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Ever Forward
Welcome to the fourth volume of the Gloranthan
Classics. As before, I have endeavored to assemble
a related group of sought after Gloranthan material
from numerous long out-of-print sources. Herein
you will find a compilation of material from
Borderlands, Plunder, Runemasters, Nomad Gods, and
the RQ Companion, plus articles from Wyrms
Footnotes and Pegasus magazine. These sources
have collectively yielded over 300 pages
(re)printed together for the first time.

Like the previous volumes, working with and
reading this source material continued the flood
of sentimental and faded memories. My character
played in some of the scenarios from Borderlands
over 20 years ago and I finally understand some
of the perplexing qualities of my adversaries.

Once again, numerous artists have helped
bring new life to the text through their visual
contributions. Over 60 new pieces were needed to
bring the pages alive (and make my layout task
easier). They also work well in presenting the
material with a complimentary balance to all of
the classic art included. Special thanks is due to
Simon Bray, who allowed me to use much of his
Praxian art from the 90’s, and for drawing much
of the new art as well.

As for what comes next, it is with mixed
emotions that I have decided that the Runequest 2
material pipeline is now empty. While there are
still a number of supplements I have not reprinted,
they are not part of a potential fifth volume. People
have politely asked me about why the remainder
will not be reprinted and my reasons vary. As for
Militia & Mercenaries, Scorpionmen & Broos, Trolls
& Trollkin, and Foes, they only contain statistics,
often in a highly repetitive fashion. Most of my
readers desire access to geographical, historical,
or other Gloranthan background information.
Another category of product was reprinted in the
90’s. Thus, Wyrms Footnotes magazine, Apple Lane,
Snakepipe Hollow, and Troll Pak are still readily
available enough for me to see far less demand.

The three Soloquest supplements are set in
Glorantha, but few people have shown an interest
in them, at least not enough for me to justify their
reprinting. The originals can also usually be
purchased on the second-hand games market for
very reasonable prices.

While Questworld is still highly sought after, it
is not Gloranthan. Perhaps the Heroquest based
Questworlds game in the works will bring this back
into print in some fashion.

Lastly, there are a number of articles from
Different Worlds magazine that are worthy of
reprinting, especially some of the cults like Indlas
Somer and Kali, but tracking down and obtaining
permissions for all of the various authors is a
difficult task, even in the age of the internet.

Because I never like to see things end, I have
been discussing with Issaries Inc. the possibility
of reprinting a variety of Gloranthan geographical
information as a fifth volume of the Classics. The
core of this material would be from the Genertela
boxed set and the Missing Lands book. This would
allow me to combine those with the Holy Country
material from the Runequest Companion , a
wonderful article that I could never find a way to
thematically fit within any of the first four
volumes. Put this all together with a great set of
maps covering the whole of Glorantha and we may
be on to a wonderful final volume. Only time will
tell. Feel free to let me know if you would be
interested in such a book.

All told, the four volume series has spanned
over 1200 pages worth of classic Gloranthan
material. It’s been a pleasure and a privilege to
see this project come to fruition. Thank you for all
your support, and most specifically thank you for
purchasing this book.

Rick Meints
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WHAT’S IN THIS BOOK?

An Explanation
of the Parts

The original boxed Borderlands supplement contained
2 referee’s booklets, 7 separately bound scenarios, a 17"
x 22" regional map, play-aids, and inserts.

The Referee’s section contains notes on referee and
player functions, regional history, cultural/ecological
background for the peoples along the River of Cradles,
short studies of Duke Raus of Rone (holder of the Weis
Domain) and his family and servitors, geographical
information, magical items, and generic statistics for
natural animals and unnatural monsters in the area.
This book tells the referee how the land lays, giving
him, or her, plenty of ammunition with which to answer
player questions and elbow room by which to alter
scenarios or to create new ones.

The Encounters section contains the individual NPC
Statistics used in the scenarios as well as various
encounter charts. Monsters or NPCs specific to
particular scenarios will be found in those scenarios.
Statistics for Raus, Daine, and Daryli will be found in
the Referee’s Handbook section.

Scenario 1 – Scouting the Land
Scenario 2 – Outlaw Hunt
Scenario 3 – Jezra’s Rescue
Scenario 4 – Revenge of Muriah
Scenario 5 – 5-Eyes Temple
Scenario 6 – Condor Crags
Scenario 7 – To Giantland!

The map of The Domain shows the extent of the
duke’s River of Cradles holding, with the land to either
side from Vulture’s Country to Horn Gate, and from
below the Sun Dome temple to above Corflu. Routes of
travel should be plotted using this map. A reduced
version is repeated in the Referee’s Handbook.

The Play-Aids include two copies of the mercenary
contract that the player-characters have with the duke
and summaries of common knowledge, a copy of
Daine’s Map, and a copy of the map to the Fish Temple.

The scenarios are arranged so that they form an
extended adventure when played in sequence; any of
them can be used individually with slight adjustment.

Original Borderlands Foreword
This supplement is placed in the fantasy world of Glorantha,
in the region of Prax.

Included are seven connected tales designed for player-
character participation. Background data and other
information to assist the referee will be found in this book,
and in the companion Encounters book. The seven scenarios
are enclosed as separate items. The combination of data,
motivations, and rationales will assist the referee in running
a short campaign game allowing player-characters to interact
with local conditions between games as well as during the
adventure sessions.

It is presumed that one referee and several players will
be present.

Mixed groups of characters will  work best  for the
scenarios. An ideal party would include 4-6 medium-power
characters of 35%-70% skills  averages,  1-2 beginning
characters, and a single skills master to lead the party. Such
proportions will vary as the players do, but the relative
power of such a group should indicate the median around
which this product can be enjoyed as fully as possible. Too
weak a party will result in many failed expeditions. Too
strong a party will thrash the foes unrealistically easily.

Original Plunder Introduction
Plunder  is a booklet designed for use with the RuneQuest
role-playing game system. It provides a wide selection of
pre-generated treasures which can be used in a variety of
ways to simplify and shorten a referee’s tasks. In addition,
there is a section of exotic magical items which can add
flavor and atmosphere to any RuneQuest campaign. The
bookle t  i s  des igned  to  be  cons i s ten t  wi th  the  fan tasy
universe of Glorantha but the material can be used in any
RuneQuest campaign.

Original
Runemasters Introduction
This book contains 45 RuneMasters for use as non-player
characters (NPCs) in RuneQuest adventures. There is a Rune
Lord, a Rune Priest, and a Rune Lord-Priest for each of the 15
cults examined in Cults of Prax, a separate publication. The Priest
is a fairly skilled adventurer with an allied spirit, bound spirits,
and a number of Rune spells. The Lord is a tough adventurer
with mastery of a number of skills, an allied spirit, end bound
spirits. The Lord-Priest is a truly formidable foe, questing
toward Hero status, who has mastered many skills and Rune
spells, and who has an allied spirit and bound spirits. This book
provides for the first time a large selection of Rune level NPCs
fully filled out and equipped, ready to use in a scenario as a set
encounter or as a wandering encounter. Included is a new
RuneMaster character sheet and a ‘familiar’ character sheet.
The statistics for each RuneMaster are given in a straight-
forward manner so that most of the sheet can be filled just by
copying. Notes are included describing each personality and
other individual details, and a brief description of the
peculiarities of the cult.
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Overview of Play
The Adventures
An adventure is a series of events occurring during
an attempt to achieve a specific play objective. This
campaign has seven adventures of varying length.
One of these adventures may take one or more
sessions of play to complete.

Each Borderlands adventure begins with the
duke’s instructions and desires. These instructions
may be written in the duke’s own words and could
be read aloud to the players. Maps may be referred
to, copies of which may be handed out to the
players as the Referee sees fit.

After the initial instructions, the players will
want to outfit themselves with the right equipment
and question the referee for more information. The
referee should provide any information which
they feel the Duke or Daine are likely to know. It
is quite likely that they will have no information
after all, that’s one of the things that these
adventurers are hired for.

In the adventures,  following the Player ’s
Instructions are Referee Instructions,  which
make up the bulk of the adventure. These consist
of a series of encounters which are pre-planned
for both form and content. The instructions will
tell who is there (and where to find the Stats)
and also what their  presence is  supposed to
convey. Often the meeting is intended for
combat, and it will say so, but even then there
may be an ulterior motive by allowing a single
survivor to remain with a clue.

These encounters should occur in more or less
the order given, or the referee must be responsible
for loose ends.

There is latitude for flexibility. Parts of most
of the adventures are made up of random
encounters.  Referees should alter any of the
material as they see fit. Reviewing the complete
campaign will give a general idea of what such
changes may later prompt.

The adventures have no time limit, either in
sessions of play or days of the game. It is possible,
or even necessary, for characters to return again
and again to a trouble spot to remove the menace.

The Scenarios
Each adventure is prepared as a ‘hard-keyed’
scenario – one in which the data and statistics are
prepared ahead of time and intended to be played
out as given without any modification for the
relative size or the strength of the player party.

Referees should change what they want,
modifying the scenarios to fit special needs of the
party. The referee should not be forced into a mold.

Each scenario takes one or more sessions to
play. After they are over, the characters will either
settle down, contented mercenaries in the service
of their lord, or else move to further challenges.

The Plots
Scouting the Land – The duke sends the PCs on a
two-week riding tour about his domain. There are
several nomad tribes to meet, and their chieftains
should prove interesting.

A primary purpose of the adventure is to
familiarize the characters with the land. For this,
provide them with the domain map, or photocopy
the reduced domain map.

Outlaw Hunt – To secure his lands and keep
the peace with the Governor of Prax, the duke
must deliver proof that he has eliminated an
obnoxious gang of boat-raiding ducks from his
stretch of the river. One of their leaders wears a
jeweled eye patch, and this patch is the proof that
the duke and the Governor want.

Jezra’s Rescue – The duke’s daughter is
kidnapped, and everyone knows who did it. Off
go the adventurers to the tower of the tusk riders.
There is tough fighting here, so the player-
characters need a plan. But they can’t plan too long,
or Jezra will suffer.

Revenge of Muriah – Poisonous water, illness
of men and animals, misshapen tracks, and the
ruination of Weis. The duke sends help, but are
the player characters ready to take on broos?

5-Eyes Temple – The duke’s right-hand man,
Daine, has disappeared into the 5-eyes caves. Can
the players find him? Characters will need good
skills and planning to take on the newtlings in a
tight place where they know all the ground, and
have strange magic as well.

Condor Crags – The duke wants condor eggs,
and he won’t say why. This is an unusual chance
for players to sharpen up their Climbing skills.

To Giantland! – Now the duke reveals what those
condor eggs are good for. An overland journey along
the edge of unknown mountains to Gonn Orta’s
castle. Barbarians are the main danger here, but
watch for swollen rivers and human treachery.

A Subplot
The multi-adventure foes for the characters are
newtlings who have rejuvenated the ancient 5-eyes
temple. Their shaman has raised new spirits for
worship and magic, and organized the normally
independent bands of bachelor newtlings who
frequent the river.

Often these beings will be enemies of the
player-characters. Several scenarios will have them
in the background, sniping and harassing. Only
in the 5-eyes temple adventure will they be
encountered in force.

Referees should treat them as normally genial
creatures who are fighting for their toehold in the
world. They see the duke and his plans as a
catastrophic intrusion, and are interested only in
keeping power in the valley for themselves.

From the
Side of the Box
Prax is a
wilderness.Duke Raus is
out to tame a corner of it
for himself. Join him at
Fort Rone and earn fame
and fortune by
completing the seven
deadly missions he has
for you. Great rewards,
perhaps even the Rone
Sword itself, are yours
for the taking. This box
includes seven inter-
related scenarios to
advance the Runequest
adventurer further on his
path to Rune status.
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Region
During the Godtime
Before Orlanth slew Yelm and Darkness arose out
of the Earth to shadow the world, Prax was a
verdant and abundant land of plenty whose
inhabitants ate the fruits of the fields and
wandered where they pleased, friends to all.

With the Darkness, and Ernalda’s withdrawal
from the land, the peoples of the land met want
and starvation, and most died. To keep away the
Darkness, the folk called on Oakfed and fed him
the forests of the land to keep him alive. The Wild
Hunter, a rambunctious Air god, howled about the
plain, slaughtering all who crossed his path.
Eventually, the Devil himself arrived on his march
of conquest and met Storm Bull. Their long battle
devastated the land. One section of the plains died;
the rest was blasted by the energies released in
the struggle. But when the Spike exploded, a
fragment of that truestone center of Law pinned
the Devil to the ground and allowed Storm Bull to
make his escape. The Devil still lies under the
fragment, now known as the Block.

Then Waha was born from his mother Eiritha,
one of Ernalda’s daughters, and he brought the
Covenant of eaters and eaten to the people of Prax.
Certain animals, men and Morokanth, became the
eaters, and fed on those other animals, (such as
bison, impalas, high llamas, sables, and rhinos)
who could survive on the rough vegetation left
upon the plains.

After time began, the tribes of men and
Morokanth warred among themselves for the best
remaining spots on the plains. Losers were often
forced across the River of Cradles into Vulture’s
Country, an arid region more blasted and desolate
than Prax. In a few years, hardened by the life
there, the exiles would recross the river to raid and
harass their now-complacent foes, and then re-
establish their niche in the ecology of the region.

The War of the Gods
The War of the Gods began when the deities had
expanded to fill their allotted space in creation.
Although bickering began among the lower ranks
of gods about petty things, the conflict grew until
it encompassed the whole world. The universe
exploded into war, and in doing so brought forth
the deity called Death.

Tada was a wily superhero, and he was famous
for fooling Death, for there came a day when the
spectral god stalked into Prax to take away Eiritha.
A Son of the Storm Bull named Orani tried to fight
the god. He failed, and his battlefield has lain
blasted ever since.

It was Tada’s idea to hide Eiritha beneath the
earth. All of Tada’s people and all of the tribes folk
dug a great pit into which the goddess was laid,
and then the dirt was thrown over her again. When
Death arrived there was no victim to be found,
and so the goddess was preserved. Although she
can never again walk on the surface, she is able to
aid men even today from beneath the earth.

Ragnaglar came next to despoil Prax, but the
Storm Bull was ready for him, and charged from
the sky. He wounded the corrupt deity, driving
him to hide in Shadows Dance. The peace that
followed was short, however, for the Mad God
returned in time with even more potent allies
than Death.

The Lesser Darkness
Ragnaglar returned with Chaos. He allied himself
with the Devil, instituting the first of the
despicable trades of a soul for the evil powers of
the Lord of the Void. The Devil, a being of living
entropy, entered into the world with minions of
slimy creatures as his army. It was plain to all that
the Old Ways and order of the world were gone,
and the people girded themselves for war. The

History
of theof the

Nomad Gods
The earliest references to
the Plaines of Prax begin

with the arrival of the
Sons of the storm Bull,

answering a call for help
in destroying one of their
renegade cousins named

Ragnaglar. During the
God’s Age, before time
began, War and Death

first entered the world at
Prax. Ever since that

legendary time, the
natives have been

constantly embroiled in
selfish wars based on

feuds whose origins are
long forgotten. Ancient

civilizations once thrived
here, but were buried
forever under divine
barbarism, destroyed

with a hearty gust.

Sa
m

pl
e 

file


