adjusted to fit those of your campaign 
world. The Founding Four are generic 
gods of trade, fertility, war and knowl-
edge and most fantasy campaigns have 
corresponding religions making transla-
tion easy. The Chaos Mother cult can be 
quite easily turned into any ‘evil’ cult or 
force within the campaign world.

Scenarios
The scenarios occupying 
the rest of the book are 
structured along similar 
lines. All necessary 
maps and diagrams are 
included in the main 
body of the text, and 
Non-Player Character 
statistics are provided at 
the end of the chapter.

We've presented these 
statistic blocks in two 
ways. Major Non-Player 
Characters have a full 
range of characteristics. 
Those that are likely to 
just be combatants or 
casual encounters are 
not presented with char-
acteristics - although all 
other pertinent details, 
such as Attributes, 
Skills and Conbat 
Styles, are there in full.
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