__ DELVE INTO THE DARKEST CORNERS OF THE MORTAL REALMS
¥ TO DISCOVER ANCIENT TREASURES AND RUINS LOST TO TIME.
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”Oh, certainly we could restore theyfar
watchtower, but its rilin Stands as a fine
lesson as to the price of sleeping on watch,
We could repairmit, but thenythe lésson
would be losty and soon_enough, wed lose

another tower.”

~_ In Search of the Lost,
by Cinders Woadwalker

The, Mortal Realms are ancient. Entire
ages have .passed, Gods have come and
gone, \wars have been waged across whole
contiients and beyond, and the detritus
of fallen civilisations has been left in their
wake. Upheaval and calamity have scoured
much of this storied past, but endless
crumbling ruins remain, their secrets buried
just beneath the surface. Some of these are
doubtless best forgotten, but from time to
time, ancient artefacts and forgotten beasts
from the past are unearthed, bringing
wonder and ruin to another age.

Few mortals can resist the temptation
of treasure or glory, especially if those
treasures were once the handiwork of the
gods themselves. Glory is heaped atop those
who can wrench some wonder from the past
— or bury some half-forgotten monstrosity
even deeper than before. The God-King
Sigmar and his Grand Alliance of Order
regularly call upon the aid of the Soulbound
to right past wrongs and save the people of
the Mortal Realms. Will your Binding take
up this charge?

Ruins of the Past is a dedicated collection
of adventure locations, each carefully
crafted and packed with intrigue, peril,
and wondrous treasure. Each ruin is an
enjoyable and rewarding challenge for
players, the perfect tool for GMs to insert
into ongoing adventures or build an exciting
new campaign around.



The adventure locations featured in Ruins of the
Past each contain:

%t The location’s History, including what themes
and atmospheres they evoke

3¢ A collection of Plot Hooks you can use to draw
parties to the location

# A rundown of the location’s prime Allies and
Enemies and what motivates each of them

% A detailed Map or Diagram showing the
location’s layout

% A table of Random Encounters that can
inspire minor encounters or be used with our
updated Exploration Rules (page 7)

7t Each Point of Interest within the location,
with various puzzles and encounters

% An Aftermath, laying out potential outcomes
your players may affect upon the location

% A list of potential Rewards for your players

These locations are balanced/for a“starting party
of Soulbound characters. . For more experienced
parties, advice in Chapter 12: Allies and Enemies
(page 107), the bookisbestiary chapter, outlines how
to ensure every new ruiniremains a challenge.

Adventure locations throughout Ruins of the Past
reference creatures and stat-blocks across the

Soulbound Core Book, the Bestiary supplement, |

and Chapter 12: Allies and Enemies.

For GMs without access to the Bestiary, we have |
provided a suitable list of substitutions and |

alterations to Core Book stat-blocks, listed at the
beginning of Chapter 12 (page 108).

RUINS OF THE PAST

REALMGATES

Some ruins centre around one of the Mortal Realms’

many realmgates. These magical portals bridge vast
stellar distances, typically between two different
realms, and no two are entirely alike inJunction
or form. No one knows who built the/realmgates,
though some scholars beliéve, it may havedbeen
the Seraphon’s ancient progenitors. But'ever since
before the Age of Myth, the peoplesiof the Montal
Realms and even the Godsdiave warred over control
of these mystical gateways.

Take, for examplegthe Whirlway beneath Aighmaris
(page 16). No one knows where it leads — to the
depths of any other sea orinto the heart of other
Idoneth Enclaves — but the Skaven are desperate to
gainfaccess and control the gate for their nefarious
purposes. Similarly, the Mawgate contained within
the gut©f the godbeast Fangathrak, trapped within
the “Crawling Pits of Gharrentia (page 56), is
currently under the control of the Orruk Warlord
Gordrakk, who is intent on using it to lead his
Waaagh! to fight in the Bloodwind Spoil on the
other side.

REALMSTONE AND
OTHER RESOURCES

Whatever price you put on realmstone, there’s
always a need for more of it, and looting stockpiles is
often more cost-effective than extracting it directly.
Each ruin contained within these pages is a great
prospect for obtaining realmstone or other valuable
resources, and a very direct way to hook players
into the location. Explorers may wish to use these
materials to construct a powerful Artefact, others to
strike it rich and supply the overwhelming demand.

Barak-Kling (page 34) was once a sky-port whose
sole mission was to collect Aethergold, forever
sought by the Kharadron to build wonders and fuel
their skyvessels. The Nighthaunt that have taken
over the ruin have little use for what stockpiles
remain there.



