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The Iron Wind isn't merely a force for destruction, but a force for life.
For creation! For change! All progress is gorm of change, all growth
a form of transformation. The Iron WiiN§ .v /'t the harbinger of our
destruction, but the shepherd of our & e guiding us, evolving us,

and teaching us a new way. A bette@vay

The Iron Wind bears no hate. Th’ern Wind bears no malice. There
is only change, for all, no mat{@\your creed or code. Embrace the
remaking and discover your(r@eoming.

—EXCERPT FROM A VASHIVOK SERMON
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Paying it forward
If you have any
ideas or create any
awesome artwork,
campaigns,
monsters or other
content based on
any of the works
herein, I fully
encourage you to
share them with
the rest of the
Numenera
community, be that
by creating your
own supplement to
sell or releasing
content for free
under the
Numenera Fan-use
License. The
Numenera
community is such
a great bunch of
people - it's great
to try and give
something back.

INTRODUCTION

The Ninth World is full of sights both terrible and wonderful. Impossible things are everyday occurrences
and strange discoveries await around every corner. When | first read the Numenera rule book, and later
the Ninth World Guidebook, | was excited by all the strange and wonderful things inside, the ideas and
horrors that awaited me as | ventured into the Ninth World, and the tools at my disposal to guide my own
players there. One of those ideas in particular grabbed me though. That idea was the Iron Wind.

The Iron Wind in the official books is described only in passing, not more than a few hundred words
dedicated to it. A terrible storm of ancient nanites that twist and corrupt anything they come across,
rebuilding things into whatever their mad programming instructs them to do. Flesh subliming into gas, the
air itself transmuted into living insects, the sand beneath your feet turned into screaming, sentient glass.
Such pure chaos, such destruction wrought through random creation - the idea captured my brain.

This book explores the Iron Wind, and in particular, it explores the larger consequences of such a thing
existing in the Ninth World. Within these pages yozswill learn more about the Wind, about the people who
live and die chasing it (or running from it) and 'ot\gjne broken people it leaves behind. This book isn’'t a
bunch of new rules to follow though, it's a set O\t¥ols and inspiration for running a game focused around
the weird and terrible chaos that only an Ir@\/vind can provide. If the Iron Wind is anything, it is pure
imagination made manifest.

| hope you enjoy this book and fing i’Qgreat inspiration for using the Iron Wind in your games. The
Iron Wind inspired me, now I'm pay@at forward.
ladace, (b‘

Andrew Montgomery-Hurrell
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HoOw TO USE THIS B§0K

Rusthaven is first and foremost a source of ideas, not rules. You should use this book as a source of
inspiration for weird and terrible things. Everything you see written in these pages isn't set in stone and |
encourage you to twist, warp and rewrite these words just as the Iron Wind rewrites matter. The creations
in this book are not here to replace your imagination, but to ignite it.

With all that said, there are a lot of rules, mostly in the form of descriptors and foci - abilities and
powers and the limitations upon them. Due to the nature of the Iron Wind, once again, these rules should
be considered fluid and malleable. No two 'lron-touched' are alike, even if they might have the same
corrosions. | encourage you to add a personal spin on every rule, an unexpected exception, a surprising
limitation or a shocking revelation. The Iron Wind is chaos made manifest - go a little crazy.

While Rusthaven is the name of this sourcebook, its main subject is the Iron Wind. Rusthaven is a focal
point for all the content, the eye of the storm. You don't have to use the town of Rusthaven at all, or you
can use it without any of the other Iron Wind content herein. Rusthaven is a showcase for everything Iron
Wind related, from corrosions and chaos, to exile and fear. You might find elements of Rusthaven
scattered across all the settlements of the Ninth World.

Many of the descriptions of people and attitudes circle back to a common theme in Rusthaven: exile,
survival, community. Not all of these subjects are easy to grasp or convey during a game and you shouldn't
feel pressured to try. Rusthaven works just as well for high adventure as it does for melancholy social
commentary. To reiterate, Rusthaven is a source of ideas for your game. As long as you are having fun,
you are doing it right.

Throughout this
book there will be
several callouts to

other pages or even
other books to help
you cross-reference
ideas and feed your
imagination.
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