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marks of the Temphis runes as they correspond to

their Roman counterparts. The second row shows
the letters in their proper “alphabetical order” as used on
Uresia: vowels (or Songs) first, followed by the whispering
(feminine) runes, the shouting (masculine) runes (also
called the Dukes), and then the lesser runes.
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Note that there’s no real equivalent to the letter C in
the Temphis runes. The symbol corresponding to “C”

is named Chesra (1), the feminine partner to ‘J” (Duke He
Jezra, 1), and it is equivalent to the “ch” in cheese, chan-

nel or chutney. Any other Roman use of the C is replaced

by Sora (corresponds to S) or Kesra (corresponds to K).

The final row shows the numeral glyphs and punctua-

tion. The basic Stop corresponds to the period, comma

or semicolon; it’s used to represent any sort of break or
pause, typically with a space before and after it, between
each sentence, like so:
~ 3 off ~ efas ™[ effe™> .
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Question and exclamation/emphasis marks are placed
directly adjacent to text on both ends. So, the question,
“Where is the chalk?” would be inscribed thus:

=Y UMY J% J_U 4d+2~
A Fantasy Alphabet and Oracle
Children in Uresia are taught the difference between the by S. john Ross
question-rune and the emphasis-rune with a simple mne-
monic: the exclamation is like a tiny face, its mouth open With font-testing and creative input from the
in surprise. The question-rune is that same face, turned Cumberland Fire-Eaters: Steven A. Cook, Greg
upside-down in helpless confusion. Keck, Shawn Lockard, and Liz Rich

Songs, Dukes, and Others

The “alphabetical order” of the Temphis runes differs from
our own, but the order has particular meaning in Uresia,
where the distinction between a voiced and unvoiced
consonant has magical significance.

The first six runes, the Songs (vowels) are the considered
the most powerful, and they’re certainly the oldest, judg-
ing from pre-Skyfall ruins adventurers have been pulling
old pots and swords out of. The Songs are considered
both “male” and “female” in nature.
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The second set of six runes, the Whisperers, are feminine,
and associated with darker, more secretive imagery

than any other runes. They are all unvoiced consonants

- sounds made with air across the lips and tongue, but no
tone from the throat.
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Each of the Whisperers pairs directly to its counterpart
among the next six runes, the Dukes, also known as the
“Shouting Runes” — a dramatic overstatement of the fact
that these, by contrast, are voiced consonants. Each is
considered the masculine “master” over its Whisperer
counterpart, and these runes are broadly associated with
daylight, and overt, honest action.

The remaining runes (Woda through Qalik) are the
Lesser Runes. Unlike the Whisperers and Dukes, the
Lessers aren't assigned a gender, but unlike the Songs,
they aren’t assumed to include both genders, either. The
Lesser runes are entirely neuter, and considered weak,
as runes go, at least on their own. In both fortune-telling
and rune-carving sorceries, these runes bind and weave
other runes together, a kind of “mortar” to the greater
sigils’ “bricks.”

Writers, Runecarvers, and Oracles
E VERY MAJOR URESIAN island uses the Temphis

Runes in some way, with only minor regional

variation to the glyphs. While the languages of the
kingdoms differ, they use similar enough sounds to make
the runes a nearly-universal link between the Uresian
tongues. Most also use the runes for magic, although
methods differ.

Birah and the Volenwood: Both lands prefer Nandrée,
the ancient script of the Elves, to render their language,
though in the Birah cities, at least, every citizen is familiar
enough with the Temphisian Runes to make use of them
— a remnant of the Koval Empire’s influence. Use of the
runes for magic, here, is unusual.

Boru: Boru uses the Temphisian Runes for writing, but
only a little for magic, preferring their own native sorcery-
glyphs the High Dreamer claims they stole from a ruined
hall of Heaven.

Celar, Dreed, the Elu Islands, Koval, Rinden,
Sindra, Temphis, Winnow, and Yem: In these lands,
the Runes are prominent, forming both the basic written
alphabet and a complex body of potent magical lore.
These nations include both runecarvers and practitioners
of the Sindran Oracle, a system of rune casting (shotgun-
wedded to Sindran astrology and spliced onto some
corrupted Dwarf traditions as well) to divine the future
and more clearly understand the present.

Helt and Lochria: These are the only lands where

the runes see virtually no use as a written language (the
Heltish script resembles claw-marks), but runestones are
still valued as enchanted items, and rune carving is com-
mon - blending the Temphis Runes with local magic.

Laéch and Orgalt: In the kingdoms of the Dwarves,
the runes are both alphabet and highly-respected magical
symbols, so much so that even common writings are
often composed with the magical significance of each
rune considered. Orgalt is the homeland of rune carv-
ing as a form of enchantment, and Ladch carries on the
tradition. Sindran-style rune casting is unheard of, here:
the Dwarves cast the runes, but in different patterns, and
using their own preferred interpretations.

The Songs

Name: Abra, The First Song 43N d

Keyboard Egivalent: A
Notes: The rune of the Koval Empire

Abra is the primal form, and most scholars consider this
Song to be not only the most powerful rune, but also
the oldest. Carved examples of Abra have been found
in pre-Skyfall ruins containing no other recognizable
glyphs. Among the Dwarvish runecarvers of Orgalt
and Ladch, Abra is the rune of creation. When used
by Sindran oracles, Abra represents ambition, creative
energy, and ego.

AN

Name: Uaju, The Second Song 2432
Keyboard Equivalent: U
Notes: The sigil of Sindran sorcerers

Uaju is presumed to be nearly as ancient as Abra, but
there’s very little evidence to support the notion. It’s been
found in pre-Skyfall ruins, but only carved near other
examples of the full set of runes. It represents control of
what has been created, will made manifest through skill or
knowledge. The Dwarvish runecarvers carve it as the rune
of raw power or sorcery. In the Sindran oracle, Uaju is the
rune of desire, longing, and leadership.

\

Name: Ezarn, The Third Song U€¢dMk
Keyboard Equivalent: E

Notes: The royal rune of Yem, and the personal sigil of
Lord Fhario, a famed pirate king of the Elu Islands

This rune is ubiquitious as the sigil woven into the robes
of Yemite necromancers, often in semi-ethereal threads

of enchanted silver. So, most people assume that it is the
Song of death or decay. Rather, the rune signifies learn-
ing, development, and growth. The dwarves call it the
Rune of Wisdom, and carve it into crowns to insure that
their kings will carefully consider decisions. Sindran seers
associate Ezarn with the qualities of kindness, charity, and
the tendency to acquiesce.
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The Whisperers: The Tale of Flori
341474

Sora (33M4, mapped to S), Féal (AU4d¥, mapped to F),
Chesra (AUXH4, mapped to C), Poros ({(*H-%, mapped
to P), Kesra (UXM4, mapped to K) and Toloss (3% §,
mapped to T) tell the tale of Flori, a mythical girl from
before the Skyfall who, according to legend, became the
world’s greatest thief and liar, and who seduced every
king in the world. She died on a secret island of her own,
surrounded by her wealth.

Sora, the first Whisperer, represents Flori’s childhood in
the Forgotten Port of Xan (Xan is also a lesser rune; see
below). It represents water, darkness, and silence to the
rune carvers. In the Sindran Oracle, Sora is associated
with self-consciousness, sadness and sympathy.

Féal, the second Whisperer, represents the deluge that
destroyed Xan - a flood brought on by a terrible storm
when the Sea Dragon fought Bortak and Nasho, the
gods of the whale-hunters. Flori survived, but her family
didn’t. It represents the violence of nature to the rune
carvers (it's carved on King Thorvald’s axe, which strikes
with the force of lightning), but also isolation (which is
why the axe can also let Thorvald travel invisibly). The
Sindran Oracle focuses on the second interpretation,
associating Féal with separation, isolationism, loneliness,
and sincere reflection.

Chesra, the third Whisperer, is called Flori’'s Awakening,
and it represents her years as a wanderer, learning the
trade of the thief and the skills of the seductress. This was
her life of happy adventure, and the last time she would
make any real friends. The rune carvers use Chesra as

a symbol of skill and craftsmanship (like its counterpart,
Jesra) but with connotations of unfairness — “the rune

of special advantage,” the cheating rune. It is also the
symbol for sex. In the Sindran Oracle, the rune represents
sensuality, friendship, and desperation.

Poros, the fourth Whisperer, tells the tale of Flori’s first
great achievement — the seduction of King Bacho (almost
certainly not his real name, just a reference to the rune’s
related Duke) — who loved her so much that he rebuilt the
port of Xan for her, giving her a home again, but devoid
of the lives she grew up with. Flori is said to have wan-
dered the streets of New Xan each night, searching for the
ghosts of her family. Despite Flori’s failure to find them,
the rune carvers still find that this rune’s power is stron-
gest for communication with spirits (and recently, they've
found it is strong for communication among the living, as
well). In the Oracle, Poros is the rune of maturity, experi-
ence, and the loss of innocence and wonder.

Kesra, the fifth Whisperer, speaks of the abandonment of
Bacho for a spree of new seductions spanning all the old
empires of pre-Skyfall Uresia, and a series of outrageous
related robberies (in one tale common in the Rindenland,
Flori is said to have picked the pocket of Mlaatuk, the
Sun God, not realizing that Mlaatuk’s pocket is where he
kept the moon during the day — she returned it to him,
embarrassed by her only serious miscalculation, and
never robbed a god again). This is the master rune of theft
and deception to the rune carvers. In the Sindran Oracle,
Kesra is the rune of freedom, dishonesty, and wanderlust.

Toloss, the sixth Whisperer, is the symbol of Flori’s death,
alone on a secret island of riches. King Bacho is said to
have arrived in a rainstorm that same night, wearing a
tattered cloak, having given up his kingdom to search

for her all his life. He found her dead, and his weeping
flooded the island and sank it forever beneath the sea.
The rune carvers employ it as the rune of death, loss and
mourning. In the traditions of the Oracle, Toloss is the sigil
of secrecy, heartbreak, and fearlessness.

-

Using the Runes in Dlay

Player Handouts: With so many visual styles avail-
able, the GM enjoys greater power to create interesting
player handouts: Temphis Scrawl for handwritten
notes, Temphis Scrivener for ancient tomes and official
documents, Temphis Runic for maps and decorations,
and so on. Since the Runes are a simple substitution
cipher, they're easily learned by the players, and within
a session or two they'll be able to read them without
pausing to look the runes up!

PC Magic: Player-Characters can build runecarving
wizards or Dwarf master craftsmen, or play a character
who practices the Sindran Oracle, reading fortunes for
money (and perhaps amusing the party with cryptic
doubletalk).

Character Names: Most Uresian cultures recognize
the significance of the runes when naming. The first
letter of any name is particularly important, and often
chosen with both its own meaning, and it's meaning
relative to the character’s birth-sign, in mind.

Treasure: Ordinary runestones are common items,
but enchanted ones range from those that speak aloud
as oracles to those you toss at foes (they burst into a
manifestation of the rune’s meaning).

Exposition: A reading of runestones (use the rune-
cards included with this set in a pinch) can be a GM
tool for providing atmosphere and vital clues at the
same time in the form of an NPC oracle.

Adventure Design: The runes can also be used as

a kind of Random Adventure Generator, by doing a
private “reading” of the party’s future, and then adapt-
ing that reading into new adventures.

Clues and Puzzles: Since there are multiple
interpretations of each rune, a rune or two carved in
an unexpected place provides a clue in the form of a
puzzle. If Toloss () is hewn into a rock wall, does that
mean there’s a secret door nearby (Toloss is the rune
of secrecy, and relates to a tale of lost treasure) or a
deadly trap (it’s also a death rune)? Maybe both . . .
and maybe additional carvings down the corridor will
deepen the mystery . . .
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Rune Cards

A very-quick-and-very-dirty-and-kind-
of-adorable substitute for runestones!
Copyright ©2012 by S. John Ross.
Licensed users may print unlimited hard-
copy for personal use. Visit Cumberland
Games for more cool stuff. J
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