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Written in consultation with the creator of
the world called Pern, Anne McCaffrey
herself, this ultimate guidebook tells readers
everything, they ever wanted to know about

their favorite world, much of which is not
included in the novels themselves:

e The first exploration of the planet and the
founding, of the original human colony

» Pernese flora and fauna—native, imported,
and adapted

e The nature of Thread (including, extensive
Threadfall charts), the threat it poses, and
ways to combat it

» The development of dragons from little fire-
lizards to the huge, telepathic creatures
that carry humans and fight Thread

e Life in the Weyrs: the care and feeding, of
dragons, the organization of drag,ons into
fighting, units, Weyr maintenance, and the
leisure activities of Weyrmen and
Weyrwomen

e Life in Hold and Crafthall; government,
agriculture, hunting, cookery, trading, art,
homes, clothing, celebrations—and even a
few recipes!

The Dragonlover's Guide welcomes you to
Pern and invites you to return again and
again and again!

Jody Lynn Nye has written four chosen-path
adventures, among, them Dragonharper and
Dragonfire, based on the works of Anne
McCaffrey. She has just completed a guide
to the world of Xanth, written with Piers
Anthony, and she has also written for
children's animated television. She was
technical operations manager for a small
Chicago-area television station and is
currently at work on several novels, one of
which is a collaboration with Anne
McCaffrey. Jody lives with her husband and
two cats in a quiet suburb northwest of
Chicago.

Todd Cameron Hamilton has a B.A. in
metalsmithing, from Northeastern Illinois
University. He has illustrated more than four
dozen books, including, the bestselling, Roger
Zelazny's  Visual Guide to Castle Amber and
the guides to Pern and Xanth, as well as
coauthoring, with P.J. Beese four science-
fiction, fantasy, and horror novels. He resides
on the north side of Chicago.

James Clouse is a professional draftsman. He
has contributed to the guides to Amber
and Xanth, and has painted the gameboards
for over a dozen g,ames, including, the
Dragonriders of Pern boardgame.
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| Ntroduction

In the fall of 1987, Bill Fawcett, Todd Hamil-
ton, Todd Johnson, and | spent ten days in
Anne McCaffrey's living room in Dragon-
hold in Ireland, asking questions—and, in
Todd Hamilton's case, making sketches un-
der her direction. There was so much to
learn. Pernis richly textured and convincing-

ly three-dimensional.

While | was finishing up the last touches
on this guide to Pern, | was tempted to add to
it. There was so much more | could have in-
cluded. Intheend, | decided to leaveit asitis.
| can't say enough in the space of one book
about the heroic men and women who unite
against the common menace of Thread; or
dragons, the gentle giants of Pern; or fire liz-
ards, the Pernese answer to kittens. Anne
McCaffrey's wonderful books,
ones that drew me to her world, will have to
fill you in further on the things | could only
touch on. Thisis a companion volume to her

the same

Xi

work, intended to help you visualize the set-

ting and background for her chronicles.
Todd andJim Clouse have contributed over a
hundred pieces of art, and Todd Johnson,
Anne's son and a pilot, has included a well-
researched, definitive article on the Fighting
Wings.

Just what kind of a place is Pern? It is a
world where you can make of a dragon an in-
telligent, endlessly sympathetic friend who
will share your every thought and hope, and
on whose back you can really fly. It is a place
where technology has lost its toehold and
pollution never existed. To be sure, it suffers
a terrifying menace in Thread, but between
incursions, Pernis still aworld for explorers.
The frontiers haven't yet all been crossed.
And the coffee there tastes as good as it
smells. It's almost too good to be true.

Jody Lynn Nye

Lake Zurich, Illinois



Overview

In the constellation known as Sagittarius the
Archer, positioned at -41° right ascendancy
19'25" two hundred light-years from the Sol
system, there is a fourth-magnitude blue-
white star designated as Alpha Sagittarius.
The Arab astronomers who discovered it
called it Rukbat Al-Rami, "the Archer's
Throughout Earth's history, it has
also been called Al Rami, Ruchbar ur Ranich,
Rucba, Rukbah, and Rukbar, all referring to
the ancient Arabic tale that gave the constella-

or
Knee."

tion its name.

and Rukbat

Sagittarius

Circling the star Rukbat are five planets,
two asteroid belts, a rogue planet on an ec-
centric orbit captured by the gravity well in
recent millennia, and an Oort cloud at the pe-
rimeter of the stellar system.

The Oort cloud is composed of smaller
particles than expected of such a body, as
Oort clouds are usually nebulous collections
of stone and ice chunks—comets.

The first and second planets are too
small The fourth,
which has a cluster of little moons, and the
fifth planet, a dark world, are too far away
from Rukbat for comfortable existence; they
are separated from the sun and from each oth-
er by the two asteroid belts, which signifi-
the sunlight they

to sustain human life.

cantly cuts down on

receive.

On the third planet, among seas of lig-
uid water, heavy volcanic and plate-tectonic
activity caused the earliest single land mass to
re-form into three continents over the last
hundred million years. One continent is gi-
gantic, taking up more than half of the avail-
able landmass. The second, somewhat smaller
and resembling a dragon in flight looking
back over its shoulder, is approximately the
size of Earth's Eurasian landmass. The last,
very small, barren continent is isolated on the






Overview

Orbit of the Red Star

other side of the world in the middle of an
ocean five thousand miles wide. The planet's
diameter is approximately sixty-five hun-
dred miles.

A single revolution around Rukbat
takes this world 366 Earth days. (A Pern day
is a little over twenty-four hours long; the
Pernese count 362 days to their year, with a
leap year every sixth year.) The world has an
axial tilt of fifteen degrees, giving it distinct
seasons and climate belts ranging from
snowy at both poles to hot summers at the
tropical equator. It remains actively volcanic.
New cones form in the sea bed near both

Pern from

Space

4
¥
b

213

Fiveay:

Through the Oort Cloud

large continents and in volcanic seaislands ar-
rayed in long barrier ranges enclosing the
two like giant parentheses. The southern
continent shows considerable volcanic and
tectonic activity. A deep trench, probably a
subsidence center, lies in the ocean near the
Eastern Barrier Range. The northernis more

stable, having basement rock as its pedestal.

Two moons revolve around the planet.
Timor, the more distant moon, is about the
size of Luna, while the closer moon, Belior, is
somewhat smaller, so Pern has tides. Thereis
a constant thirty-mile-an-hour head wind,
driven by the pattern of tides and thermals
from the volcanoes.
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THE EEC
EXPLORATION

In order to designate a planet as a potential
site for colonization, the Exploration and
Evaluation Corps was required to locate at
least five identifiable landing sites, potable
water, breathable air devoid of methanes or
cyanides, and ensure that no sentient life
form already existed there. The Rukbat sys-
tem was at the extreme reach of the explora-
tion circuit, but it seemed promising.

The EEC team that discovered the sys-
tem consisted of four men and women. Ben
Turnien was a top-flight geologist and chem-
ist. Captain Castor, the pilot, was also an ac-
complished chemist. Shavva bint Faroud, a
biologist, shared the duties of nexialist with
botanist Mo Tan Liu. Unfortunately, the
team was short-handed; they had lost four of
their original eight to ill luck and carelessness
on planets visited earlier, and Castor was un-
able tojoin the landing party due to a broken
ankle.

The remaining three were forced to
double up onjobs planetside. Even allowing
five days for the survey, the small team was
unable to give the world more than a cursory
examination.

They found the third planet circling
Rukbat to have a breathable atmosphere with
slightly above normal oxygen content, and
gravity only ninety percent of Earth normal.
Through the atmosphere, the star Rukbat
shone golden with a cast of green. The plan-
et's soil appeared to be arable, fostering plant
growth that, although its green hue tended to
range more toward blue or yellow than did
that of Earth vegetation, appeared to utilize
photosynthesis to live.

Fossils showed animal life to have exist-
ed on the third planet as early as 100 million
planetary years before. The most interesting
casts were of a large creature with four limbs
and two wings, big lizardlike creatures, and
some gigantic snakes taken from a site north
of the body of water on the southern conti-
nent that would one day be called Drake's
Lake, At the thirty-five-million-year mark,
widespread evidence of tree-fern fossils sug-
gested a carboniferous landscape.

An extensive tar pit revealed fifty-
thousand-year-old fossils of ruminants, flat-
toothed cattlelike creatures that ate only
vegetation. The "grass" those extinct crea-
tures chewed contained no silicates and was
visibly triangular in cross section, like most
ofthe modern vegetation. The ruminants ap-
peared to be extinct, which bothered the ex-
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ploration team but, in fact, eased the way for
a potential colony to bring in its own her-
bivorous meat animals.

More fossils, thistimein a core sample
taken offshore, showed a marine shell-colo-
ny system similar to coral that had existed for
some 500 million years.

Life on the planet—marine, plant, ani-
mal, and fungoid—displayed considerable
variation, suggesting to the landing party
that the process of evolution was ongoing
here, and not stagnant. The nexialist Liu
reported finding litoral fungi that showed
visible independent movement. Only one
unexplained phenomenon was discovered: a
large number of circular bare patches scat-
tered all over the planet's surface. The team
assumed a local fungus or vegetable plague
was to blame, although they had no idea why
the strong winds would not have reseeded
those spots.

The mycota that proved to be the most
interesting to the botanist/nexialist Liu was
first discovered in a cave on the biggest is-
land. He identified the luminous fungus as a
mycelium that glowed when exposed to oxy-
gen. It retained its light for an unusually long
time, suggesting its usefulness as a light
source. The spores were tiny, but there were
enormous quantities in the caves.

Specimens were taken of seaweeds,
trees, grassoids, beach-walking insectoids
and crustacepoids, red and green algae, and
of the soil itself. Ferns grew in abundance in
the tropical regions of the planet. Flying in-
sectoid pollinators attracted to flame had
double sets of wings. Reptiloids, some as big
as seven meters long and ten centimeters
thick, inhabited thejungles. Big six-limbed
avians which resembled English river barges,
or "wherries," were named for them in the
EEC report. Two identifiable types of the
"wherry" avians, both predatory, were cata-
loged, as were numerous brilliantly plumed
smaller avians.

Human

Habitation

A thousand types of the local insectoids,
inland, shoregoing, and seagoing, were iden-
tified and cataloged. A brief survey uncov-
ered 150 kinds of bacteria, fungi, and
mycorrhizae within a fairly small area. Ofthe
lower chordata, nematoda, "earthworms,"
sandworms, and ground mites abounded.
Tunneling creatures that the team believed
were not reptiloid managed to avoid the
team's snares and had to be implied in the
landing report. Fish and larger creatures fed
along the shores at planetary dusk.

Large herpetoids existed in thejungles
and in the warmer mixed terrain. One mot-
tled monster seven centimeters broad and
five high, with tentacles and claws and no
discernable eyes or mouth, was described by
Shavva in the report. The creature lured its
prey with a terrible stench, an odor unpalata-
ble to the human landing team but no doubt
attractive to its food, and trapped the victims

Glows
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on its sticky back. One of the scientists sug-
gested that the sticky back was an external
digestive system.

This creature led them to the discovery
of another plant, a spine-throwing bush that
shot its

barrage toward anything that

touched it.

Needlethorn Plant

Flying creatures with hides of green,
blue, brown, bronze, or gold, four limbs,
wings, heads, and forked tails, were spotted,
and the landing party suspected them to be
the egg layers who produced the shells lying
in the beach sands along every tropical coast.
The fliers were considered to be at least po-
tentially intelligent, though limited. If the
creatures laid their eggs on shorelines close

enough to be washed away during storms,
the team felt that they lacked reasoning ca-
pacity. And yet they were capable of orga-
nized play, which suggested they were aware
of their environment. No more was noted
about those graceful creatures in the report.

The planet was rich in minerals, though
ore, which existed in quantities too small to
be of interest to the Federated Sentient Plan-
ets as a mining concern, was not easily acces-
sible. Near a small chain of lakes in the
Southern Continent west of a vast lake feed-
ing three rivers, investigation revealed de-
posits of iron, copper, vanadium, platinum,
and gold. More minerals, including tin,
bauxite, and nickel, were found farther to the
west in dense, sulfurous mud flats. Gem-
quality minerals existed in plenty, including
diamonds, rubies, quartzes, beryls, and an
entire range of precious stones. Three land-
ing sites were identified in the South.

The big islands in the bay to the north
were largely basaltic. The largest was a puz-
zle of geological samples. The western half
was limestone overlying schist, with granite
outcropping on the southwest coast. Gold-
bearing quartz and all the corundum minerals
appeared on that island, as well as black dia-

Mug of Klah
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mond crystals. The sites produced enormous
high-quality rough jewels, some of which
were taken back by the landing team for fur-
ther study.

Two potential landing sites were identi-
fied on the Northern Continent. One lay at
the top of a chain of small lakes near what
would one day be Telgar Hold. The other lay
at the source of the river flowing near what is
now Benden Weyr.

A hearty plant with delicious pungent-
smelling bark passed the scientists' toxicity
test. An infusion of the bark proved to taste as
good as it smelled, like a cross between coffee
and chocolate with a spicy aftertaste. To pro-
duce a strong enough infusion to drink, they
ground up some of the bark and brewed it
like coffee. In time, both the tree and the
drink came to be known as klah.

COLONIAL LANDING,
THE SHIPS AND
COMMANDERS

A Charter was drawn up between the group
of colonists and the Council of the Federated
Sentient Planets. Six thousand twenty-three
people signed the Pern Charter, giving them
rights to certain numbers of stake acres.
Three ships, under the command of Admiral
Paul Benden, a hero of the Nathi War, spent
fifteen years crossing from Earth to the Ruk-
bat system. The Yokohama held the same
number of people, both awake and in deep-
sleep, as the Buenos Aires and the smaller Bah-
rain combined.

One more sentient life-form joined the
humans' exodus to Pern: Twenty-five dol-
phins, all volunteers, slept in the cryogenic

Habitation

Approximate composition
of groups of settlers:

YOKOHAMA
Flagship of Pern Colony, Ad-
miral Paul Benden commanding.
2,900 people, of which 2,500
remained in deepsleep; the other
400 took turns alternating five-
year watches.

BUENOS AIRES
Captain Ezra Keroon
1,733 people, of which 1,500
remained in deepsleep; the other
233 stayed awake or alternated
watches.

BAHRAIN
Captain James Tillek
1,390 people, of which 1,200
remained in deepsleep; the other
190 alternated watches.
25 dolphins

Demographics
2,000 unattached
2,020 married (1,010
couples)
120 single parents
223 over bearing age
721 nomads

939 children

Total 6,023



THE DRAGONLOVER'S GUIDE TO PERN

Dolphin

chambers. Like the humans, they were eager
to explore new seas, and they had no objec-
tion to be put to work rounding up speci-
mens of native creatures for the human
marine biologists.

Each ship was constructed on long met-
al vanes interposed between the engines at the
rear and a spherical living-and-cargo pod at
the forward end. Cargo that did not need at-
mosphere or special care was lashed between
the vanes to save interior space. Access to the
engines was through a narrow passage that
led through the core of the vanes but could be
shut off from atmosphere.

The journey took fifteen Earth years.
The crew aboard each ship alternated five-
year shifts out of cryogenic sleep. Only vital
personnel, among them Admiral Paul Ben-
den and his two captains, Ezra Keroon and
James Tillek, along with astrogator Avril Bi -
tra, spent the entire trip awake. Benden had
been the commander of the Purple Sector
Fleet and led the FSP victory at Cygnus,
which turned the tide of war against the
Nathis. He was in his eighth decade when the
colonists departed Earth. Humans of his day
could expect to live up to eleven decades, so

OE Bl S0 08
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he was considered to be in late middle age.
Six months before they reached Pern,
the landing specialists were awakened to give
them time to adjust before their services were
needed. Emily Boll, co-leader of the colony,
began final organization of the first landing
personnel. The ships entered Pern's system at
the end of the winter season in the Southern
Continent, late autumn in the North.

Charter members of the colony, mostly
veterans or surviving dependents of parents
killed in the Nathi War, were allowed to pur-
chase "stake" acres on Pern. Specialists could
buy stake acres, too, by contracting their ser-
vices, so many acres per contract year. There
were approximately the same number of
specialists as charterers. The third group was
made up of 721 nomads—-Jensche, Tuareg,
gypsies, and Irish traveling folk—who,
having resisted every assimilation or indoc-
trination program of Earth's increasingly

Human

Habitation

high-tech society, were no longer welcome
on their home planet. Taking the nomads
along to Pern had been a requisite of the FSP-
colonist Charter. All the two groups had in
common was the wish to escape the over-
technicized, impersonal society of the FSP
worlds or the memory-filled remains of the
war.

The chosen landing site, named Land-
ing, was on the volcanic plateau in the South-
ern Continent behind an extinct cone of
enormous size with three small conesin aline
pointing away from it to the southwest. The
large volcano was named Mount Garben, in
honor of a senator who had been of service in
expediting the FSP's approval of the colony.

After all the cargo had been brought
down, the two smaller ships were completely
gutted. Everything usable was taken, from
bolts to the fuel tanks strapped alongside the

Path of Landing from Orbit Point

R e
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Shutttle

the Yokohama was the
machinery left
aboard. The communications receiver and
the voice-activated computer which had
guided the ships to Pern were not taken down
to the surface. Nothing was left of the Dawn
Sisters, as the orbiting ships came to be called

cargo bulk. In time,
only ship with functional

in later centuries, but the spheres and vanes.

NATIVE FLORA;
NATIVE EAUNA

The leaves of the local flora were predomi-
nantly acuminate or ovate at the apexes, and
many had sagittate, truncate, or cordate
bases, giving them the appearance of arrow-

beads or dragon-tails. Pernese leaves were

10

angular and sharp, unlike most Terran
plants, which had rounder outlines.

On Pern, shrubs grew in plenty, but
there were disturbingly few old trees. All
those discovered by the colonists seemed to
be no older than two to four hundred years.
The nonforested areas or plains were covered
by the blue-green triangular grassoid de-
scribed by the EEC team. This proved to be
heavy in boron as well as containing the ex-
pected trace minerals of copper, magnesium,
and sodium, but curiously, no silicates. The

internal bacteriain Earth herd animals would

need to be adapted to process native
vegetation.
In the marshy lands thick-stemmed

brushes the size and color of sage plants were
discovered. Their arrowhead-shaped |leaves,
bruised and rubbed on injuries, provided re-
lief from pain. Another native plant, with
sharp spearhead leaves, proved to have a nar-



Fit for Human Habitation

generation of trees, creepers, and grasses. In
general, the greenery was much thicker than
the colonists had cause to expect from the re-
port of the original exploratory team which
had visited this world only twenty years after
the rogue planet had passed by.

Parasites were rife. Pern had numerous
types ofinsects, most of which had been not-
ed in the EEC report. Buzzing flies, fireflies,
and some types which the entymologists
called VTOLS (for "Vertical Take-Off and
Landing") were caught in large numbers
around the settlement. Stinging pests like
bedbugs and "crawlies"—tiny creatures like
six-legged geckos with suction cup feet—
quickly started making nuisances of them-
selves in the humans' new habitations. "Roll-

ers" were a type of wood louse. "Springs"
were insects that hung in spiral loops until
they found something or someone to cling
to; their irritating, prickly bite had to be
treated with an antihistamine cream. Milli-

Bamboo Grass

cotic sap, which the physicians studied for fu-
ture use.

Weavers found native flax and sisals Vtol
among the fibrous plants brought in by the T
searchers. Some textile makers experimented o
with weaving thread made of a pounded fiber
produced from the inner sheath of a triangu-
lar native bamboo grass.

As the plant life was new to the FSP-
trained botanists, they created their own
names for the local plants. Among the first to
be named were the sungazers, the flowers ofa
little plant that grew mostly underground,
showing just the bloom in the grass, very
much like an Earth strawflower or
windflower.

The rain forests around the Landing pla-
teau appeared to behave very much like those
on Earth. The first plants, such as the local
bamboo, grew up very quickly, then died
and rotted to provide humus for the next

11
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Crawlers

pedes and flat, segmented worms scavenged
among the seaweed or fallen leaves in the for-
ests. There were also sandworms and earth-
worms, two related species of burrowers that
the botanists observed filling the same niche
as the Terran worm.

The biologists found flying pollinators
that warred with their imported bees (and
won), but the most active pollinator was the
trundlebug. It was found to eat parasites, as
well as to carry pollen and turn the soil, com-
bining in one creature bee, earthworm, and
ladybug. The botanists encouraged it to fre-
quent the new Earth crops. Trundlebugs had
the most elaborate color camouflage of all the
insects; varieties of black, brown, sand, blue-
green, and crystal-clear were found.

Trundle  Bugs

All noninsectoid fauna on Pern was
warm-blooded and based on a boron-silicon
system, rather than the iron-calcium bond of
earth animals.

Snakes with turtlelike faces existed in
the jungles. Most of these were poisonous
and left track marks from the toe teeth along
their length on those creatures unlucky
enough to be caught in their coils. Similar
shakes that grew up to elephantine size lived
in the rivers and seas.

The so-called tunnel snakes, which ac-
tually had legs, were the most numerous
pests, appearing in caves and stony outcrop-
pings. There were numerous varieties of the
six-limbed beast. Most averaged two to four
feet in length. Some had scales; some had
skin. One type had very long legs, but most
of them had short, stubby limbs for creeping
low against the ground. Many varieties of
tunnel snakes had sharp, powerful front
claws for gripping and rending. The rear legs
pushed the tunnel snakes' skinny bodies
through the smallest openings in the rock.
The middle pair of limbs served as stabilizers
in land-bound varieties and as pseudoflippers
with vestigial claws in those species that were
water dwellers.

Most tunnel snakes had hearing organs
in their chests, close to the ground, but there
existed one variety of deep-tunnel beast that
had no less than six ear-spots, to make up for
the fact that it was nearly blind.

The water-dwelling tunnel snake's bite
was venomous and could be dangerous if not
treated promptly. The flesh of a victim
would swell up painfully. All tunnel snakes
had the ungulatejaw that allowed them to in-
gest small creatures whole. They could go for
long periods without feeding, which helped
them survive during Threadfall. Some hiber-
nated during the cold seasons when prey was
scarce.

Packtails, a tasty but dangerously
barbed fish, resembled Terran monkfish.
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L

Tunnel Snake

Fingertails, also edible, were a small carplike the major hunter/scavengers on the planet
fish with a whippy tail. Spider claws resem- and killed large numbers of the smaller im-
bled crabs with many pairs of jointed legs. ported animals during the first months of
The first colonists trapped wherries as a settlement.
source of meat. These predatory avians were Wherries had no feathers. Their bodies
Wherry

13
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were covered with thick proto-feathers, mul-
tiple tufts like marabou. Their wings were
cartilaginous and membranous under the
thick down. Like the other native animals of
Pern, wherries had six limbs: two wings, two
front feet, and two back feet. The front feet,
which were much smaller than the back two,
had one mobile claw that locked into two rig-
id claws like pincers, whichwere used to grab
and rend. The back legs were well-muscled
and could be employed to kick powerfully, as
well as to help the bird leap into the air. Their
three toes canted backward when they flew,
to keep from being caught by animals on the
ground or other wherries. The big avians

Dragonet
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turned cannibal when one of their numbers
was wounded or killed.

Wherries nested in caves or rocky out-
croppings, much as Earth seabirds do. They
ate fish, carrion, tunnel snakes, insects, offal,
or garbage.

DRAGONETS

The "graceful flying creatures" of the EEC
report were spotted first by children out
searching for biological specimens. Through
luck and good timing, the children discov-
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cred that the creatures' hatchlings would, not

unlike Terran ducklings, Impress on the first IMPORTED FLANTS THAT
being that fed them, human or dragonet. A_LOURISHED ON PERN

Soon many of the colonists had bonded with

baby dragonets.

The dragonets were self-sufficient.
They could fly almost from the moment of
hatching, and they hunted for themselves
after accepting the first meal offered by the
impressor.

A fair of dragonets would begin hum-
ming when a hatching was imminent (and
experience proved that the creatures could
predict human and animal births, as well).

They surrounded the eggs with a ring of sea-
weed and filled it with small fish and crawl-
ing creatures that would provide the
hatchlings with their first meal. As soon as
the newborns broke shell, they were greeted
with cries of joy and offered food. A hatch-
ling had a fierce birth hunger, and the first

being—dragonet, human, or otherwise—
that offered it food would Impress it.

IMPORTED FLORA

The botanist raised seedlings of all Earth trees
inthehydroponicslabs. The gingko and cot-
tonwood trees did well in the open plains,
breaking the ground and providing shelter
for the oak and pine seedlings planted in their
shade. Ash, rowan, and scrub pine went into
the higher reaches, and willow trees grew on
the wet riverbanks.

Earth-type grass was adapted for the
animals to eat until they were sufficiently
used to Pernese grassoid. In the Ninth Pass,
isolated patches of grass still survive on the
Southern Continent. Many types of Earth

and First Centauri trees reseeded themselves

15
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on grubbed ground and can still be found
scattered among the Pernese types.

All of the types of Terran grains and le-
gumes did well in the rich native soil. The
first crops planted were fodder for the newly
bred herds ofimported grazers. Packaged or-
ganisms that would react symbiotically with
the local bacteria were introduced to the soil
to make native grasses palatable to the im-
ported animals. The concentrations of bo-
ron, rendered inactive, simply passed
through their digestive systems.

Mushrooms were raised by the colo-
nists side by side with edible native fungi in
the caves that riddled the palisade overlook-
ing the Jordan River. Apples, pears, wine
grapes, and numerous other fruits adapted
easily to the Pernese soil.

All the medicinal and cooking herbs,
among them tarragon, rosemary, lovage (for
coughs), borage, thyme, coriander, nutme-
goid bark from First Centauri (Earth nutmeg
did not translate well), willow for headaches,
and hazel for the skin, were grown from seed
drawn from the agronomy stores, and
thrived in Pernese soil.

Though treats were rare as the supplies
began to dwindle, the bakers created little
hand-sized one-crust pies for the children
from bits of sweet dough and berries, as the
brambles matured. Survivor species such as
blueberries (which make the most popular
bubblies), blackberries, raspberries, and
gooseberries still exist in the Present Pass.

It was a spacer tradition to begin distill-
ing liquor as soon as possible when reaching a
new planet. It became the measure of every
holder or each expedition to make "quickal"
almost immediately. The administration trust-
ed the colonists not to use plants that had not
been checked for toxicity, but those fruits
that had tested safe went promptly into the
stills. Some of the imported fruits had a very

high sugar content and made enormously
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powerful quickal. The local fruit made pota-
ble drinks, and everyone traded crocks of his
or her particular brew.

IMPORTED FAUNA

The stores of ova and sperm aboard the ships
were extensive. Any variety of any species
that the biogeneticists had thought would
prosper on the new world was included. Ani-
mal host mothers, some cows and goats of
small but sturdy genotypes, were shipped
frozen from Earth to Pern and revived to bear
fertilized ova of nearly all the larger animals
from the Animal

brought Reproduction

Banks of Terra.

Goats

THHECORZ~ ®wk

i G R -

Human
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Habitation

The bearing techniques had been per-
A host mother did
not need to be of the same species as the fe-

fected on First Centauri.

tuses she bore. With help, a goat could carry
and bear calves or lambs, and a cow was capa-
ble of bringing colts and young llamas to
term as easily as it could bear its own calves.
The cattle of choice were long-haired Scotch
cattle with short, curled horns, a small but
very tough breed. Ova implanted in them
were of every type of cattle suitable for milk,
meat, or hide. The sheep were of various
kinds, both long- and short-fleeced. With the
exception of the Kashmir, all the goats bred
survived.

Strong but fairly small horses were
bred, blending Connemara and Welsh strains
for riding. Shire horses were bred as draft
animals and for the gypsy wagons. Llamas
served as beasts of burden and to provide hair
for spinning.

Cows
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were genetically
for

adapted
Pern

Pigs

survival on

The pigs were useful as disposal sys-
tems,
meat. Since not as many pigs were bred as

transforming slops into protein-rich

other herd animals, pork cameto be regarded
as a special treat.

The chosen breed of dog was a ferret-
dog, aJack Russell terrier type that would kill
the snakes that were attacking the nomad folk
who slept in the open air. Later, the dogs
were employed to chase and Kkill tunnel
snakes. Felines were also useful against the
vermin. Tabby cats were thawed out and be-

gan to produce litters within weeks.

Dogs were bred from original genetic stock
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The first Earth creature to be born on
Pern were chickens. Geese and ducks were
next to be hatched out. The fertilized turkey
ova failed to mature, but the other types of
barnyard fowl were doing well enough that
the veterinarians were not displeased to have
lost only one species. Doves and pigeons
but between the wherries and
neither species lasted long

hatched out,
tunnel snakes,
enough to mate.

Chicken

Chickens and geese exist on modern-
day Pern only in the warmest Holds and in
batteries where they are protected from
wherries. Very few ducks have survived to
the present.
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Spiders were successfully hatched out to
kill parasites that invaded the human habita-
tions. Spiders survivein the Present Pass but
are now known as "gossamer spinners."
Ladybugs and other insects brought along to
help propagate crops were mostly eaten by
the much more numerous indigenous insect

population, and few survive.

ADAPTATIONS

Permission had been obtained by the bioen-
gineers to use the techniques of the Eridani to
adapt animals to Pern. The most important
of these methods were gene paring, menta-
synth, and chromosome enhancements.
Fish and other marine life from Earth
were introduced to the waters of Pern with a
There
was protein-rich plankton in the seas, and the

minimum of adaptational changes.
many indigenous fish were pronounced edi-
ble by the mariners and their dolphins.

Horses were improved somewhat by
genetic tinkering. A number of genotypes
coexisted and interbred for sixteen hundreds
years, until the plague. During the plague all
of the remaining true horses died out, leaving
only the "runnerbeasts."

The "grubs,” which rendered a piece of
protected ground inimical to Thread, were
engineered by a renegade biologist/botanist
of the original colony. Unfortunately, he left
no records of the research that generated

these useful insects. He calculated that it
would take four hundred years—or until the
middle of the Second Interval—for the grubs
of the

Twenty-five hundred

to multiply enough to protect all
Southern Continent.
years after Landing, the Southern Continent
had become uncheckedjungle because of the
grubs' protection.

Human
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Grubs

Forests of adaptable trees were grown
during the Intervals from seeds saved
vacuum packs and cryogenic flasks. They
had to be protected during the Falls, so only
those species that would continue to be useful

in

to humans were consciously preserved. Any
sports that remained in the Southern Conti-
nent after the First and Second Passes man-
aged to avoid being destroyed by Thread
until the grubs had spread.

The creator of the grubs also experi-

mented with cheetah fetuses, trying to
Evolution of the Pern Feline
from Terran Housecat
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produce a mentasynth-enhanced feline that
would kill tunnel snakes and other dangerous
creatures. He was familiar enough with the
Eridani equations to know that cats reacted
poorly to Mentasynth, but he recklessly ig-
nored that knowledge. His bioengineered
animals killed him and escaped before he
could call for help. They bred in the wild, un-

seen by man until the Sixth Pass.

Deer and other forest-loving animals did

not survive the transtion to Pern

the
goats,

When the population moved to

Northern Continent, herds of dogs,
sheep, and cattle were left behind to go wild.
Some of the dogs and goats still thrive in the
wild, but the other breeds have been wiped

out by predators.

THE FIRST
STAKEHOLDS

Stores were made available by requisition to
al who needed them, ostensibly for the pur-
pose of working toward the day when they
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would claim their stake acres somewhere on
Pern and become independent and self-reli-
ant. Each colonist, adult and child alike, un-
derstood that when the supplies were gone,
they were gone, but until then everyone had
an equal claim to the goods. There would be
no monetary system instituted.

The colony administration treated all
the people like adults, assuming that they
would rely upon good sense and maturity to
settle matters. Each man, woman, and child
was expected to accept responsibility for his
or her own actions, and not fall back on a de-
ity to solve problems—an outlook that was
side effect of the crippling Nathi war. Hys-
terical religions had been debunked. To the

colonists, heroes were better than gods.
Strong role models of both sexes were
encouraged.

Within a year the colonists had spread to
their chosen homes. As the planet had no sen-
tient species, the settlers had the privilege of
naming the landmarks and provinces of their
new home. Some of the names they chose
were fanciful, like Xanadu and Paradise Riv-
er, but some reflected the stakeholders' pride
in their background or former homes. The
result was a curious reshuffling of Earth ge-
ography. Seminole, Roma, Milan, and Thes-
saly were a few such names.

The plateau behind Mount Garben was
simply called Landing, but upriver from it
was Cambridge-on-Jordan, the stakehold of
the chief legist, Cabot Carter, who had been
raised a Boston Brahmin on Earth. Drake
Bonneau won a vigorous campaign to have
the great lake he had discovered named for
him. Three rivers led north from Drake's
Lake, a stakehold he shared with several oth-
er miners and metallurgists.
named for an ancient

Karachi Camp,

city in Pakistan on Earth, was the chief min-
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ing stake, which yielded high-grade iron,
copper, silver, mercury, lead, and vanadium
ore. Key Largo, Monaco Bay, and Oslo Har-
bor were fishing centers. The dolphineers set
up operations in Monaco Bay, near the main
fishery and cannery. The seagoing ships, car-
riedinnumbered pieces aboardthe Yokohama

and reconstructed in the new harbors, were
made of siliplex, a light, almost indestructi-
ble compound. As it emptied of personnel,
Landing still
center and supply depot. The main animal-

remained the administrative

breeding labs were there, as were the hospi-
tal, training center, and school.

The nomads were assigned lands,
though none of them intended to settle under
roofs. Their lands were warm enough to al-

low them to sleep rough ifthey chose. Other-
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wise, natural shelter in the form of caves and
cliff overhangs abounded
varied landscape.

throughout the

For along time the wanderers were sus-
picious, expecting at every turn to be told to
move on from their assigned territories. Al-
though education was offered free to those
who wanted to learn the trades, most of the
traveling folk fought against even those loose
conventions and vanished into the country-
side, never to be seen again. Most of them
wereKkilled in thefirst Threadfall. Those who
survived were brought to the north in the
transports and, still defying conformity, be-
came the nucleus of the Holdless people of
Pern.

Until the eighth year of the colony, the
stakeholds prospered.
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1.
TheRed Star

THREAD!

The Exploration and Evaluation Corps team
had noticed the eccentric planet on its irregu-
lar circuit through the plane of the ecliptic.
The team noted in its report that the planet
must have been captured by the gravity well
of Rukbat, and was unable to escape from the
orbit. Theyjudged that its period of revolu-
tion was somewhat over two hundred years.

The face of the rogue planet seemed to
be made up of formations of heavy gases that
changed only rarely under tornadic winds of
lighter gases that ripped across the surface.
The team assumed severe tectonic conditions
underneath the gases because of the tremen-
dous and irregular pull the rogue suffered
from Rukbat.

Though they had seen other worlds
stripped bare by unknown agencies thought
to have to do with those systems' Oort
clouds, the EEC team considered that they
had too little time and data to determine the
cause of the curious overlapping circles of
denuded earth and stone on the third planet.
One of the team cited the theory of "space
viruses" propounded by Hoyle and Wickra-
mansingh, a theory that some considered to
be discredited by scientists on Ceti IlIl. But
the idea of a mass extinction seemed unlikely,
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judging by the speed at which the ground
vegetation was regenerating. Observing that
where the circles touched one another, they
stopped expanding, the teamjudged it to be
the work of a local fungus. No blame was
accorded to the wandering planet next out
from the sun.

The tragedy of the events in the colony's
eighth year was that the colonists knew that
the rogue planet was dragging Oort material
after it, and they knew that Pern would pass
If the
Oort cloud had been composed of large parti-

through the contrail again and again.

cles and chunks, as was the case in other stel-
lar systems with which the FSP were more
familiar, it would have produced a showy
meteor shower as the particles entered Pern's
atmosphere, not the decimation by Thread
that befell. It was not until the Pass began that
the biologists understood why they found no
plants older than a few centuries, and why
those that existed grew up very quickly.
The biosphere was not
survivalist.

depauperate but

As it was, the colony was completely
taken by surprise. Hundreds of people died in
the First Fall. Nothing was left of the hapless
victims but whatever pieces of metal they had
been wearing. Many victims were burned
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and scarred by Thread before their dragonets
flamed the remains or drove the victims into
the water to kill the mycorrhizoid.

The Fall began east of theJordan River
and continued southwest, striking seven
stakeholds in Jordan and Kahrain prov-
inces. The next wave hit Macedonia, and ap-
parently doubled back to strike the as yet
unoccupied Bordeaux stakehold.

Numerous animals, mostly sheep and
cattle, were lost in the first Fall experienced
by the humans, which was actually the fourth
Fall of the Pass. Twenty-three precious mares
and a stallion were consumed before the
shocked settlers could get their stock under
cover. Humans struck by the filaments ap-
peared to dissolve as the Threads engorged,
and died painfully.

When Thread began to fall, the dolphins
alerted the mariners to the curious behavior
of the ocean's inhabitants. Fish and sea crea-
tures followed the Leading Edge, swarming
to eat Thread as it fell in the water. Later in-
vestigations disclosed helpful variables: Hot
thermals from forest fires often ignited fall-
ing Thread, preventing it from reaching the
ground. Wet or extremely cold weather de-
stroyed Thread in the air; rain and snow
caused messy clumps of decayed Thread to
fall from the sky. Cold froze the hot Threads
into harmless black "crackdust." Since wa-

ter, stone, and metal were unaffected by

Sled

Thread, caves and stone buildings, tin-
roofed Quonset huts, lakes, and rivers were
potential havens from a Fall. Not all the set-
tlements were immediately affected, but
Landing realized that if the attacks continued,
no place on Pern would be safe. At firstit was
hoped that Thread was a sporadic or tempo-
rary occurrence, but
E E C reports proved that the incursions were

planetwide.

reexamination of the

DEFENSE

Once the pattern of the attacks was deter-

mined, the colonists looked for defensive

measures. Flamethrowers were mounted on
either side of the transport sleds, and pilots
pursued the Leading Edge of Fall until it was
beyond vulnerable human habitations. In the
beginning, there were a lot of midair acci-
dents—although most
flying
accustomed to flying in such close formation

of the pilots were

expert at sleds, they were not
or combating such a widespread menace. In
order to avoid collision and maximize their
efficiency, it was decided to maintain certain
altitudes, fly static patterns to the edge of
Fall, then turn and repeat the pattern at the

same altitude across the deadly rain. Flying

oy
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The Red Star

into the Leading Edge, the rear openings of
the sleds were protected unless someone
missed too much Thread and the wind cur-
rents swept it under the canopy. The sleds
flew toward the Thread, blazing away with
both guns.

Thread that had not been destroyed bur-
rowed deep into the soil and consumed all
plant life for a considerable radius. Acid, spe-
cifically nitric acid, HNO 3, was poured on
infestations. Where pumps were available,
water was flushed down Thread burrows,
but that brought the sticky dead mess up to
swirl around the feet of the defenders.

The settler's pet dragonets had a more
personal survival
phosphine-bearing rock,
internal gas that ignited into flame upon con-
They protected many

mechanism. By chewing
they produced an

tact with oxygen.
homes that had been constructed of vegetable
plastics or wood, of which could
withstand Thread. Many observed their be-

neither

havior, but few recognized their potential as
protectors of the settlements.

APPEARANCE
AND BEHAVIOR
OF THREAD

Thread begins as a spore in the icy cometary
trail following the Red Star. As it is captured
by planetary gravity, it elongates into a slen-
der filament heated by the friction of its fall
through the atmosphere.

Observation of living Thread is diffi-
cult, since it seems to have no more than
twenty minutes of life—unless it was fed
At risk of their

volunteers brought samples of

carbon-based compounds.
own lives,
Thread to the biologists' laboratory.
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Thread was discovered to be a network
of mycorrhizoid fibers, similar to a harmless
Earth mycota which was symbiotic with
some plants. Carbon-based Thread contains
very large, complex proteins that enable it to
move and burrow or to digest any organic
substance.

Not all Thread is dangerous. Some of
the mycorrhiza die on the surface, without
penetrating the ground or consuming nutri-
tion. Thread leaves behind shells, which
quickly deteriorate in the open air. Some
Threads mature, though the further life cy-
cles were never discovered by the colonial
scientists.

Thread

and Spores
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Feeding Thread changes color, shifting
from its normal hot silver to sickly green,
gray, pink, and yellow tones. It appears to
elongate from the center of the original
strand outward toward both ends.

Threads hiss and struggle energetically
when captured. The original strand was only
1/4 inch wide but 98 feet long. By the time
one captured Thread replicated itself several
thousand times, it had engorged to nearly 470
feet long and three feet thick.

When a Thread "dies," its cooling silver
surface blackens and decays into a tarry sub-
stance within its tough shell. The shells
quickly become putrid. When those are
burned or dissolved with acid, they produce

an incredible stench. Fire and water were the
colonists' best weapons against Thread.

When F'nor of Benden and brown drag-
on Canth went between to the Red Star in
the Ninth Pass, they encountered some
Thread spores in the atmosphere, but it was
the cyclonic dust clouds spinning through the
atmosphere that sanded their skin and hide
bare. Because of the conditions on the Red
Star, F'nor could offer little firsthand obser-
vation of any use to the dragonriders who
were eager to burn Thread at what they be-
lieved to be its source. All research on the
Oort cloud had been long lost by that time.

e

The Red Star




V.

From Dragonets

to Dragons

UNTAPPED
POTENTIAL

"Ifonly the dragonets were larger!"

For eight years, fire-dragonets had been
thought of only as pets and useful watch-
animals, protecting children from snakes and
the chicken runs from wherries.

Perceptive eyes saw that the intelligent
mustering of the dragonets during the first
Threadfalls was a potential answer to pro-
tecting the settlements from danger. Adding
heroism to the personality traits already as-
cribed to the little creatures,
the returning warriors,
whom stank of sulfurous fumes.

the colonists

cheered most of

The regurgitated mass of sand that the
dragonets brought up after flaming the
Threads suggested that their second stom-
achs had evolved for the purpose of contain-
ing and mixing phosphine-bearing rock with
internal acids to produce flame. The rock it-
self was easily obtainable on the surface of
volcanic terrain, and a dragonet's back teeth
were certainly strong enough to masticate it.

Dragonets resemble the dragons of Ter-
ran mythology. They have four limbs and
two wings and, with alittle advance prepara-
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tion, are capable of breathing fire. Dragonets'
wings are translucent membranes stretched
out over the dragon's version of arm, hand,
and finger bones, The
membrane looks fragile, but it is fairly dura-
ble. Considering the size of the sails, the wing
is remarkably light. The boron crystalline
structure is lighter than a similar carbon-
based wing. Around the bones and where it
attaches to the muscles,

like those of a bat.

the membrane is

thicker.
The rear limbs have three real toes, not
claws, on the feet. The front limbs are
Dragonet
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Claw

Tridactyl

equipped with pincers, a single toe that folds
back against two which are rigid claws, used
for hunting in the water. This caused the ma-
rine biologists to ascribe a plankton eater as
the dragonets' ancestor.

On the back of a dragonet's neck isaline
of ridges leading from just behind the head
knobs down to the shoulder muscles of the
wings.
tween the wings and continue from just be-
hind them to the forked end of the tail.
Hidden in the fork is the creature's sphincter.

The ridges are not prominent be-

The genitalia are concealed behind pouchlike
flaps of skin under the junction of tail and
body, and are only revealed during mating.

The multifaceted eyes in the little blunt
faces are protected by protruding brow
ridges and triple sets of eyelids. A dragonet's
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mood is reflected in the changeable color of
its eyes. Green or blue registers contentment,
yellow signals alarm, and red means anger.
Depending on a dragonet's state of wakeful-
ness, one, two, or all three pairs of eyelids
will close. When a dragonet goes hunting un-
derwater, the transparent innermost lid pro-
tects the eye from harm. Dragonets have
neither eyelashes nor ears. Their intercom-
munication has always been chiefly telepath-
ic. The sensitive head knobs act as audio
receptors for other sounds.

Dragonet

Eye

Dragonets are warm-blooded, with an
internal body temperature of 35 degrees Cel -
sius. Their dark green ichor is based on cop-
per, a characteristic they share with tunnel
snakes and wherries. The skeletal system is
based on light, flexible plates rather than
more easily breakable bones. Their lung ca-
pacity, contained within a ribcage composed

of a single piece, is surprisingly large. With
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dorsally placed lung sacs fully inflated, a dra-
gonet's chest will swell to double its normal
size. Between impressively sharp, tough
teeth lies a forked tongue.

Unlike the tunnel snakes, which vary
from smooth hide to scales, dragonets have a
uniformly soft, hairless skin. Their hides are
glossy but not metallic. Dragon skins vary in
color, based on the amounts of nickel, cobalt,
and iron in their makeup. The golds range
from pale yellow to dark, antique gold.
Bronzes all have a golden-green sheen, but
occasionally a few can be found that are near-
ly as dark as a brown. The shimmering hides
of the blues and greens show nearly the
whole spectrum of those shades, while
browns go from tan through to chocolate. A
sick or ill-cared-for dragonet will have a dull
skin. Healthy, happy ones have silky, resil-
ient hides.

During an attempt to X-ray the first
dragonet Impressed by a human, the colony's
scientists learned another characteristic of
these most graceful of Pernese natives: they
could teleport. The distressed dragonet es-
caped from the examination room by disap-
pearing, only to reappear in the antechamber
on the other side of a closed door, where his
mistress awaited him.

Dragonets are also capable of limited te-
lepathy. No other suggestion explained to
the first colonists how the little creatures al-
ways missed colliding in midair, or how they
coordinated their silent attacks against wher-
ries or herpetoids, or how they always knew
where they were.

Any sunlit place or burrow above the
high tide mark is suitable for a dragonet fe-
male to lay her eggs. Tunnel snakes get more
of a green's eggs than a gold's, because the
golden queens are much more protective,
vigilant, and intelligent. Golds will also mus-
ter the other colors to help them protect their

to Dragons

eggs. Bronzes, the next largest, who general -
ly mate with the golden queen, lead the blues
and browns in defense of the nest. In the
wild, there are few green dragonets in the fair
of a gold. The greens have their own nests
elsewhere.

Curiously, once a dragonet has lived
through its first moments, centuries might
pass before it dies. Dragonets were not de-
signed for "planned obsolescence," as hu-
mans were. A dragonet fifty years old looks
the same as onejust into maturity. Perhaps
with Threadfall and other natural hazards,
the dragonets' longevity became necessary to
keep the race from becoming extinct. Over
time, one fertile female could repopulate the
planet. Unless trauma occurred, it would live
on and on.

A newly hatched dragonet is only a few
inches long. When one reaches full growth, it
is the length of a woman's arm from nose tip
to tail tip.

Proportionate Size:

A Man and a Fully Grown Dragonet
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Dragon Egg

MENTASYNTH

The first alterations to the dragonets, accom-
plished in the early colony years, involved
treating a clutch of eggs with mentasynth,
the Eridani compound designed to enhance
fetuses' empathy. Their pincer claws were
also genetically altered to a pentadactyl ar-
rangement. When the eggs hatched in an en-
vironment that closely duplicated a nest in
the wild, the new dragonets were capable of
more direct communication and empathy
with the humans who Impressed them.

Over the next several dragonet genera-
tions, the improved dragonets grew to be
larger adults than their wild counterparts did,
probably a result of superior food and care.
They also developed more pronounced head

knobs.
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FIVE TOES FROM
THREE

The original dragonets had a single pincer
that closed on a two-fixed-claw "hand." Ex-
amination showed that the forearm had two
arm bones that rotated to produce the ambi-
dactyl movement, which gave the biologists
the potential to change the claw configura-
tion for the better. The original dragonets'
front feet were adequate for catching fish,
which was their principal dietary staple, but
not as efficient as a pentadactyl hand for
catching land-bound creatures.

The genes were altered to produce four
"fingers" and a "thumb." The bioengineered
dragonets bred true; as they became more
and more prevalent, people began to call
them "fire-dragonets," and finally "fire liz-
ards." These new firelizards were also leaner
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than the old dragonets and had flatter noses.
By the time Thread fell,
one who was capable of Impressing had one

nearly every-

or
hanced or the old, natural configurations.

more fire-dragonets of the newly en-

Claw

Pentadactyl

DRAGONS

Kitti Ping, the colony's chief geneticist, was a
tiny, woman, already over a hundred
years old at the time of Landing. Her skill at

frail

manipulating the Eridani techniques of ge-
netic engineering was impressive, almost
legendary throughout the FSP. After several
attempts to alter the dragonets, she produced
a batch of dragon embryos, which she was

satisfied would do what the colony needed
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them to do. Shortly thereafter, she died at the
age of 110, without having seen the results of
her work. Her assistants and her grand-
daughter were left to follow her program as it
progressed.

Using the original success as a stepping-
stone, Kitti Ping had given the experimental
eggs the gene equation for five-digit claws.
Her program also called for forelegs short-
ened to more modified "arms," and a strong-
er endoskeleton, so the dragon would be

comfortable upright. The back legs would be

massive with muscle, relying on the natural
ball-and-socketjoints to keep the knees from
dislocating on takeoffand landing. She made
no changes in the basic wing design.

The dragons would need a certain
amount of boron to remain healthy, just as
humans needed calcium for their skeletal sys-
tems. Fortunately, an earlier program of Kit=
ti's allowed for this need: She had introduced
into the colonists' carbon-based animals the
ability to metabolize trace elements of bo-
ron—which they ingested as part of their diet
on Pern—into muscle tissue, rather than ex-
creting it. Thus the dragons would be able to
fill their boron requirement from a diet of

animal meat.
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Dragon Musculatiure

Dragon Skeletal Structure
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Kitti also used mentasynth to enhance
the already strong empathy that the dragon-
ets exhibited. Her tinkering did not interfere
with the natural tendencies of the species.
The new dragons would be able to teleport
from place to place almost instantaneously,
just as the dragonets did. They would Im-
press easily as permanent companions to
creatures other than their own species, and
would now grow large enough to carry a hu-
man being and protect human habitations
from Thread.

THE FIRST HATCHING

When the time came for the Hatching of the
meter-long eggs, hot sands took the place of
the beach nest, and humans proffered food
and feelings of love and welcome to the
hatchlings, in place of the dragons' biological
family. It took a day and a half for the eight-
een successful eggs to Hatch and Impress on
their young human companions.

Dragon's Eggs

to Dragons

The first group of the bioengineered
eggs yielded two gold dragon queens, three
bronze dragons, and three browns. The sec-
ond group yielded three gold queens. The
third group brought five golds, one bronze,
and one brown into the world. The fourth
group, engineered after Kitti Ping's death,
Hatched four golds, three bronzes, and two
browns.

The greatest wonder of the first Hatch-
ing was the discovery that, at the moment of
Impression, each new dragon-mate was sud-
denly aware of the dragon's mental touch and
voice as it named itself to him or her. The
dragons proved to have distinct personalities
of their own, which appeared to be perfectly
compatible with those of their Impressed
humans.

The original dragons were ten to twelve
feet long and about sixteen to eighteen hands
high at the shoulder. Every successive gen-
eration grew larger than the one before, at
first dramatically, then tapering off to small
growth spurts. The gradual increase in size
reached its culmination twenty-five centuries
later, two Turns before the Ninth Pass, with
Ramoth, who, at forty-five meters, was the
largest dragon ever shelled.

The dragons had the ability to fly as
soon as their wings dried, but as they did not
have to hunt for their food or flee from pred-
ators, flight was not an immediate necessity.
The veterinarians and biologists were reluc-
tant to allow the new dragons to fly until they
were fully mature, for fear of straining their
wing muscles. The fire-dragons hunted fish
and meat for the growing hatchlings and the
humans found it was a full-timejob to bathe,
oil, and feed their charges.

Once the dragons were permitted to fly,
the riders discovered that straps were needed
for a secure seat on the neck ridges. It was
possible during leisurely flight to remain on
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the back of one of these small dragons using
only the knees for pressure, as on a horse, but
it would take more than that to keep a rider
from falling off when a dragon changed di-
rection in pursuit of a clump of Thread. In
order to allow his rider to mount, a dragon
would crouch down and put out a forearm
for use as a step-up. As the dragons got big-
ger, it became necessary to wait to mount un-
til the fighting straps, which could double as
handholds, were in place.

The wings of the fully evolved dragon
are each approximately three-fourths the
length of the entire dragon, who will run
from twenty-five to forty meters long. The

Relative Sizee A Bronze Rider, His Dragon, and a Queen Egg
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tip-to-tip wingspan, including the breadth of
the shoulders, is therefore one and two-thirds
the length of a dragon.

What is usually thought of as a"dragon-
length" as a measure of distance is equal to
the average length of the most common
dragons, the greens, who number the same as
al the blues, browns, and bronzes put to-
gether. Modern green dragons grow to be-

Green

tween twenty to twenty-five meters in
length. Blues are the next largest at twenty-
five to thirty, browns range from thirty to
thirty-five meters, bronzes from thirty-five
to thirty-eight and golds from thirty-eight to
forty-two as arule, though Ramoth was clos-
er to forty-five meters long (or about the size
of ajet plane).

Dragons' noses are more pointed than

Blue
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those of fire-dragonets, and their head knobs
are fully developed. Their manual dexterity
is increased, as is their intelligence, but their
memories are reduced to short-term reten-
tion, as Kitti Ping made use ofthat portion of
the brain for a superior telepathic link with
humans. Their human mates constantly need
to remind them of important facts with rep-
etition and reassurance.

The first dragons were too small to fly
an entire Threadfall, but they were far more
effective aerial protection than the slower,
less agile airborne sleds. With their mounts'
natural ability to avoid collision, the riders
soon learned the patterns for fighting that the
sled pilots used. As their numbers and their
experience increased, dragons
fought longer and over locations.
Many were lost between or to injuries. Indeed,
the initial "Flight" riders were not far ahead

the small
more
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Ramoth and L 1011 Jet

of the weyrlings they trained to follow them.
It took the entire Pass of fifty years for Fort
Hold to
fighting dragons.

reach full strength in number of

THE FIRST WEYRS

In the face of the colony's first experience
with Thread, Landing became crowded with
stakeholders who had fled from their ravaged
settlements back to their deserted temporary
dwellings. There was little room for the dra-
gonfolk to live with their beasts, and they
were already being set apart from their un-
impressed neighbors,
dragons only as a means of removing strong
backs from the work force.

some of whom saw
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The dragonriders and their families
moved into the Catherine Caves around the
edge of the plateau. The dragons were per-
fectly comfortable living underground, and
the humans were pleased to have roomy

quarters that were secure from Thread.

BETWEEN

Between is a nonspace, a postulatum. Between
is the journey from one place to another
without crossing the space in between. A
dragon can move through time and space at
will, depending on what he perceives as his
rider's stated destination. Every
trained to be careful when he wishes to cross

rider is
time zones. If he was in Fort in the morning
and wished to go to Benden at the same time
of day, he would actually be going back
in time three hours because of the day's
progression.

Going between times takes longer than
going between places. If the dragon cannot
find the time or place his rider has pictured,
they will not come out of between. That was
why it was so dangerous for Lessa of Benden
to jump between four hundred Turns at the
beginning of the Ninth Pass using only the
Ruatha tapestry as a guideline. She intuited
its significance as an actual record, but she
could have misjudged its accuracy and lost
herself and Pern's only remaining queen
dragon in the cold void.

MATING

From the outset, dragon queens were en-
couraged to mate with as many of the males,
both brown and bronze, as possible, to take
maximum advantage of the available gene
pool. Brown-gold matings produce few
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bronzes and no queens, but the resultant
hatchlings are healthy. Each queen rises to
mate two or three times a year, and produces
clutches of ten to sixteen eggs at a time.

Except in certain mating situations,
dragons are never aggressive with one an-
other. When they are ready to rise, the queens
become primitive, gorging on Kkills. The
males turn competitive, their only goal
outmaneuver each other in mating flight to
get to the queen. (lllustrated on page 41.)

Dragons have no
tives. Their riders make sure they lack for
nothing, not love, nor food, nor shelter; and
since dragons have no long-term memory,
they quickly forget the unpleasant realities of
Thread. Their mild personalities act as calm-
ing influences on their riders.

to

territorial impera-

Because of the incredible emotional and
physical effects dragons mating have on the
humans bonded to them, the riders discour-
age outside involvement with anyone who is
likely to bejealous. The resultant discord of
such a situation interferes with the mental
health of the riders and, through them, their
dragons, It is loyalty to the whole of Pern,
rather than to a single man or woman, that is

encouraged.

WATCH-WHERS

In an effort to produce more dragons after her
grandmother's death, Wind Blossom Ping
also attempted to use the Eridani equations
on dragonet genetic material. However, she
did not have the same grasp of genetics as
Kitti Ping, and the results of her tinkering
were not totally successful.

What hatched from the eggs she engi-
neered looked like ugly, malformed dragons,
and were dubbed "whers." Their wings were
stumpy pinions that looked functional but
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Wher
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From
were not. They were smooth-skinned and
colored like dragons, but that was almost the
only point of resemblance.

When full-grown, whers weighed be-
tween six and eight hundred pounds, about
the size of a small, low-slung horse. Their
feet were arranged with two claws, and a sin-
gle pad supported the body weight; in spite of
such bad design, they could move with sur-
prising speed.

Whers were Impressable, and they
adored their human mates with the same de-
votion and empathy as dragons did. They
were also very territorial and, if not properly
introduced, would kill anyone they believed
was invading their home. As aresult of Wind
Blossom's attempt to smooth out the natural
faceting of the eyes, their eyes had mal-
formed lenses with countless little facets that
aimed light directly back into the fovealike a
magnifying glass. Whers were photophobic
and had poor focal length, but they were ef-
fective guardians at night, able to see even in
total darkness. Their senses of smell and
hearing were as keen as their night vision.
They were not as intelligent as dragons, but
they could serve a purpose. And they bred

true.

Whers are solitary and antisocial. If afe-
mal e hatches eggs away from a human habi-
tation, the young return to the wild. They
avoid encounters during the day, but they
will kill if disturbed at night. Only a few eggs
of each laying mature to hatch.

RUTH

The white dragon Ruth is a throwback to the
original dragons in size and proportion. As
heis only twenty feet long, his rider, Jaxom,

Dragonets
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must take the same precautions not to over-
load or overfly him.

Ruth would be considered genetically
flawed by those living during the Ninth Pass.
Most similarly stunted eggs simply fail to
Hatch, and most of them show no signs of
life at all. The Tradition has always been that
if an egg does not Hatch by itself, it is not
helped. But Jaxom did interfere, and Ruth
not only lived and prospered, but changed
the outlook and history of Pern.

I think the nearest thing to being a

dragonrider is a racehorsejockey.

—Interview with Anne McCaffrey,
Dragonhold, Ireland,  1987.

Jaxom



V.

Weyrlings

THE IMPRESSION—
A SHORT STORT

To Felessan's speculative eye, the eggs har-
dening on the Hatching Ground looked dif-
ferent. Well, very different.
Maybe not different at all. Perhaps it wasjust
his knowledge that this time, this Hatching,
was to be his first try at Impression, and that
put the eggs in an entirely new light. The idea

maybe not

that he was considered worthy to Impress
one of Pern's great dragons delighted and
scared him.

The sunlight shone through the high
openings to the Weyr Bowl outside, refract-
ing gloriously off the mottled eggshells.
Since F'lar had taken him and two other boys
in the Lower Caverns aside two nights earlier
to tell them that they were eligible to be Can-
didates if they so chose—as if anybody with
sense would turn down such a chance—
Felessan had made several detours from his
chores to pass through the great echoing cav-
ern. Which egg held a bronze dragon, and
which a blue? To Felessan's knowledge, no
one had ever been able to work out a system
to tell the smaller eggs apart. Of course, the
queen egg was easy to pick out. It was mostly
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gold, like its occupant, it was bigger than all
the rest, and it rested, lovingly protected, be-
tween the claws ofits broody golden mother.

Ramoth opened one great jeweled eye
about halfway and regarded the boy passive-
ly. To his relief, it showed the blue of sleepy
contentment rather than the red or yellow of
annoyance. Felessan was afraid that she was
sizing him up and passingjudgment on him:
"Might make a blue rider, but no more than
that," as the elders and senior weyrlings had
been doing for two days now. He did not see
where the others got off making remarks
about him. Faranth only knew how they had
tricked the dragons they rode into choosing
them in the first placel He clapped a hand
over his mouth, for fear of letting the unkind
What if Ramoth
knew what affected

thoughts become words.
him? Who
Impression?

heard

The sleeping chambers were crowded
this last sevenday, with the addition of the
new boys found on Search from Hold and
Hall. Most ofthem were strangers, but Feles-
san recognized Borand, who was from Le-
mos Hold. Borand had once accompanied a
supply train making its trip to the Weyr, and
the two ofthem, along with many other boys
from the caverns, had spent a long, hot after-
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noon stacking cloth sacks of river grains in
the storage caverns under Manora's watchful
eye. He was glad Borand had come to Ben-
den. Only two ofthe other boys his age in the
Weyr were standing to the egg this time, and
the others were eyeing the three chosen ones
with an air of suspicion. He did not know
why none of them had been picked as Can-
didates this time. He was hardly sure why

he had.

How did one Impress adragon? All they
had heard from the senior riders were oblique
warnings that "Don't do
this... don't ever do
this..." "Don't let

your dragon eat too much." "You must nev-

meant nothing.
do that...
And most enigmatic:

mustn't

er be afraid of your dragon," F'nor had cau-
tioned the boys before handing them over to
Felena for the fitting of their robes. "He will
never hurt you." That was all very well, but
how did one attract a dragon in the first place?

There were nearly twice as many Can-
didates as there were eggs in the sand. F'lar
liked to give the dragonets awide choice, but
it always meant that there were just that
many disappointed boys left standing on the
ground when the Hatching was finished.
Felessan shrugged. Just so long as he was not
one of them, he did not care. It was worse

with the girls, of course. Anywhere from
two to ten ofthem, and only one queen drag-

on to Impress.

The boys had all had a chance to touch
the eggs. Felessan had shivered when he
stroked one of the elongated ovals, and Ra-
moth had looked at him. He remembered the
time he and Jaxom had sneaked in to have a
look at the clutch from which Ruth had even-
tually Hatched. The boys' adventure had not
hurt the dragonets, but Felessan had feared
for sevendays that someone would know he

had done it.

"Another day to go, they say," a boy
from the Minecrafthall complained as Feles-
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san returned to the sleeping chamber to get
his hunting snares and knife. "1'm to break up
firestone till the noon meal. | could have done
that at home."

"My duty is to hunt tunnel snakes in the
storage tunnels below the kitchen cavern,"
Felessan offered. Hunting was his talent, and
he was proud of it. "Want to come with me?"

"No, thanks," the boy said, patting his
stomach. His name was Varon. He was a
chunky lad with a head of black hair and dark
freckles dusted across his cheeks. "I might
get stuck where a wisp like you would fit
through.”

"I'll come," ared-haired boy said with a
smile. Called Catrul, he came from a small
hold in Bitra. He was built much like Feles-
san, with long legs and a skinny frame that
spoke more of missed meals than hereditary
slenderness. He took from his pack a two-
tined hunting knife, which Felessan eyed
with envy. It wasjust the right configuration
to take the head offa tunnel snake with a sin-
gle chop. "I'd rather do that than scrub pots.

The scaled kind is good to eat."
"These are smooth-skinned," Felessan
said apologetically. "May | try your knife?"
"If
Catrul countered, handing over the shining

can borrow one of your snares,"

blade. "Let's go."

Catrul was as adept with snare as with
knife, and Felessan was pleased that his new
friend enjoyed hunting as much as he did.
The trick of killing tunnel snakes was to
avoid their sharp claws and teeth and strike at
their unprotected backs and necks. The boys
watched in silence as one of the beasts crept
closer and closer to the place where Catrul
had spread a snare. The snake, invisiblein the
darkness, passed cautiously over the single
grains of glows dispersed along the corridor.
The boys could measure its progress by how
quickly the glows disappeared and reap-
peared. Another man-length, then another—
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Anne McCaffrey's
comments on
Impression

"It's love at first sight across a
crowded room—one of the most
magical things that could possibly
happen to anybody. To me, it's
like getting up on a horse that's
been schooled, and the minute
you give him the aids, he knows
exactly what you want, perfectly,
only there's much more of a rap-
port. Impressing a dragon is the
amalgam of everything you want-
ed in your pet as a child and
couldn't have, because your pet
wasn't up to it. It's suddenly hav-
ing the whole candy store win-
dow yours.

"At the instant of Impression,
part of the miracle is that you real-
ize now you will never be alone,
you will always be supported for
the rest of your life—the feeling of
total surrender to another mind
which understands you totally. It
is completely in rapport with you,
and suddenly a great weight has
been lifted from your shoulders,
because you know that there is

"Pull, Catrul!" Felessan cried suddenly.
With a whoop, the redheaded boy sprang to
his knees and fell onto his back, yanking the
cord taut.

From the side, Felessan dove over the
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flailing pair of stabilizers that were the tunnel
snake's middle limbs and yanked the tail and
hindquarters back and down. There was a
snapping sound as the snake's neck broke. It
twitched in a frenzy for a few seconds, then
fell still.

"Whee-oooop!" Felessan picked up the
carcass by the tail and shook it.

"Not loud!"™ Catrul
"You'll scare all the rest off."

so complained.

"l don't care," Felessan shouted, enjoy-
ing the way his voice echoed all the way into
the depths of the Weyr.
broke into two sounds, a shrill echo almost
above the range of hearing,
thrum that bounced off the solid stone walls
around them.

In the distance, it

and a vibrato

"Ow!" Catrul said, pressing his hands

over his ears and crouching against the dark
"That's loud!"

"Yow!" Felessan cried again. The echo

sprang away, but the thrumming filled the

cavern around them and continued long after

the higher-pitched sound had died.

"How'd you do that?" Catrul asked, lis-
tening to the sound in wonder. He swept the
glows together in a trembling palm and felt
for the basket.

floor.

it." Felessan looked

"That humming sounds

"I'm not doing
around, big-eyed.
like it's coming from above. The Hatching!
The eggs are Hatching!"

"Now? It couldn't be now! We're not
ready!"

Felessan was already running through
the dark passage toward the kitchens, coiling
the snares up as he ran. "We'd better get
ready. It's happening!"

They dashed through the Living Cavern
and into the Inner Cavern. The humming
was louder out there, and people were rush-
ing back and forth, hurrying to make all
ready for the guests who would be arriving to
witness the Hatching.

Felessan looked
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around for Manora, but he guessed that his
foster mother was at the hearths, overseeing
the preparations for the Impression feast.

"Come on," Felessan said, pulling Ca-
trul toward the bathing pool. "Can't face the
egg dirty."

"We'll belate!" Catrul cried, pulling off
his clothing and climbing into the warm,
swirling water. He and Felessan reached for
thejar of sweetsand at the same time, and it
fell between their hands into the pool. Both
of them dove for it and came up sputtering.
In their haste, they churned up the bathing
pool until there was as much water out of it as
init.

"Better wet than dirty," Felessan as-
sured his friend, leading him back to their
sleeping chamber to change.

Felena was waiting with the pile of clean
white Candidates'
Felessan and Catrul appeared,
bathing sheets around them,

robes over her arm. As
clutching
she handed a
robe to each of them and bade them hurry.
"The bronzes are already on their ledge," she

said.
"But it's too soon," one of the boys
cried. "l don't know what to think yet."
"How will I know what to do?" another
boy asked.

Felessan was worrying about the same
things, but he said nothing. Hejust concen-
trated on pulling on the thin white cloth over
With a nervous hand, he
smoothed his shock of hair back on his head.

his wet skin.

Catrul and the Minecraft lad were white and
solemn. The robes had been the final touch.
The reality of the situation had dawned on
the boys.
hoped,

No matter what they thought or
the event was upon them, and it
would be all over very soon. They would Im-
press now, or not, as the dragons pleased. In
awed silence, the barefoot boys followed Fe-
lena through the stone corridor to the Hatch-

ing Ground.
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that support system there. And
with it comes a tremendous re-
sponsibility, because you know if
something happens to you, that
dragon will suicide.

"Now, the dragon will take
care of you, so it'sreally up to you
to take care of the dragon. You
have the feeling of one mind sud-
denly encasing yours, and every
ounce of your blood, every tissue
in your body, is suddenly linked
to another living creature. It can-
not be but the most ecstatic mo-
ment. |fthe kids were old enough,
they'd have orgasms.

"You feel pain through the
link, and you would do anything
to stop your dragon's pain. If you
were happy or comfortable, the
dragon would also share in the
pleasure, but not necessarily the
sensory feeling. Dragons would
be peripherally aware of 'me-
chanical duties' (such as eating, or
sex, or deeping) and they'd know
right away if you were sick. They
would start to get worried, not
knowing why. Unusual occur-
rences or sensations would come
to the dragon's awareness."

Around them in the passage, drudges
were hastening to refill the glowbaskets with
fresh glows, the light throwing weird shad-
ows across their faces. At the end of the tun-
nel there was areal blaze of light—the oblique
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rays of the midday sun hitting the Hatching
Grounds. The arena wasfillingup with peo-
ple. Felessan was suddenly terrified. Practi-
cally all of Pern would be watching him.
Borand caught his eye and made a brave
thumbs-up though his
showed that he was nervous, too. The closer

sign, even face

they got to the chamber, the warmer the
floor became under their feet.

As instructed, once the boys reached the
sands, they spread out, forming aloose semi-
the rocking eggs.
coiled on the egg mound, protecting the

circle around Ramoth
queen egg, hissing and snarling, her forked
tongue licking out at the air, her eyes awhirl
with a red light. The four female Candidates
stood at a respectful distance, but their eyes
were on the big golden egg.

Felessan promptly forgot about them.
Before him now was the biggest moment of
his life. There was the clutch of eggs, all rock-
ing back and forth on the hot sand. Which
one would crack first? His impatience nearly
strangled him, and he had to force himselfto
breathe. The hush of the great chamber made
him feel both very important and very small;
he felt as if every single person in the Hatch-
ing Ground were watching him. He did his
best to look patient, though his feet felt as if
they were burning up. Discreetly, he lifted
first one scorched sole and then the other.

Why do they make us come out bare-
foot? he wondered. Does it make a difference
to the dragon? Without moving his head, he
slewed a glance over to the left, to see if any-
one else was as uncomfortable as hewas. Be-
side him, Catrul was shifting from foot to
foot. How long would they have to stand
there? The sand was growing hotter by the
moment.

The hum went on and on, and the eggs
twitched andjerked, as if the dragonets were
as impatient as the Candidates. Felessan was

hypnotized by their movement, and by the
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humming of the bronze dragons which was
building slowly in power, like the sound of
an approaching storm.

With a loud pop, a mottled egg with a
pattern that looked like a river and waterfall
burst open, and a young bronze dragonet fell
to the sand, bawling a protest. There was a
sigh of pleasure from the audience in the
stands behind him. It was a good sign that the
first hatchling was a bronze. Felessan wanted
more than anything to look at the young
dragon, to see if it was his, but he did not
dare. What if it was not? Oh, but what if it
was his? He would be so disappointed if it was
not. He risked a glance at the little creature,
whose glistening wet wings were unfurling
and drying in the hot air. He was so beautiful!
Felessan's heart felt as if it was about to ex-
plode in misery as the whirlingjeweled eyes
changed from blue to green and the little
dragon moved decisively toward Varon.

"He says his name is Horoth!" the tall
Minecraft lad cried in triumph as he knelt and
touched the young dragon's upturned face.
The hum grew louder, as if the senior drag-
ons approved the match. Then V'ron, as the
new dragonrider would now be known, led
the staggering dragonet toward the ground-
level exit where brown and green riders wait-
ed to escort the new weyrlings to their shared
barracks.

Briefly Felessan watched V'ron and
Horoth. The first Hatching was almost like a
signal for things to begin happening. All ofa
sudden, several
Crooning piteously,
around them, searching the faces of the Can-

didates. A brown dragonet fell across Feles—

eggs broke open at once.
the dragonets sought

san's feet and lay bawling on the sand.
Is this the one | want? he asked himself
as he helped the little creature to stand up.
The brown creeled and tottered away.
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A tiny green dragon drew Felessan's at-
tention, calling shrilly.

"Does she want me?" He started toward
her. At the same time, two blue hatchlings
made for one boy, then one of them turned
away. The green went on by, still searching
for the right Candidate. Felessan gave it a
sidelong hopeful glance, but it ignored him.

Catrul was on his hands and knees on
the sand,
smiled as wide as its narrow bones would al-

tears pouring down a face that

low. Staring lovingly up at him was a very
small dragonet.

Felessan stared at the brown in astonish-
ment. He did not know whether to rejoice for
his friend or melt in frustration. Every drag-
on had to have a rider. He dared not risk a
look at the Weyrleaders on the Tier. Then his
eyes were drawn away by a blaze of greeny
gold.
he breathed. Not an
ordinary bronze, either, but a flawless com-

"Oh, a bronze,"

bination of gold and green and tan that
looked like the dappled sun through leaves,
only more perfect. "Oh! Is he coming... to
me?"

Felessan's heart pounded as he took a
step forward to meet the dragonet, who was
crooning in impatience to reach him. The
boy's longer legs brought him close more
quickly than the hatchlings wobbly short
ones could. He completely forgot any recent
twinge of disappointment.

This bronze was the handsomest, most
perfectly formed, stron-
gest hatchling in the clutch. Oops! He gasped

prettiest-colored,

asit tripped on its wing tip and its bulky hind
legs kept on moving, plowing its sensitive
nose farther into the hot sand.
dropped to his knees to help the little beast

Felessan

right itself. Its glowing eyes focused on his.

Suddenly,
surged through his body, followed by a con-

some indefinable sensation

sciousness that centered itself both in his head
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and a few feet in front of him, inside the body
of the little bronze,
echo, every movement repeat itself.

the bronze hatch-

making every breath

My name is Golanth,
ling said.

Felessan reached out to stroke the dra-
gonet's skin, knowing before he did how soft
it would be, and how happy Golanth would
be for the caress. He loved the little dragon
with an astonishing sense of completion. He
was overwhelmingly happy, happier than he
had ever been in his life. All he wanted to do
was to look at the little bronze dragon, just
look at him. Felessan had the amazing feeling
of being together with Golanth. No matter
where he was, the rapport would remain be-
tween them. But he had no intention of ever
being away from Golanth.

Golanth certainly had the softest skin
Felessan had ever touched. Even though the
little bronze was only a few minutes old, he
was as steady on his feet as could be. And his
wings! They were drying faster than any oth-
er hatchling on the Ground, even the ones
who had broken shell before him. What
transparent sails they were, and so perfect
that they looked like they had been carved
from glass. Felessan was so full ofjoy and
pride that his chest hurt. Hisjaws ached, but
he could not stop smiling.

I'm hungry, Golanth told him piteously,
adding a croon to his plea.

"Hungry!" Felessan was abashed. He
had stood there like a lump of coal while his
dragon was hungry! Terribly hungry. His
own guts were rumbling in sympathy, and
he realized that the could feel the craving for
food right through their precious link. His
training flooded back to him, and he remem-
bered there would be food out in the Weyr

Bowl for them.

"Come on, we've got to get you some
food! There's food right out here. Just come
along with me now," he chattered on, reas-
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suring Golanth, who tottered along beside
him. The sand was hot, and the young drag-
on's claws were still soft and damp from be-
ing in the egg. "It's all right—here, I'll help
you. Don't worry aboutit. It sureis hot here,
isn't it? My feet hurt, too, but that's okay.
We're just going outside.
there. And the food!"

I'm very, very hungry, Golanth told him.

It's much cooler

Other hatchlings were already being fed
by their proud new weyrmates, with some
guidance from the senior riders. One of the
brown riders came over to F'lessan and hand-
ed him a big bowl of fresh red meat.

"Here you go, F'lessan."

Felessan dragged his eyes away from
Golanth's and recognized T'gran; at the same
moment he realized that the smiling older
rider was the first to address him by his new
name.

"What's his name?"

"Golanth." F'lessan grinned as he rolled
the name around in his mouth for the first
time. "Thisismy friend T'gran,” hetold Go-
lanth. "And his dragon is Branth. He's a
brown dragon."”

The older rider smiled and clapped a
hand to F'lessan's shoulder. "The Weyr-
leaders are mighty proud of you. F'lar just
looked as pleased as can be, and the Weyrwo-
man—I think she was glowing as much as
Ramoth was. Youjust see to Golanth now.
He's a fine-looking little fellow, isn't he?"
T'gran walked away, and Golanth opened his
mouth for the meat.

The pieces were swallowed
promptly, and Golanth asked for more, roll-
ing hisjeweled eyes at F'lessan in appeal. His
stomach hurt so much. It was so empty.

first

"It's all right!" F'lessan promised him.
"It's all right. Your stomach will stop hurt-
ing, really. Here's more. And more. Boy,
you are hungry, aren't you? No, wait, chew
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it!" the boy pleaded as a large lump of meat
disappeared down his weyrmate's throat.
"You can have as much as you want, but
you'll choke if you don't chew your food."

Chew? The mental tone was puzzled.

"Uh, mash the meat between your
teeth." F'lessan tried to demonstrate, point-
ing. "Those are teeth. Y ou tear the meat with
the front ones, and you chew with the back
ones. Yes, you're al right now. Good."

As the edge of Golanth's hunger abated,
F'lessan began to take in his surroundings
more fully. Suddenly the Weyr Bowl seemed
bigger than he remembered it, and the sky
was more beautiful. Everything was new.
"See? It'slovely out here. Thisiswhere we'll
be living."

| like it. | like everything you like, Golanth
told him, taking another chunk of meat. The
bowl was nearly empty, and the dragonet's
voracious eating was slowing down. The
frantic spin of his eyes had abated to a placid
whirl. Then the skin on Golanth's shoulder
twitched and his eyes changed color.

"What's the matter?"

| itch came suddenly from the dragonet's
mind.

F'lessan started at Golanth's emphatic
tone. He set down the bowl! and ran his hands
over the shoulderjoint. "You do? Here?"

No, further down. Yes, there.

"Yes, you feel very dry suddenly. I'll
get some oil." He turned around and around,
trying to recall where the oil was kept. A few
of the senior riders looked up at him ques—
tioningly. "I need some oil!" he exclaimed.
"He's itching. His skin is dry."

"Of course it is," one of the men said.
With a smile, he handed F'lessan a pot of oil
and a paddle.

"Oh, good!" F'lessan seized the oil and

smeared some on Golanth's shoulder. In-
stantly he shared his dragon's relief. "1'd bet-
ter do a good job. I'll oil you all over, to make
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sure you won't be uncomfortable." He
spread paddlesful of oil all over the bronze
dragonet, admiring the shimmer of his hide
in the sun.

You are so considerate, Golanth said, his
eyes glowing with love. The scent of the
meat attracted him again, and he plunged his
muzzle into the bowl while F'lessan worked.
You are so clever, and you make me very happy.

F'lessan sighed withjoy, caressing the
soft, soft skin of his weyrmate and scratching
above the dragon's sensitive eye ridges. "I'm
happy, too."

Joyful creelings from a fair of Impressed
firelizards echoed overhead in the wide Weyr
Bowl, asavery small green dragon joined the
other hatchlings in the sun. F'lessan noted
with one astonished glance that the weyrling
with her was Mirrim. A girl impressing a
green? Why she hadn't even been standing on
the sands. Then Golanth nudged his arm
again, and the boy turned back to spread
more oil on his new friend.

When at
soothed, F'lessan helped Golanth make his

last his dragon's skin was

way toward the Weyrling Barracks at the op-
posite end of the Bowl from the Hatching
Grounds. Through their new bond, the boy
could tell that Golanth was growing very
tired. After all, he had only been Hatched that
day. He needed to get some rest from the ex-
ertion of breaking shell and walking so far
from the Hatching sands.

Somehow F'lessan managed to get the
staggering bronze up the ramp, into the bar-
racks, and over to the side ofthe room he had
been assigned by the Weyrlingmaster. With a
sigh of relief, Golanth collapsed onto thelittle
stone couch. F'lessan discovered that he, too,
was exhausted. He had been up practically all
the night before, too nervous to sleep, not
knowing what to expect and worrying what
the other Candidates would say if the Weyr-
leader's son failed to Impress on his first try.
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But it had all turned outjust fine! And he had
Impressed a bronze, too—the most beautiful,
intelligent, wonderful bronze on Pern! The
reality of the Hatching was more wonderful,
more terrifying, and more rewarding than
any description he had ever heard. He would
never be alone again—and he had never real-
ized how alone he had been until Golanth's
presence filled his soul.

He sat down next to the small bronze
hatchling, who was trying vainly to keep his
glowing jeweled eyes open. As F'lessan
smiled down at Golanth, the translucent lids
slid closed one by one, then all Golanth's
muscles relaxed at once. Suddenly F'lessan's
eyelids became too heavy to hold up, and he
leaned against Golanth's shoulder. With a lit-
tle sigh, the boy slumped down next to the
bronze dragonet. In a moment, their placid
that the other new

breathing joined of

weyrmates.

With a soft step, the Weyrlingmaster
made his way through the rows of stone
couches, checking on each boy and dragonet.
He lifted one of F'lessan's long, thin legs
whereit was dragging on the floor and settled
it next to the other. Beaming paternally
down at the young pair, he drew the woven
coverlet up from the end of the couch and set-
tled it over them. F'lessan was smiling in his

sleep.



Weyrlings

THE CARE AND
FEEDING OF A
YOUNG DRAGON

Dragon eggs are ovoid, with predominantly
cream-colored shells marbled in soft colors.
After a clutching all the folk in a Weyrjoin in
the guessing game as to what color dragon
will hatch out of each of the meter-long eggs.
The gold eggs are easier to detect, as they arc
ten to twenty percent bigger than the others
and tend to be more gold in hue. Thereis sur-
prisingly little difference between most other
types.

Dragons are born hungry. They con-
sume the yolk before hatching, absorbing all
the soft material in the thick, leathery shell of
the egg until it is down to a thin, crackable
layer.

A young dragon, called a dragonet, will
always find someone suitable among those
present in the Grounds during the Hatching,
usually a Candidate, but occasionally some
unsuspecting person off the sands. Though
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some riders may appear to other humans to
be odd choices, each dragon unerringly
chooses just the right rider.

Once the eggs have hatched, the baby
dragons and their weyrmates fall into the care
of the Weyrlingmaster, chosen from among
the more senior riders. Heis in charge of the
weyrlings' physical well-being, training, and
every facet of dragon care. He sees to it that
the weyrlings clean and oil their dragons ev-
ery day.

At first, the young dragons feed almost
daily, and then once every three to five days,
devouring one or two wherries or a small
herdbeast from among the Weyrs flocks. As
soon as the young pair arc allowed to fly,
they are taken out of the Weyr with a senior
pair and taught to hunt wild wherries, fish,
and other edibles.

Dragons remain in the Weyrling Bar-
racks as long as they are small. At ayear old,
they will have reached seventy percent of
their adult size. Once they can fly, they are
transferred from the barracks to their own,
larger quarters.



VI.
Training and

Fighting Dragons

BY TODD JOHNSON

WEYRLING TRAINING

Dragon and rider start their destiny inauspi-
ciously: as creeling, frightened dragonet and
timorous, white-robed Candidate.
fused, dazed, and finally fused in the bonding

Con-

of Impression, the pair arejust barely capable
of locomotion—often one has to carry the
other off the Hatching Grounds. Yet in little
more than a year the dragonpair can be ex-
pected to form part of a Fighting Wing. Pre-
paring the weyrlings is the responsibility of
the Weyrlingmaster.

The Weyrlingmaster's importance is
awesome: At any time he may have up to
ninety weyrlings in his charge. The Weyrl-
ingmaster is chosen by the Weyrleader as the
dragonrider best able to train new riders to
fight Thread. Normally the Weyrleader con-
sults with his Wingleaders before making his
selection. Once chosen, a Weyrlingmaster
remains in the position until he stands down
or dies. Historically, Weyrlingmasters often
stand down after only a few years of service,

many returning to duty with the Wings.

The bemused, newly Impressed drag-
onpairs are led from the Hatching Grounds to
the Weyrling Barracks, a place set off from
the rest of the Weyr. Young dragons, and oc-
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casionally young riders, are given to excesses
(emotional, culinary, even sexual) that often
result in a distressed dragon and rider. Inflict-
ing such emotions upon the rest of a Fighting
Weyr could have disastrous consequences, SO
the young weyrlings live apart.

Confused, often overwhelmed by the
intensity of the Impressment, and distressed
by the ravenous hunger of their new part-
ners, the human half of the dragonpairs look
to the Weyrlingmaster and his helpers to pro-
vide them with food for their hungry drag-
ons. Once they have eaten, the helpers then
guide them the Weyrling Barracks.
Here, finally sated, the newly Hatched drag-

into

ons promptly fall asleep. This common first
surge of eating and sleeping is usually accom-
panied by the stretching and itching of the
dragonets' skin. From then on the young hu-
mans must oil their dragon partners daily.

Each weyrlings name has already been
shortened into the dragonrider's honorific,
by which he will be known for the rest of his
life: Felessan to F'lessan, Naton to N'ton.
The shorter name is not only a signal that the
boy has Impressed a dragon, but also atime-
saver for the Wingleaders, who must shout
orders across dragonlengths while the drag-

ons fly Threadfall.
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the
Weyrlingmaster assigns duties and drills to

While their dragons are maturing,

the young riders. These duties include most
of the standard duties that everyone in the
Weyr must perform: making clothes, casting
cookware, collecting medicinal herbs, tend-
ing Weyr flocks, or even cleaning latrines.
The drills, while tiresome and boring, are de-
signed to turn dragon and rider into a fight-
ing team capable of becoming part of the
larger team that is the Wing.

Many of the first and most arduous ex-
periences a weyrling rider faces are drills
combined with the chore of selecting, sizing,
and bagging firestone. All weyrlings must
have a good understanding of firestone. This
includes knowing reflexively the standard
issue for a fighting dragon and its rate of
consumption in Threadfall. The Weyrling-
master, while teaching the weyrlings how to
bag the firestone, also points out the proper
sizes and look of good firestone. It is not un-
common for a representative of the Mine-
crafthall to assist during this part of the
weyrling's training.

During Threadfalls,
are charged with the duty of bagging fire-

young weyrlings

stone and passing the bags on to older riders,
who will take them to fighting dragons at the
site of the Fall. The Weyrlingmaster forms
the young riders into groups of "weyrlings
chains." These are teams of weyrlingswork-
ing tofill empty firestone bags and pass them
through a chain of waiting team members to
the supply dragons. It is here that the weyr-
lings learn the "dragon toss": how to toss
(and catch) full bags of firestone the distance
of one dragon to another. It is a technique
that requires a lot of skill, practice, and well-

developed muscles.

When Thread is not falling, and there is
more than enough firestone bagged and
ready, the Weyrlingmaster will exercise the
young weyrlings in a Ground Drill. These

are very precise, exacting marching drills re-

and Fighting
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quiring the young riders to perform intricate
maneuvers in teams. During these drills, the
Weyrlingmaster starts selecting those whom
he thinks need special training and those
whose potential merits their learning addi-
tional skills. The first group receive extra
training in close drill; the second group re-
ceive extra training in conducting the close
drills, as is befitting future Wingseconds and
Wingleaders. The training all the
daylight hours and is fatiguing.

lasts for

As the weyrlings' first year progresses
and their dragons grow large enough to carry
them, the young riders make their first set of
fighting straps and any other equipment nec-
essary for the care of a dragon and for thejob
of fighting Thread.

Once or twice a year, fighting straps
have to be replaced entirely. Some splicing is
done on the leather gear, using sailor's palms
and waxed gut, but it is safer to make a new
set than to rely on old, stretched straps. The
hide is always well oiled and worked supple
so that it will not chafe the dragon's neck, and
lined with a smooth piece of suede to pad the
girth. The straps hold arider in that space be-
tween those neck ridges better than one could
ever be held by saddle and stirrups. When
learning the thermals in the Bowl, weyrlings
will convey passengers, who sit behind them
in the dorsal fins and hang on. As the dragon
gets older, the pair's duties change to the
more serious adult pursuits.

Once the straps are made to the satisfac-
tion of the Weyrlingmaster and his assistants,
the weyrlings begin flight training. A dragon
instinctively knows the principles of flight;
young riders, few of whom have ever been
dragonback more than once, have no under-
standing at all. During times when thereis no
Threadfall, lectures by the more experienced
riders, often Wingleaders, teach the young-
Ground Drill follows,
with both dragon and rider anxious to get air-
borne. Finally, often reluctantly, the Weyr-

sters the rudiments.
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lingmaster announces the dates of the first
flights.

Even formation flying on a dragon is a
solitary experience, a feeling shared only by
dragon and rider. There is also an under-
those first

flights. The rider, joined to his or her dragon,

standable exuberance during

actually is flying: The air rushes over their
wings; they fly through clouds.

A dragonrider must learn to fly alone;
no onerides with him. The first flight is made
under the watchful eye of the Weyrlingmas-
ter and one of his assistants. Usually oneis on
the ground and the other is airborne. The first
flight is no moreimpressive than that made at
Kitty Hawk by the Wright brothers: a few
wingbeats into the air and a shallow glide to
the ground.

the
jolt of being flung upward by his dragon's
strong hind legs, the beat of leathery dra-
gonwings, and the shallow glide followed by
an often jarring descent to the ground is a

To the young rider the rush of air,

time of pure magic. The Weyrlingmaster
now has the young dragonpair

short flight three times.

repeat the

"So you won't think it's a fluke!" he ex-
plains to the anxious weyrling.

The pace of flight training is very light
for the first month,
particular Hatching have become familiar-
ized with the sensations of flight. At this early

until all weyrlings of a

stage in the relationship, it is possible for an
overly compliant dragon to accede to his
partner's
fatally.

After the first month's limited flights,
the pace intensifies. At this time the weyr-

dangerous whims—occasionally

lings move out of barracks and into free
weyrs. They start flying in teams of three. In
these trios they begin the flying drills that
they will need when fighting Thread. The
firestone drills on the ground arc transferred

to the air, with riders flinging sacks from one
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to another while the Weyrlingmaster orders
the trio to turn left, turn right, climb left,
climb right, dive, and so on, until the riders
arc seasoned in all the standard maneuvers.
Next the Weyrlingmaster combines groups
and repeats the drills.

When all the weyrlings of a Hatching
are flying well in formation, the Weyrling-
master starts training the weyrlings to go be-
tween. This training starts with drilling of
terrain recognition, as the Weyrlingmaster
instructs the dragonriders on how best to vi-
sualize their destination. When he is satisfied
with the progress of a particular dragonpair,
the Weyrlingmaster flics with the pair and
takes playing the
role of passenger as his dragon takes visual
reference from the Weyrlingmaster. The first
jump between is always startling; the Weyr-
lingmaster will jump between with a pair sev-
eral times before letting them visualize the
destination and make thejump unaided.

them between—the rider

Again, even with the greatest precau-
tions, a few new weyrling pairs go between
and never reappear. During the more hurried
training that has to be conducted during a
Threadfall, it is not uncommon at this point
to lose one or more weyrling pairs per Hatch-
ing. This often occurs in bunches, with sev-
eral Hatchings all passing this
training safely and then as many as a halfdoz-

en failing to reappear from one group.

through

As each weyrling pair progresses be-
yond this point, theyjoin to form their threes
into nines and to practice precisionjumps be-
tween under the careful eye of the Weyrling-
master or his assistants. The drill is the aerial
version of the Ground Drills the young
weyrlings practiced before their dragons
could fly. Losses are rare at this point, though
injuries (mostly from

collisions) are

common.
The final phase of the weyrlings' train-
ing begins when they are taught how to chew
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firestone to make flame. The introduction
takes one long day and must be handled with
extreme care. Again the Weyrlingmaster
trains each dragonpair individually.
Although the ability to chew firestoneis
instinctive in dragons, the exercise must be
supervised. The Weyrlingmaster normally
starts the pair out on a soft stone (not fire-
stone), to get the dragon used to the concept
and the

young rider familiar with the procedures.

of thinking of its "other stomach”

Once the dragon is used to chewing and pro-
cessing the rock, the Weyrlingmaster gives
the pair true firestone. At first this is low-
grade ore, and the dragon produces only a
small flame. By the end of the day, the pair
will have trained up to producing full flame.

Once all weyrlings arc able to flame, the
Weyrlingmaster continues to train the new
riders, using ever more challenging drills and
recognition points farther from the Weyr.

At this point the weyrlings tend to
spend as much time as possible with the
"real" riders. They begintojointhe more ex-
perienced dragons and riders on recreational
flights and visits to Holds. During this period
the experienced pairs and Wingleaders get to
know the weyrlings.

Now the time approaches when the
young riders will be drafted into Fighting
Wings. Their first assignment
Weyrlings' Wing—the Wing of young dra-
gonriders and injured dragonriders
who bring fresh sacks of firestone to riders as
they fight Thread.

Flying firestone to ridersin Threadfall is
dangerous. In some ways this is more dan-

is to the

older

gerous than flying in a Fighting Wing, be-
cause riders coming from between into the
Threadfall area may not have a clear idea of
the Leading Edge of the Fall. Also, the rider
must depend more on his own initiative than
he would if he were flying in formation with
a group of his fellows. So the inexperienced

and Fighting
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pairs are more prone to extending them-
selves, and there is no one to cover for mis-
takes. But it is in flying firestone during
Threadfall that new riders first get "blood-
ed"—and often fatally.

There is no way around that expedient:
There comes a time when a rider and his
dragon must face Thread on Pern for the first
time. Most riders prefer to face this alone
rather than endanger others. In hard times,
weyrlings have no choice but to be placed di-
rectly into understrength or overfatigued
Fighting Wings; understandably, this course
results in more injuries and fatalities.

It is the many losses that occur during
this "blooding" that most often make a
Weyrlingmaster resign. Too often in full Fall
a Weyrlingmaster will have to watch a young
weyrling emerge from between at the wrong

time—to be engulfed in roiling Thread and,

Weyrling Scored by Thread
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in screaming agony, wink back into between
and out of existence.

"It's bad enough to see my wingmen
and mates die, but to see a flock of my boys
and dragons come back scored, dazed, and
forever haunted,
al..." one ex-Weyrlingmaster said to ex-
plain his unexpected retirement.

some never come back at

THE FIGHTING WINGS

There is no real choice as to whether or not
the Thread must be fought. Most young rid-
ers recover from their exposure to the first
horrors of fighting Thread. Weyrlingmasters
accept the price of their teachings or stand
down. Weyrlings so blooded are marked as
ready to move into the ranks of the Fighting
Wings. The fighting strength of the Weyr
varies, with the high being some 330 fighting
dragons, not counting the queens, invalids,
or weyrlings in training. Rarely is a Weyr
able to boast of being at full strength (al-
though in olden times, before the founding of
the Benden Weyr and again before the found-
ing of the remaining Weyrs,
least five hundred dragons in a Weyr). A

there were at

Weyrleader counts himselflucky to have nine
good Wings of reasonable strength and some
spare riders to make up for losses; his worries
begin only when he reaches the inevitable
point when he cannot make nine Wings with
a scant twelve dragons each.

WING AND FLIGHTS

A Wing is the smallest cohesive group of rid-
ers. EachWingisled by a Wingleader, whois
aided by Wingseconds. Most often the Wing-
leader is a bronze rider, the Wingseconds rid-
ing browns, but circumstances may put any
rider in any position. In good times a Wing
contains thirty dragons. Twelveis the small-
est working Wing a Weyrleader will normal-
ly permit to fly.

Three Wings are considered the smallest
number that can successfully fight a Thread-
fall. This grouping of three Wings is referred
to by some as a Flight. As three Wings (up to
ninety dragons) forms a fairly large and cum-
bersome grouping ofdragons, it is the largest
unit treated as a permanent group, with the
exception of the Weyr itself. The Weyrleader
often uses the Flight as the administrative

Maxirmum Aftitudes Attainable by Flying or Fighting Dragons

Maximum Flight

Maximum Fight
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unit. This gives him additional flexibility
when assigning new riders or promoting rid-
ers to new positions. The Wings are grouped
into Flights on the basis of fitness and com-
patibility, which means that the groupings
are not static: a Weyrleader may group two
tired but veteran Wings with a young but en-
thusiastic Wing, or spread out his new riders
into three Wings and use the resulting Flight
sparingly until the Wings have settled in. It's
a balancing act based upon intangible factors
and in which each falsejudgment potentially
means scored riders or dragons at least, and

burrowed Thread at worst.

In addition to the simpler task of inte-
grating a new green or blue dragonrider into
the Fighting Wings, the Weyrleader must re-
solve the more difficult problem of bringing
in new brown and bronze riders—the tradi-
tional Wingseconds and Wingleaders. Where
misplacing a blue or green rider within a
Wing could cause disaster for the Wing, mis-
placing an inexperienced brown or bronze
rider could cause disaster for the Flight or
Weyr. Most young bronze riders serve time
first as regular Wing riders and then as Wing-
seconds before being permitted to lead a
Wing against Thread. Brown riders receive
similar treatment.

Riders who fail to win the Weyrleader's
respect may continue to ride as Wing riders.
A bronze rider has the recourse of flying the
senior queen dragon and becoming Weyr-
leader himself; a brown rider can merely
strive harder and hope for a change of leader-
ship. In a society where cooperation is the
highest value, voluntary transfers are rare
and considered a sign of failure.

In placing brown and bronze riders
within the Wings, whether as Wingleaders,
Wingseconds, or mere Wing riders, the wise
Weyrleader consults with his Wingleaders
beforehand. One option the Weyrleaders of-
ten exerciseis to allow certain riders to spend
time as assistants to the Weyrlingmaster, al-
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lowing them as much as a full Turn to relax,
giving the Weyrlingmaster an aide with a
bright new perspective, and providing the
Weyrleader with a ready pool of proven lead-
ers in case of trouble. It is also a Weyrleader
prerogative,
strength Flights, to assignriders as guides for
the Weyrlings' Wing.

in those rare cases of over-

A weyrling becomes a true dragonrider
when assignhed to a Fighting Wing. Every
weyrling yearns to hear the traditional "The
Weyrleader has allowed me to ride with you"
from some Wingleader and to move from the
weyrling tables to the tables of his Fighting
Wing. Ifthe weyrling expects anything more
or an aura to appear, he is sadly mistaken:
The next day he finds himself sent on chores
much like those he was given before. Only
now everything is very much for real. When
Thread is due to fall, no shirkingis allowed—
the dragonrider is up hours beforehand, stok-
ing his dragon with firestone, checking his
gear, and awaiting his Wingleaders call to
fly.

Practice is conducted with greater fer-
vor; mistakes that other weyrlings might
have guffawed at now draw stern reproval
from wingmates. Practice includes special
drill for those duties that particular Wing
might be called upon to perform: left Wing,
right Wing, or forward Wing all have differ-
ent maneuvers. The Wing maneuvers are
by the Weyrleader the

worked out and

Wingleaders.

THREADFIGHTING
TACTICS

Every Threadfall is different—there is always
one best way to fly against it—and a Weyr-
leader islax if heisnot always striving to per-
fect his Weyr's ability to meet each Threadfall
with as much flame and as few casualties as
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possible. Wind and the time through the Pass
have the greatest effects on Threadfall; rain
has the next greatest effect.

"Rain! Let it rain thick and heavy and
drown the Thread while we drink
Weyr!" dragonriders often wish.

in the

The severe winds and rain of a cold front
arc the dragonriders' greatest weather threat:
With turbulent air low down and unknown
up-and-down-drafts,
ienced of riders can hope to fight well, and
only the foolhardy can expect to return un-
scathed. As the Pass of the Red Star comes

only the most exper-

closer, the frequency of Threadfalls increases
until they occur at the rate of once every four-
teen hours in bands across the planet, giving
weary dragonriders no rest.

To meet the threat of Thread combined
with foul weather, the Weyrleader must use
planning, teamwork, and long-practiced for-
mations. Casualties play arolein how a Weyr
weathers the Pass, but training is decisive.
Training is carried out at all times, by indi-
vidual pairs, as Wings, as Flights, and by the
full Weyr.

The individual rider trains best by flying
his old trio and practicing with falling ropes
soaked in colored dyes. The rope imitates
Thread. Several riders throw more rope than
a pair ofdragons could hope to catch, and it is
up to the training riders to make the best of
the situation. Rope that falls uncharred to the
ground is counted against them, while dye
marks on their dragons or on themselves
score double points in their favor. Riders
trade off partners to learn techniques, as well
as to invent new tactics. The rope drill is car-
ried out in all weather,
when Thread would be drowned in its Fall.

even pouring rain,

As aWing, theriders practice formation
flying. A rider at the point of a flight must
maintain an awareness of those on his left and
right.
Thread in those directions. So long as he

They are guarding him from any

and Fighting
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maintains his position in the formation, he
does not have the worry that he might be
flamed from left or right.

The Wing may be arrayed in any num-
of different ways: in a straight line;
stacked by Wingseconds into threelines; in a
forward vee or backward vee; flying upward
or downward or level. Each different posi-
tion and angle of flight entails different ad-
vantages and dangers. Every rider is expected
to know how to fly faultlessly in every possi-
ble Wing formation. The Wing drills until it
can go between, while climbing or diving and
turning in any direction, and come out of be-
tween in the same formation it started with.

ber

A dragon must be allowed room in the
Wing to enable him to maneuver. Because of
this, the space left between the dragons is
greater than a dragon's flame could cover.
Wings take turns dropping dyed rope at each
other, and the whole Wing practices flaming,
drilling to ensure that each dragon and rider
has an instinctive knowledge of his covered
area. Great care is taken in training to avoid
two dragons going after the same clump of
Thread—it represents wasted effort
means that another section of the sky has
been left uncovered.

and

After Wing training comes Flight train-
ing. The Flight is regarded as the least force
required to fight a Threadfall unaided (but al-
most certainly with casualties). The Weyr-
leader organizes the training by Flights.
When there is time for such training, it is an
invaluable tool for the Weyrleader to try new
riders in different positions, tojuggle tired or
understrength Wings to form Flights capable
of meeting Threadfall, and to practice new
tactics or hone old ones.

Only occasionally during a Pass does a
Weyrleader find a great enough lull to allow
the luxury of pitting one Flight against the
dyed ropes of another, but it is these Great
Drills which prove the most rewarding, both
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for the Weyrleader and the riders. Such Great
Drills simulate Threadfall as closely as possi-
ble without actually getting Threadscored.

But the test and truth of a Weyrleader is
in Threadfall. Weyrleaders have flown
Threadfalls differently during each of the
Passes of the Red Star. In the time of Moreta,
it was considered best to array the entire

Thread Fighting

Weyr in three levels and fly straight from
Leading Edge to end of Threadfall. F'lar, en-
countering difficult times only seen before by
the very first dragonriders, adopted a more
chop-and-change attitude, throwing his
scanty forces at Threadfall as best he could.
As time went on, and the Oldtimers arrived
from between through time, F'lar's tactics
were modified both by acquired knowledge

Formations
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and by the availability of more dragons.
The consensus among modern dragon-
riders is that one must "gauge the Fall and
gauge the wind." Thread can fall thickly, in
sheets, or it can fall in splotches or in any
combination of the above configurations.
The wind influences the Threadfall,
worse, ifthere is severe turbulence, can fling

and

Thread onto a dragon or throw a dragon into
Thread. Dragons are fantastically strong, but
a thirty- to forty-knot wind will keep a drag-
on straining hardjust to stay on station. The
blues and the greens are worked over the
hardest by high winds, the browns and
bronzes having more strength and stamina.
However, all in high

winds.

the dragons suffer

In truly severe turbulence a dragon
could be driven away from Thread in one in-
stance and blown right into it in the next. In
that case all that saves dragons and their riders
from complete catastropheis the ability to go
between. In such Falls, many Weyrleaders
choose to send up one Flight at a time, ar-
rayed in three Wings flying upward or down-
ward vee formations, and change Flights

several times throughout the Fall.

Calmer weather allows the Weyrleader
more latitude: he may choose to send two
Flights to make a leisurely Fall, one Flight to
rest his other Flights, or all Flights with the
hope of minimizing casualties. Still, trick
gusts and flutters may make Fall in a calm
wind dangerous, and Thread must always be
gauged separate of wind. Otherwise the
Weyrleader
flying the tiring Wings on line formation

may choose the wrong tactic,

above the looser three-vees formation.
F'lar's tactics, as a young,

enced, and hopelessly underdragoned Weyr-

inexperi-

leader, were those of desperation. He threw
what he could, where he could, and when he
could, and counted himselflucky for the cas-
ualties. Even so, had it not been for the timely
arrival of the Oldtimers, there is little doubt

Fighting
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of the fate of Pern. With six full Weyrs and
spare loaned to his Weyr, F'lar could afford
better tactics. Still, he was much influenced
by the success of his chop-and-change tactics
and much aided by the greater stamina of his
modern dragons over those from the Ancient
times.

In general, except when on exhibition to
Lord Holder and other Weyrleaders, F'lar
tended to send one Flight to feel out the Fall,
and others as needed. Most often F'lar's
Flights flew arrayed in keeping with the
wind: an upward vee to meet downdrafts, or
a downward vee to meet updrafts, and level
for calm days. Most often F'lar's dragon-
riders would rise to meet Threadfall rather
than try to descend upon it.

Sh'gall,
stolid in his approach. Against every Fall, un-
til the plague forced a change, Sh'gall would
fly the full Weyr complete, with the Flights
arrayed as stacked Wings, and all
Flights flying side by side. He maintained this
position whenever possible, with only the
wind forcing him to vary it slightly: stacked
backward to meet downdrafts,
meet updrafts, and straight for calm air.

of Moreta's time, was more

three

forward to

The doughty dragonriders of Ista Weyr
are best trained in dealing with the sort of foul
weather where Thread can still do damage.
Their tactics are more varied than any other
Weyr's, encompassing such odd formations
as "Wing low, Wing high"
Flight" to deal with the extremes of wind and
weather they commonly face.

and "Hollow

Backing up all of these tactics are the
Queen's Wing, the Wing formed of all the
queen dragons of the Weyr. Queens cannot
digest firestone; however, by carrying agen-
othree (HNO3—nitric acid) sprayers on their
backs, the queen riders are exceedingly effec-
tive as the low-flying mop-up Flight. In bad
weather the aid of the Queen's Wing, with
the sturdier, stronger, is
invaluable.

steadier queens,
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The final line of protection against
Thread lies not in the hands of dragonriders
but in the hands of individual holders. These
carry agenothree tanks on their backs and fol-
low behind the Leading Edge of Fall to incin-
erate any Thread before it can burrow.

For an individual rider fighting Thread,
the large formations are important, and he
must maintain his position; once the first
Thread comes into view, nothing matters but
the Thread in front of him or to his side. Life
becomes a blur of weaving for this clump or
rising to that clump; diving aside as a wing-
man's dragon flames inward to catch a clump
that was missed; and going between to avoid
that clump that suddenly rises into view or,
much worse, to freeze the burning Thread
that suddenly eats into human or dragon. In
the "calmer" moments the rider is nabbing
the hastily thrown sack of firestone and feed-
ing the gaping maw of his dragon.

Finally it's over, and there is a flare of
exultation, the joyful awareness that rider
and dragon have survived. Then the memo-
ries creep back—memories of impossible
moves, of incredibly near misses, of agoniz-
ing pain. When the sweep riding is over, and
everyone is back at the Weyr and scores cov-
ered with numbweed, then the dragonriders
remember the large formation their Wcyr-
leader used and consider its effectiveness.

"What, only three scored? Good pat-
tern, then."

After a Wing has flown, the Weyr will
be filled with such sounds as the melancholy
keening of injured dragons and the relieved
laughter of those who survived unscored.
There are riding straps to be inspected, food
to eat, and children to rear. Even when no
Thread falls, there are lessons to be learned,
skills to be honed, and drills to be practiced.

After a big Threadfall there are too often
dead to be honored. And always, always,
thereis going to be more Thread falling later.
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FHOULDER KNOTS USED BY DRAGONRIDERS

Shoulder Knots

People on Pern display their rank by the
elaborately woven and knotted cords they
wear on their shoulders. Dragonriders indi-
cate rank within the Weyr by design and
complexity of their knots. The two colors of
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a dragonriders shoulder knot indicate to
which Weyr he belongs and the color of the
dragon therides. Riders can also wear badges
with a dragon blazoned in the color of their
mounts on a background of their Weyr color.
The women and drudges of the Lower Cav-
erns wear a simple cord of the dominant

Weyr color only.
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Threadfall
Charts

The first Fall the colonists experienced was
actually the fourth Fall of the Pass. The other
three had fallen in the sea, in the polar ice caps
where the mycelia could do no damage, or
onto unoccupied terrain.

An aerial survey of the areas attacked by
Thread revealed that the Thread appeared at
predictable intervals in predictable locations.
It would traverse three time zones for a peri-
od of four hours, covering twenty degrees
longitude northeast to southwest. In the Sec-
ond Long Interval, much of this vital docu-
mentation was lost and had to be tediously
reconstructed by F'lar of Benden Weyr in the
Ninth Pass.

Thread always fell within five degrees
north or south of the strip predicted. As the
Pass went on, the attacks came more and
more frequently but did not vary from this
pattern, which spiraled from north to south,
matching the rotation of the planet.

The colonists used the term "Leading
Edge" to denote the wave of Thread advanc-
ing during a Fall, and "Following, or Trail-
ing Edge," to refer to the line behind which
no Thread fell. Once the Following Edge was
in view, the fighters knew that the Fall was
about to end. At sea level, Thread is visible
on the horizon thirty minutes beforeit will be
overhead.
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PASSES AND INTERVALS

Year

8-58
58-258
258-308
308-508
508-558
558-758
758-808
808-1258

1258-1308
1308-1508
1508-1558
1558-1758
1758-1808
1808-2008
2008-2058
2058-2508

2508-

Event

First Pass

First Interval
Second Pass
Second Interval
Third Pass
Third Interval
Fourth Pass
First Long Interval
(200 years plus 50
of no Threadfall
plus 200 years)
Fifth Pass

Fifth Interval
Sixth Pass
Sixth Interval
Seventh Pass
Seventh Interval
Eighth Pass
Second Long
Interval

Ninth Pass
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Charts

First Threadfalls

Passes lasted fifty years as the Red Star
drags its trail of Oort matter through Pern's
atmosphere. Thread would begin to fall in
the first warm weather after the time in mid-
winter when the Red Star appeared bracketed
by the Eye Rock and the sun balanced on the
Star Stones, rock formations that were placed
on the lip of every Weyr to provide eternal
pointers.

The Red Star passes through and around
the Rukbat system on a revolution of 250
years. For 50 of those years, it descends, in-
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tersecting the plane of the ecliptic like a chain
link. During the remaining 200, the Red Star
makes the rest of its journey outside Rukbat's
solar system until it reaches the point of aph-
elion, where it begins its pass once more.

Because the planet has an eccentric or-
bit, it does not always drag its trail of Oort
matter close enough to Pern to cause a Pass.
Twice in human memory on Pern, the Red
Star failed to come into contact with the third
planet.



VIIlI.
Fort,
the First Hold

THE MOVE NORTH

Soon after the First Hatching, in the ninth
year of the colony, it became evident that the
Southern Continent was too unstable and
dangerous to occupy. The earthquakes were
increasing in frequency and intensity. Even
though the stakeholds were gradually closed
down as their inhabitants moved to safer
quarters in the North, the colonists left be-
hind much of their heavier equipment and
other goods that they would not immediately

need. They always meant to go back.

As the land grew more unstable, the
agronomists examined the Northern Conti-
nent. It had only fifteen to twenty percent
arable land, instead of the forty percent of the
more fertile Southern Continent,
far less volcanic in character.

but it was
The seismol-
ogists had underestimated how violent the
reactions of the tectonic chains would be to
the approach of the rogue planet. Until
Mount Garben began to spew ash, they be-
lieved that any disruption would come from
the three smaller cones along the great volca-
no's flank.

In the same year that the first dragons
Hatched, one of the small
out ash toward the Jordan River, prompting
the settlers to move personnel and irreplace-

mountains blew
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able equipment to Fort Hold immediately.
Because of the paucity of transport, much of
the machinery and supplies was sealed in the
Catherine Caves for pickup later.

Curiously, the ever-helpful firc-dra~
gonets absented themselves from the emer-
gency moving preparations. At the time
Mount Garben erupted, only the golds and a
few of the bronzes were with their human
friends. The others were warily observing
the eruption of the mountain.
fire-dragonets were so long-lived, it is be-
lieved that the image projected to Lord
Jaxom came from creatures who had actually
seen the explosion, or their first- or second-

Because the

generation descendants.

As construction of Fort Hold neared
the colonists found that they
were running out of viable transport. The
sleds and transports were wearing out. They
might have lasted another twenty years un-
der normal use, but the Pernese had to move
people and things as quickly as possible. The
planners had never considered the

completion,

original
need for a mass exodus.

There was some rivalry as to who
would have use of the remaining power
packs. Every task had to bejudged for itsim-
portance to the settlement. The terraformers
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building the Hold and roads got first priority,
because they were working toward the great-
est good for the greatest number. What other
packs remained were taken way from less vi-
tal projects, like Wind Blossom Ping's bio-
genetic experiments, and put to other, more
immediate uses.

By the colony's thirtieth year, it was
clear that there would be no response to the
one homing capsule that had been launched
during the first crisis. The last of the trans-
ports had worn out fighting Thread and
bringing colonists to the safety of Fort Hold.
By this time, the dragons had bred up to suf-
ficient numbers to take the place of the shut-
tles, thereby saving what precious supplies of
disposable materials still remained for con-
struction for

of shelter the migrating

colonists.

FORT HOLD:
On a brown field,
a yellow Lattice*

The immediate need to provide safe housing
set on basement rock made the "fort" discov-
ered in the Northern Continent an attractive
solution, ifit could be made ready before the
ash-spewing volcanoes and attendant earth-
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quakes did too much damage to the stake-
holds in Southern.

In a valley formed by a fault, the right-
angled face of a palisade three kilometers long
was gashed nearly at its foot by a narrow
horizontal slit four meters high, permitting
entry to the cavernsinside. Crawling up over
the lip, explorers found a maze of small cav-
erns linked together with a gigantic, vaulted
bubble of rock too high for any torch beam to
illuminate. A natural stair inside allowed
them easy access to another cave on the inner

side of the thin face.

The gigantic cavern wasfifty-sevenme-
ters deep, tapering to forty-five meters and
forty-two meters at either end. At the back of
the "Great Hall," eighteen different openings
led deep complexes.
Springs of fresh water circulated in one of the
tunnels.

into further tunnel

Construction began after a secondary
survey. Nothing of the natural face of the
mountain, arugged cliff with a hanging cur-
tain of rock two meters thick, was changed.
But the inside was transformed into a beauti-
ful, opulent, and ornate, almost Byzantine,
living space.

The lip ofthe cave wasfilled in with na-
tive rock, so that the addition would look
natural, leaving a wide opening that would
serve as a main entrance. The doors were
made of a solid bronze-colored alloy ob-
tained by melting down plates of the colony
ships. A ramp was formed out of blocks and
crushed rock and slagged solidly into place
before the natural courtyard. Steps were cut
into the sides of the ramp.

The spacejust inside the thin rock wall
was chosen for offices and living quarters for
the administrators. An inner wall was built
up paralleling the natural curtain, and levels

*Badges and knots are noted and pictured individually,
below the name of the Hold, Hall, or Weyr to which
they pertain.)
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Fort Hold

began to be floored in, their windows cut
evenly into the rock face. Each Hold window
was supplied with tight-fitting metal shutters
of the same alloy as the doors so that none of
the inhabitants would be threatened by the
sight of falling Thread. Hallways were melt-
ed smooth, as were the walls in living quar-
ters, but the rooms intended for storagejust
had the rough corners knocked off. The outer
Hold was built almost right away from the
rock quarried out during the construction of
the inner Hold.

Natural chimneys leading from the inte-
rior caves to the clifftop provided ventilation
ducts. Deep artesian wells and the surface
water source in the tunnel allowed for water

to be pumped right into the baths and sinks
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throughout the complex. The thermal layer
under the ridge provided heat in the winter
that could be diverted directly out of the
complex during the summer with the flip of a
lever.

Above the first five levels, the lines of
windows became irregular, since the rooms
onto which they opened were constructed
not behind the curtain wall but from smaller,
single caves.

Some tunnels found by the miners ex-
tended several hundred feet underground
into large bubble caverns. The work to make
them habitable was assisted by the watch-
whers, who, though photophobic and by no
means as intelligent as dragons, were able to
find faults underground, saving many lives
by pointing out pitfalls and loose rock before
the miners could detect them.

The ground-level caves that eventually
became the beasthold were originally intend-
ed as the veterinary surgery. Fort supported
herds of ovines, porcines, bovines, varieties
of Earth fowl and Pernese avians, and the two
surviving types of canines. The breed that re-
sembled a Jack Russell terrier proved to be
first-class at pursuing and Kkilling tunnel
snakes. The other, a large German shepherd/
boxer breed, was used for herding and hunt-
ing. Canines were also ofuse for pulling mill
wheels and turning hearth spits. But not all of
the dogs nor all the domestic cats, used for
catching tunnel snakes and other pests, made
the Second Crossing to the Northern Conti-
nent with their owners. Many of them bred
in the wild on the now-deserted Southern
Continent.
built

high on the outer cliff with a long, winding

The communications "eyrie,"
stair leading from inside ground level, in later
years became the Harper Hall Drum Heights.
The stairs were cut with stonecutters, puz-
zling later generations, who could not under-
stand how those perfectly square steps were

made.
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Fort Hold was intended to house only
the population of Landing, which because of
Threadfall
thousand and twelve hundred. As Southern
Fort be-
came crowded with refugees. Because Fort

had grown back to between a

Continent grew more dangerous,

was unprepared to house such numbers, over
five thousand had to sleep in three shifts
wherever they could fit. Any area that was
not positively uninhabitable by human be-
ings was used as adormitory at least one third
of the day. People slept in corridors, in cor-
ners of rooms used for quiet occupations, and
in storerooms that were not entirely full of
containers and crates. Children slept in com-
munity creches with child-care volunteers
who mustered them to help out with the con-
struction with light activities during the day.

Threadfall

Shutters
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It was such an immense complex that
the builders could easily make more levels to
house more people. It would have taken
more than a single lifetime to learn all the ins
and outs of the complex cave system. Several
of the natural passageways were found to be
dangerous, the stone of the floor and walls
too crumbly and fragile to last under heavy
traffic over the projected lifetime of the Hold.
The builders blocked several of these corri-
dors by slagging the entryways closed with
the stonecutters, and opened new corridors
between important chambers.

Ramps were made out of the native
stone, but the metal spiral staircases through-
out the warren came from the three colony
ships. The smaller ships, the Buenos Aires and
the Bahrain,
and the larger Yokohama eight.

donated twelve between them,

Most people stayed in their stakeholds
in Southern throughout most of the First
Pass, then began to migrate north. The popu-
lation of Fort expanded until it was necessary
for the growing young dragons and their rid-
ers to move into Fort Weyr, though the Weyr
was not yet ready for habitation. The sheer
press of humanity gave the Fort Holders im-
petus to found their own Holds as soon as it
was safeto do so. Once the Pass was over, the
crowded dormitories became large apart-
ments for only a fraction of the people who
had slept there during the crisis.

Ruatha was the first of the other Holds
to be founded. People and dragons from
Ruatha and Fort Weyr later flew east to found
Benden. Gradually, the swollen populations
of Fort and Benden spread out to other stake-
holds
Northern Continent. The tradition of expan-

and farmholds around the stable
sion continued through the years. The Lord
Holders of Fort have always allowed their
holders to build and seek new dwellings dur-

ing Intervals.
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Those who were working on Fort Hold
needed somewhere to live safe and secure
from Thread while the construction was go-
ing on. Out of the rubble being quarried
from inside the caverns they built cotholds.
The earliest ones lay in the shadow of the
high cliff, but as Turns passed, more were
built out near the grain fields where alfalfa
was planted to feed the animals, and in the
orchards that were started from carefully
hoarded seeds of apples, plums, and pears in
vita-packs. The present Hold contains 750 to
900 people, but more than 10,000 others in
the countryside rely upon Fort for protection
and the administration of resources.

Cotholds are made of local stone with
slate roofs held in place with lead, an easily
worked metal found in quantity in the area.
The cotholds were all very much alike: little
boxlike buildings of one to three stories with
bronze window shutters, except for the deco-
rative bands of colorjust under the eaves, out
of danger from Threadfall. The colors were
intended to show Craft affiliation, possibly
with a picture or two,
holder
moved in. A tanner might live in a cot that is

but not every cot-
changed the decoration when he
called "Baker's Cot," for a noteworthy ten-
ant who had lived there two or three genera-
tions before.

Dunca's cot, beholden for generations
to the Harper Hall, has an unadorned strip of
blue lining the caves, as the plump cotholder
is proud of her status but has neither the talent
the the
decoration.

nor imagination to personalize

The roads leading through and out of
Fort Hold are as good as any Roman road on
Earth. The stonecutters melted rock down
several feet in squared U-shaped trenches
The

layers of big

with drainage holes set at intervals.

trenches were filled in with
broken stones, smaller stones, and then grav-

el. The roads nearest the Hold are cobbled to
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withstand more traffic than is seen on the
ones leading to Fort Weyr or Ruatha.

The graveled span to the Weyr is so well
maintained that it takes only one day on a fast
On foot,
takes two to three days, but the going is easy

runnerbeast to reach it. the trip
and well sheltered. Except for tithe trains, the
road is rarely used in F'lar's day. If someone
he

can bespeak a dragon, and helios or drums

has an important message for the Weyr,

can transmit messages that are not strictly
confidential.

Food

Foodstuffs for those who live in and by Fort
Hold are handled by a central storage facility.
Fort's cavern system includes a vast store-
house to which all the farmholders bring
crops and withdraw enough to feed their
families for a day, or a few days, depending
on their own facilities. Fort Hold supports
about ten thousand people who do not live in
the Hold proper, but in the farmlands and
beastfolds around it. Fort's food center is di-
vided into caverns for each type of storage,
and one large, high-ceilinged room for food

preparation.

When Fort Hold was first occupied, the
mass catering system used by Landing was
already in place. The dieticians issued re-
proper nutrition, the
cooks were highly skilled in making monot-

quirements for and

onous ingredients interesting. During the
First Pass, a small amount of meat was served
in a typical meal, and most likely, lentils or
beans would supplement the settlers' need for
protein. Bread, milk products, vegetables,
and homemade liquor, wine, or beer round-

ed out the meal.

The hydroponics tanks that used to pro-
vide the Fort Holders with their vegetables
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were gradually turned to other uses, and
some of the species died out between the First
Pass and the Eighth. Mushrooms were prop-
agated in the cool, dark chambers near the
cold storage caves. Klahbark was popular not
only infused as a drink but sprinkled into
dishes as a spice. Competitions were held
between Brewmasters, and Fort grew its
own grapes on the warm slopes to the north
beyond the beastholds.

The cooking facilities—and the cooks—
in Fort Hold and Weyr are the best on Pern.
Chefs and cooks have their own Craft,
though it has no major Crafthall. Cooking is
considered one of the Hold Crafts.

The cooks barter among themselves for
recipes and special spices. An aspiring chef
might foster at Fort to learn the best cooking.
When he or she has learned the skill, the new
cook returns home again. Holders and folk in
the Lower Caverns of a Weyr learn to prepare
food at an early age. Good cooking is consid-
ered an instinct, and good cooks are encour-
aged to fulfill their potential. Both men and
women can hold the position of Head Cook
in a Hold or Weyr.

Present-day Fort Holders eat a lot of
stews and filling, hearty soups to make use of
every edible part of a herdbeast. Roasts are

served only infrequently, for special occa-
sions. Salted fish is afrequent main dish, sup-
plied to the storehouses by Fort Sea Hold in
exchange for red meat and fruit for those who
like a change from seafood. Fort makes salty
cheddar,

spreading on bread. Mushrooms are popular,

Stilton, and a few soft cheeses for

as are dishes made with peanuts, river grains
(rice), and soybeans. Legumes are added to
savory dishes to thicken them up.

The constraint as always is to grow the
most food on the most land that can be pro-
tected during a Pass. Those who farm during
Intervals can spread out and experiment.

Tubers are kept over the cold season in
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Hearty Herdbeast Stew

For tastiest results, use either the
meat of mature bovine or young
ovine. If using bovine, the meat
can be either raw or roasted rare to
medium rare. To serve four, as-
semble the following ingredients:

1to 1 1/2 pounds herdbeast, cut
into 1-inch pieces

3 tablespoons flour

3 tablespoons butter or margarine

1 garlic clove (if desired)

1/2 large onion, cut into bite-size
pieces

1 pound peeled tomatoes (or 1 16-
ounce can of tomatoes in their
own juice)

2 cups water

4 small or 2 medium potatoes,
peeled

2-4 small carrots, sliced

2 ribs celery, sliced into 1l-inch
pieces

bay leaf

1 cup corn kernels or baby corn
cut into 1-inch pieces, drained

salt

pepper

1/4 teaspoon dry mustard or
cracked mustard seeds

garlic salt

parsley

Dredge the pieces of meat in
flour. Melt the butter in a sauce-
pan. When bubbly, add the meat.
Brown the pieces on all sides.
Sprinkle salt and pepper. Add the
onion and garlic; cook until trans-
parent. Add the tomatoes and two
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sandpiles, along with swedes, parsnips, fin-
geroots, and turnips. One crop that is never
neglected is the kitchen herb and spice gar-
den. Clumps of herbs hanging overhead in
the kitchens and corridors sweeten the air
while they dry. At Fort and Nerat, the hold-
ers raise the whole range of herbs that the
colonists brought with them to Pern.

Fort Hold grows sugar beets for sweet-
varieties of berries, and

ening, several

wheat—all the ingredients needed for the

bubbly pies its Bakercraft makes so well.

Clothing

Fort Holders have a keen eye for style. Since
they are so close to the Weavercrafthall in
Southern Boll, Fort Holders get the news
first on what is fashionable for each season.
The Hold lies in the temperate zone, so the
styles of dress vary with the seasons. In the
cold season, fur-lined cloth garments are nec-
essary in the stone corridors of the Hold and
the Weyr,
keeps off most of the chill. The holders wear

even though the thermal heating

floor-length dresses and pants through most
of the Turn, though the weather gets very
hot in the height of summer, when someone
may reinvent the bikini or weave clothing
out of grasses, depending on how much at-
tention he or she wants to attract.

Tastes in clothing tend toward the or-
nate in Fort Hold. In the evening, the holders
design new clothes, using stones and ham-
mered gold or silver leaf and interesting dyed
designs for adornment. The Hold is famous
for its complex brocades, knit or woven on
multiple looms. The knit brocades are done
on needles as thin as sewing needles, using
ordinary thread of sisal or cotton, but there's
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nothing ordinary about the results. Brocade
jackets cut to the ancient Chinese pattern turn
up from time to time.

Many patterns of weaving and embroi-
dery are peculiar to Fort Hold. The weavers
can produce cotton velvet, terry cloth, and
other slubbed fabrics. A common cloth simi-
lar to denim is made for work clothes. There
arc no zippers on Pern; trousers close with
or a two-sided

button flaps, drawstrings,

substance like Velcro. Long-sleeved boat-
necked sweaters and bush trousers are rec-
ommended wear for going outside the Hold,
as there are many plants to beware of in the
brush: needlethorn, itch-leaf, saw grass, and
other plants too useful to medicine or cook-

ery to wipe out.

Example of Women's Garb in Fort Hold,

Local Fabrics

Using
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cups of water. Break up the
tomatoes with a spoon. Add pota-
toes, bay leaf, carrots, and celery.
Bring the mixture to a boil, cover,
reduce to a simmer, and let cook
for 30 minutes, stirring
occasionally.

Add corn, spices to taste. Bring
the stew to a boil again, cover,
Cook for
15-30 minutes, stirring occasion-

and return to simmer.

ally, until corn, potatoes, and
meat are all tender. Uncover and
cook for 15 or so minutes until

stew is slightly thickened.

Hold Decoration

The inside of the Great Hall is spectacular.
The stone is decorated with etched and paint-
ed line patterns of great complexity.
Knotwork designs of African, Celtic, or In-
dian extraction arch high over the doorways
and surround niches cut into the rock where
statues and works of art are on display. The
color on the wall designs is reapplied from
time to time, but no one has ever tried to
clean or repaint the etchings on the wide,
arched ceiling.

The Lady Holder of Fort oversees the
placement of valuable works of art left be-
hind by her ancestors. In the Archives are oil
paintings hundreds of Turns old,
pictures far older are treasured as heirlooms
that make contemporary artists sigh with
envy of the skill.

and fax

The Lord and Lady Holders' apartments
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are crammed with objets d'art, not unlike an
eighteenth-century French salon. The rugs
are very old and very fine. A small remnant
of one ofthe first rugs to decorate the Hold is
of the Lord Holder's

apartment. Tapestries line the stone walls be-

framed on the wall
tween the windows, lending vivid color to
the otherwise unbroken gray.

Gathers and Celebrations

In the fortieth year of the colony, when ev-
eryone on Pern but those on lerne Island had
moved north, the calendar was reversed at
winter solstice so that the months would co-
incide with the seasons, and their year begin
as winter ended.

The most important Gather at Fort is
the two-day celebration for Turnover, at the
winter solstice. A Pernese Turn consists of
366 days, or 52 sevendays plus two days left
over. Those two days of Turnover, called
Turn's End and Turn's Beginning, are marked
by special presentations by the Harper Hall.

Another festival is Crossing Day, which
celebrates the anniversary of the Second
Crossing.

There is a Harvest Gather every Turn,
but the most important of these comes once
every 250 Turns. The first Harvest Gather
after a Pass ends is a major festival, held on
the twenty-eighth (the last) day of the ninth
month.

A celebration peculiar to Fort Hold and
Weyr is the Firstday of the Weyr, the first day
of the fifth month, dating from the four-
teenth year of the colony. Each region has a
celebration for the Weyr it is beholden to, but
Fort's is special since it honors the first Weyr

and the first of dragonkind.
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Ruathais the center for runnerbeast rac-
ing, but Fort, too, holds some race meets.
Fort has no formal track. The races meet
wherever thereis a flat enough grassoid field
lying fallow that season. The Fort Holders
host many sailing races. Gaming meets arc
popular, too, such as board game tourna-
ments or partnered chess on a big board, a
Pernese variation of the Ancient game.
but

importance.

Fort Hold celebrates the Landing,
real
Landing is considered to be the eighth day
of the third month After the
plague, the celebration was remembered as

they have forgotten its

in Southern.

Landing Day, but the reason for its name was
lost. This day has come to be a planting festi-
val for early crops.

The Gather stalls are stored in a back
cavern until they are wanted. Each Craft has
traditional places where they set up their

pitches, unchanged in hundreds of Turns.

HOLDCRAFTS

Some of the Crafts practiced on Pern have no
central Crafthalls because they are simply too
widespread or too routine. Among such oc-
cupations are winecraft, hunting, cooking,
trading, and art.

A child who shows artistic tendencies is
encouraged to develop his skills. He can ap-
ply himself to portraiture, sculpture,
whatever his talents suggest. Artis arandom
ability. The artist can be steered toward em-
ployment in whichever Craft will best allow
him to perfect his talent to Mastership.

or

If he chooses to apply for training by a
Craft, there are places for artists in the Wea~
vercrafthall as pattern or fabric designers, or
pattern assemblers, working with fabric ci-
ther woven, knit, or sewn. Tapestry weaving
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isagood way for an artist to express himself.
In aland in which everyonelives within stone
walls, even bad tapestries can find homes, so
the novice weaving is never wasted.

The Harper Hall is always eager to find
accurate copyists and artists for scores and
archives. For those who are good at working
with their hands, there may be a place as
The

Smithhall uses a more technical kind of artist,

an instrument crafter or ornamenter.
one who is more accurate than imaginative.
The smiths need draftsmen to make their
drawings for them, but there is also a place
for artists in that Craft to make finejewelry.

An artist may be able to find work in a
big Hold as a supernumerary, depending on
the Holder's inclination. A fellow good with
color might have ajob painting sighs or mu-
rals on the gray stone walls. The Pernese like
gaudy colors. Some artists travel from place
to place painting barns and signs for farmers
and crafters.

The most common materials for sketch-
ing are charcoal on slate or bark. Paper is still
too much of a luxury item for such a profit-
less venture as artwork.

Har per

the First Hold

HARPERCRAFT

Harper: On a whitefield,
a rich blue Harp

This section of the Fort Hold complex was
once the ground-level living quarters for
those who had claustrophobia or a fear of
heights. The Hall ceilings were cut immense-
ly high, because the colonists had no idea
what the rooms would be used for in days to
come. That has worked out to the Craft's ad-
vantage, giving superb acoustics to the cho-
rus room. The Hall is constructed around a
central courtyard entirely made of stone. The

windows are flanked by jointed metal shut-

Hall
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DAILY LIFE ON PERN

Writing materials

Until recently, paper was un-
known on Pern. The colonists
wrote on plastic sheets extruded
from their polymeric synthesizers.
L ater generations used slates,
hide, and canvas for their message
sheets. After all this time, there is
rarely anything left in most writ-
ing desks but scraped and re-
scraped hide used over and over
again, which makes the ink run
into indecipherability. There is a
lot of hide available, but most of-
ten it is put to other uses, and only
scraps are used for writing.

M essage slates are written on
using charcoal sticks, or painted
with a water-soluble pigment, for
ease in reuse. Other slates are
coated with a vegetable lipid that
resembles wax and can be melted
smooth again and again for in-
scribing messages or practicing
penmanship.

Klah

This spicy drink is generally
served hot, possibly with milk
and/or sweetening, sometimes
with a splash of a warming liquor.
It is brewed from the bark of a na-
tive tree. The flavor is something
like cinnamony chocolate, with a
touch of hazelnut and coffee. It
can be drunk cold, but the pre-
ferred taste is warm. Klah con-
tains a mild stimulant like caffeine
and is used as the morning drink.
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ters kept in good repair. The Great Hall has
windows nearly three man-heights high.

The communications center high above
the plain has continued in its function, ex-
changing radio sets for drums, right into the
present day.

Unlike any other Craft or guild on Pern,
harpers do not have any other official Craft-
hall except for the one in Fort Hold. The
Harper Hall
beyond those of simple education and enter-

holds a great responsibility
tainment: It is the receptacle and the preserver
of Pern's history. Not only docs a harper
learn the Traditions, but he learns also how to
teach them to others.

In order to maintain an atmosphere that
is conducive to learning, the founder of the
Harper Hall, Rudi established
classesin ahall of theresidence chambers spe-

Schwartz,

cifically for teaching children during the day.
The high ceilings made it an ideal room for
scratch bands of musical enthusiasts to re-
hearse in the evenings.

The Harper Hall started out as a small
Craft and ended up as the propaganda point
It has
become the clearing point for information, as

and communications center for Pern.

well as a Craft, responsible for thejob of sort-
ing out rumor from real news.

The harpers began as the teachers who
gave children their basic instruction before
sending them on to other assignments for
which they showed aptitude, and as the mu-
sicians who entertained the Hold in the even-
ings after the day's work. Gradually the Craft
evolved in a similar direction to the druidic
tradition on ancient Earth: prognosticator,
judge, and bard.

The Harper Hall's purpose is the dis-
semination of information. The network of
journeymen and Masters across Pern keeps
all the Holds, Halls, and Weyrs in touch with
one another. Musically skilled people can be-
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gin their apprenticeships in distant Halls,
though the Harper Hall docs not recruit out-
side students for its information-gathering
service. Masterharpers prefer to study likely
candidates at close range. A single misplaced
or indiscreet message can badly damage the
Hall's credibility as an unbiasedjudge.

Apprentices sponsored to the Craft by
Masters are forwarded to the

their local

Harper Hall for further evaluation. If an ap-
prentice is accepted by the Hall, he or she is
given exhaustive instruction in voice, instru-
ment making, composition and writing, and
chorale singing, and must demonstrate pro-
ficiency in playing at least one instrument
besides percussion. If, after his initial instruc-
tion, he shows talent in one branch of the
Craft, the student may become apprenticed
to the specific Master in charge of that
specialty.
Not all

journeyman. Those who are take on new re-

apprentices are promoted to

sponsibilities, such as administrative duties.
If they remain in the Harper Hall, they may
be put in charge of some of their Master's ap-
prentices. Chorale journeymen learn to ar-
range music and conduct a group of singers.
Those who play instruments or sing well
may be asked to pass those skills on to paying
students and must learn to teach.

If ajourneyman leaves the Hall, he may
go to alarge or major Hold, where he might
be one of several harpers hired by the Holder.
Telgar, Benden, High Reaches, Tillek, and
Ista each have one or two Masters and a num-
ber of journeymen, depending on the num-
ber of children and elderly. In addition to
teaching the children, the harpers entertain
those too old to work.

A Hold may be without harpers if the
Lord Holder is too stingy to pay a reasonable
wage and no one will work for what he is
willing to pay. In some small holds, a harper

may be assigned to work for room and

the First
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An Earth equivalent to klah
Mix together:

2 tablespoons sweet ground
chocolate

1/2 cup dark cocoa

3/8 teaspoon cinnamon

1 teaspoon dark instant cof-
fee crystals, ground to
powder

small pinch of nutmeg

Use two to four teaspoons of the
mixture per cup of boiling water.
Stir well. The klah should be
thick, much like hot cocoa.

Sweetening

Sweetening comes from sweet
cane or sugar beets. No bees sur-
vive on Pern, so beeswax and
honey are unknown. The Pern
colonists brought sugarcane cut-
tings and beet seeds with them,
which they adapted to living in
Pernese soil.

Most of the cane come from
Nerat, Boll, and Ista. Recipes in
which honey is a traditional ingre-
dient use cane syrup or molasses
instead.

The Bakercraft specializes in
producing decorative sugars and
icings. In the northern Holds, the
Craft grows enormous crops of
beets over the warm season, and
barters extra sweetening with
Holds and Crafts for other needed
supplies.
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Cleanliness

On Pern, soap made of lye and
fat is a very rare item. Instead,
the Pernese rely on fuller's earth,
lanolin, saponin root, oils, and
sweetsand.

Sweetsand, a naturally
foaming fine sand, can get out
the stench of firestone and works
also on any other strong smell
or heavy soil. Everyone bathes
with it.

Saponin root and lanolin are
used for sensitive skin and fine
hair. Fuller's earth, a rare clay, is
good for the complexion and for
cleaning certain kinds of fabrics.
Oils and vegetable waxes are good
for cleaning floors, and still
other herbal oils make do for skin
treatments.

The recipe for soap still ex-
ists, but the chief ingredient, lye,
is difficult to get. In order to make
lye, water is run through hard-
wood ash. Hardwoods are so pre-
cious that to burn up a valuable
supply of wood for soap is consid-
ered absurd. Toward the end of an
Interval, when hardwood is in
greater supply, someone to whom
the recipe was passed down
through the generations may save
up all the scraps and sawdust and
make a small quantity of scented
bars as a luxury item.

Now that hardwoods are be-
ing cultivated in Lemos and else-
the Woodcrafthall
to make soap a sideline.

where, intends
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board, depending on the hold's importance
to the Harper Hall.

A harper negotiates his own contract
with the Holder seeking to employ him. He
may choose privileges rather than marks, or a
combination of perquisites and money, such
as a few marks, arunner beast, a choice apart-
ment, and certain edible (or drinkable) delica-
cies. Haggling for services can go just as
smartly as any dicker at a Gather. Ifa harper is
permanently assigned to a post, heis expect-
ed to settle down and marry alocal girl. If he
is temporary, he will probably make himself
popular with the ladies, not limiting his at-
tentions to a single one who will be broken-
hearted when he leaves. One of his dutiesis to
help arrange marriages for young men and
women both inside and outside the Hold.

Journeyman harpers, known as "route
riders," teach at some of the lesser cotholds as
they drop by each in turn, staying overnight
and going on the next day, so they can cover
an entire territory at least once a month. Itisa
strenuous position. Their job isto sing one or
two songs, pick up any information, and pass
the news from hold to hold.

A tactful journeyman may also be asked
to dispensejustice and officiate at weddings.
Ifthe disputers who requested his services are
not satisfied with his decision, they can ap-
peal to the Masterharper. Beyond him, they
may go to the local Lord Holder or still high-
er, to a conclave of Lord Holders.

IfaLord Holder reverses a harper's deci-
sion, itis only courtesy to let the harper know
why. The Lords need the Harper Hall as
much as the Hall needs the goodwill of the
Lord Holders.

Because of their position as justiciars
and information bearers, harpers enjoy a sort
of invulnerability that forbids anyone to hurt
or mistreat them. It is the depth of bad man-
ners to injure a harper. If a Holder is stingy or
dishonest, the Hall
from his Hold and blackballs him until

withdraws its harpers
he
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changes his mind, but if a Holder is actively
brutal, all the other Crafts will join in the
boycott and withdraw their Masters from the
Hold. Traders might cease to stop there as
word of the boycott spreads. The Crafthalls
their

when

and
An
economic sanction is a powerful coercion on

pride themselves on autonomy,

they stick together threatened.

Pern, as the sources for commodities are
limited.

However, if a harper feels that a Holder
is in dire need of a lesson, he may spread a
satirical song about him. It is often a greater
punishment to be laughed at than to have
one's pockets pinched by a boycott.

Scriber:
Quill on Hold,
Craft, or Weyr badge

Literacy and education are handled on the ap-
prentice system all over Pern. From the colo-
ny days forward, everyone has been taught
by rote the fundamentals of reading, writing,
and basic accountancies by his fosterer or
Craftsmaster. The Hold harper takes over
and teaches history and more specific sub-
jects. From him children learn the Tradition-
al songs and how to sing them. The songs arc
more than just musical entertainment—they

embody the history of Pern, advice, warn-
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ings, and listings too tedious to learn without
music.

Women in the Holds do not always
learn to read,
Drudges are rarely taught to read. They are
usually the mental defectives, given what
tasks they can easily handle, most of which
do not include the written word.

nor do some farmholders.

The harper's job of prognosticator al-
tered somewhat to teaching the Pernese how
to determine when to expect Thread and to
prepare for it. The Sagas and Traditional
songs instruct them what to look for and
what to do.

Seas boil and mountains move,
Sands heat, dragons prove

Red Star passes.

Stones pile and fires burn
Green wither, arm Pern.
Guard all passes.

Star Stone watch, scan sky.
Ready the Weyrs, all riders fly;
Red Star passes.

(Dragonflight)

The harper'sjob is to maintain the histo-
ry of a place so that men will
background and be able to learn from their
ancestors' actions. He learns from the exten-

know their

sive Archives kept at the Hall by the Master
Archivist, and passes along Traditions to the
new generations who need to learn the per-
spective that history gives.

Children who live in outside holds learn
from their parents in the warm season, and
winter in a large or major Hold, where a
harper teaches them. Children who live too
far away or in a hold too poor to afford its
own harper or to have many books and rec-
ords arc taught by a woman or elder of the
family. They are further educated by roving
journeymen harpers who cover a route, go-
ing from small hold to small hold all year
round.
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A child's education continues until he is

fourteen, which is considered the age of
reason and responsibility. At that time he
begins full-time work. Unless he shows par-
ticular promise for music, he will attend no
more classes with the harper. Holders marry
around age sixteen, and the girls have their
children as soon as possible. By this age they
will have absorbed as much education as they

are going to get.

Under the Masterharper in the Harper
Hall, there arc administrators and music
Masters, journeymen, apprentices, students,
and, provided by the Hall's headwoman,
cooks, stewards, and drudges. Outside the
Hall,

Masters and journeymen who work in Holds

the Masterharper has charge of the
and Weyrs, and oversees their judgments in
cases of law, of which records are sent to him
as soon as possible. Information gathered by
thejourneymen and Masters out of the Hall
travels from Hold to Hall, or directly to the
Harper Hall if it is sufficiently important.
At present, the Healercrafthall, too, oc-
cupies part of the Harper Hall. Over the long
history of Pern, it has occupied several differ-
ent locations as need dictated. It made the
greatest as Pernese became more

spread out over the smaller Northern Conti-

sense,

nent, to base the healers where requests for
their assistance could be relayed the most
quickly. Apprentice or journeyman harpers
act as messengers, translating the beaten
measures and bringing news from the Drum
Heights at greater speed than by any other
means than dragonback or fire-lizard mes-

sage tube.

The Masterharper has his own appren-
tices andjourneymen, who report directly to
him at all times, whose talents run beyond
He
makes use of those who can make quick and

those of simple musical proficiency.

reasonable decisions on their own. An ap-
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prentice cannot always report to hisjourney-
man or Master in a sticky situation, and needs
to be able to think on his feet. The Harper
Hall "plays more than one tune" for Pern.
Not only does it provide entertainment for
every occasion, it effects important social
change by helping people to accept new
ideas.

Robinton, the most famous Master-
harper of Pern, has technically retired, but his
opinion, his expertise, and his good humor
will be sought until he dies. He is a rueful,
self-directed man who has a total understand-
ing of his world and isjust a little disappoint-
ed in those peoplein it who do not live up to
their potential. He has a keen eye for human
foibles and has the knack for expressing com-
plicated concepts so that anyone can under-
stand them. Robinton is a natural actor, a
merciless imitator of other people's voices
and mannerisms. This trait got him in trou-
ble frequently during his youth but became
useful when he was asked to fill roles on be-
half of the information-gathering branch of
the Harper Hall. It was this side of him, as
well as his musical talents, that eventually
saw him elected Masterharper. His musical
skills do encompass a great range; he com-
poses and arranges instrumental pieces, as
well as singable ditties.

Robinton has never married but has en-
joyed a warm relationship with Silvina, the
headwoman of the Harper Hall. They pro-
duced one son, Camo, who turned out to be
retarded. Robinton could not bring himself
to father any more children, lest they all turn
out to be like the first. His misfortune is a
source of melancholy to him.

It takes a man with a strong mind and a
commanding personality to be the Master-
harper. The Long Interval robbed the Hall of
much of its purpose. Ifthere was no need for
dragons or Threadfall procedures, what need
was there for harpers, except as teachers of

the young and as evening entertainers?



With Robinton's assistance and faithful

support, Benden Weyr was able to reestab-
lish its authority on the eve of Threadfall.
Privately, he has always had a mad crush on
the Weyrwoman,
unattainable, and partly because sheis uncon-

partly because she is

sciously sexy. Publicly, he swears a greater
allegiance to Benden wine, the finest press-
ings on Pern. Heis not a classic alcoholic—he
suffers none of the behavior changes or the
physical marking of that disease—but he is a
dedicated and consummate tippler with a vir-
tually unmatched capacity. (Only the two

Winecraftmasters of Benden and Tillek, and

Mastersmith Fandarel, can boast greater
tolerances.)
When Robinton retired, due to ill

health, Master Sebell ascended to the posi-
tion, though not the title, of Masterharper.
Robinton moved to Cove Hold, where he in-
structs apprentices and journeymen sent to
him from the Hall, and assists Lord Lytol in
the excavation of the archaeological sites dis-
covered by Lord Jaxom and the white dragon
Ruth of Ruatha.
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Instruments and Tools

Composition Masters rarely waste hide and
ink on apprentices. Most composition and
design work in the Harper Hall (and in the
Smithcrafthall) is done on sandtables. These
tables are long, rectangular boxes divided
widthwise into two compartments and set on
raised trestles. The boxes are filled with very
fine sand, almost powdered stone. The sand
is dampened down with hand sprayers filled
with water, which are kept on the dividers or
in a bracket attached to the side of the table.
Using a stylus, the composer or designer
presses characters into the sand. A brush or
the blunt end of the stylus is used to fill in
errors. When the work is finished, the sand is
the surface is

a substance like

allowed to dry, and then
sprayed with liquid clay,

plaster, to preserve the score or design. Ifthe
table is needed by another composer, the
casting can be removed and brushed clean.
When done carefully to a very specific depth,
the casting can be daubed with ink and
"printed" on hide. The clays are dissolved

and reused over and over.

Songs are composed for all occasions:
births, deaths, Lord Holder accessions and
confirmations, weddings, and festivals; and
to spread news.

Instrument Maker's
Workshop

The

Part of the harper's trade is the making and
repairing of instruments. A harper can better
understand the tonal qualities of the music he
plays if he knows how to put together the in-
strument that produces it. A poorly joined
gitar is more likely to produce false tones,
thereby reducing the credibility ofits player;
a harp with an incorrectly made frame cannot

stay in tune.
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Master Jerint's

In the Harper Hall, apprentices begin
their education in the crafting of instruments
by learning about the tools they will use. All
the traditional woodworker's tools are here:
knives; saws; drafting equipment; oil, water,
and glue tubs; brushes; awls; vises; forge and
anvil; plus many designed especially for mak-
ing musical instruments. The apprentice be-
gins by making only the simplest ones: pipes,
tabors and sticks, tamborines. When these
are adjudged by the Instrument-Craftmaster
to be fashioned correctly, the apprentice
moves on to more complexjoinery.
Journeymen should know how to make
any instrument from frames, skins, metals,
and lengths of wood. Masters who specialize
in instrument crafting must know not only
how to make the instruments and cases from
and

scratch, but how to make the tools,

choose and prepare the raw materials, as
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Workshop

the
Craftmaster can glance at a herdbeast in a

well. Legend has it that Instrument-
field andjudge how well its hide will sound
stretched over a drum frame.

The Instrument-Crafthall is laid out in a
large, L-shaped stone room. Heavy, smooth
with
scarcely a crack between them. The walls are

stone floor tiles are fitted together
lined to the ceiling beams with instruments in
all conditions: partially made, ill made, and
Mastercrafted. Sandtables stand here and
there around the room for use by the students
and teachers when working on their designs.
At his own worktable, the Master keeps piles
of cured record hides showing how instru-
ments were crafted throughout Pern's histo-
ry, telling which designs were favored and
why, citing regional preference, and so on.
There are also tomes written by past Masters

discussing which woods and metals are best
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for specific uses. Journeymen are encouraged
to use one of these traditional designs when
crafting their personal gitars, as these will
usually be the standard by which their skill is
judged.

Instrument players in the Harper Hall
have a wide choice of instruments. The in-
strument makers are allowed, even encour-
aged, to experiment in style. There arc
varieties of gitars, some with the traditional
bell, some with big, curved bells like lutes or
mandolins. There may even be a sort of banjo
made by a talentedjourneyman. Students are
taught to make many different kinds of flutes
from reed, wood, or metal, or combinations
of the three. They learn to make all kinds of
percussion instruments—tambourines, ta-
bors, conga, and bongos—and the full range
of orchestral drums: snare, trap drums, kettle
and bass.

Kettle drums, big-bellied frames made
of copper or bronze, are used in the Drum
Heights for sending messages. Ceramic,
wooden, or brass-tongued xylophones and
thumb-pianos make good accompaniment
for certain kinds of songs. Menolly demon-
strated her prowess to Master Jerint by con-
structing a bodhran, a shallow hand drum
formed by stretching skin across a round
frame with a crosspiece beneath for the player
to hold. The bodhran is played with a knuck-
lebone or two-ended stick. It is one of the
most versatile of drums, and a skilled player
can get many different sounds out of it.

Brass horns are of antique design be-
cause the Pernese cannot make anything
more sophisticated at their level of mechani-
cal development. They have coronets and

trumpets, straight horns, a form of trom-

bone, and bugles, but no fliugel or French
horns, or any other that need complicated
valves. The technology does not exist to du-
plicate the synthesizers that came with the

Landing group. Those wore out long ago or
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are still sealed in the Catherine Caves in the
Southern Continent.

Harps exist in many styles. A wealthy
Hold might have a floor harp, but even a lap
harp is rare because of the lack of valuable
hardwoods. Lyres or dulcimers, which arc
economical in size, are much more common.
A journeyman in the Instrument-Craft will
learn what to look for in suitable metals and
woods. The newly formed Woodcraft in Le-~
mos exchanges information and techniques
with the Harpcrcrafthall. It is at Master Ro—~
binton's urging that such information not be
so tightly held as craft secrets so that one
man's death cannot throw a whole world into
confusion, as it has in the past.

HEALERCRAFT

Heater: On a whitefield,
a purple Caduceus

The Healercraft is one of the oldest Crafts on
Pern. The colonists brought with them many
different medical specialists, and medicine
was one of the first programs for which they
started apprenticing boys and girls. Once the
children had the basic training in first aid,
those who showed particular aptitude were

encouraged to go on to further study.

Children and adults had to learn what
plants and which animal bites or scratches
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MEDICINAL HERBS AND
THEIR USES

Numbweed

Very early on, it was noticed that
injured dragonets bruised the
leaves of a twiggy, sagelike shrub
with their snouts or claws and
rubbed their wounds against the
sap that oozed out of the plump,
sagittate leaves. Touching the sap
caused total numbness at the con-
tact site. The colonists quickly
learned to imitate their dragonets
and use the sap to deaden the pain
of Threadscore.

The gray-green plants sprout
tufts of blossoms like statice, and
grow in plenty injungle areas.
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were toxic on their new world. The ships
brought many medicinal plants from Earth
and First Centauri, which the colonists were
able to adapt to Pernese soil. All the season-
ing herbs and spices from the two worlds
grew in the soil or in hydroponics tanks. Na-
tive herbs and shrubs underwent thorough
tests to determine their uses in healing or
cookery. Some discoveries were made by ac-
cident, such as that of numbweed.

The Healercraft doesn't have the tech-
nology to sustain defective humans. After
twenty-five centuries on Pern, the race has
been bred clean of most defects. The humans
may have mutated somewhat over the years.
Pernese humans live long lives and are still
active in their eighth decade. Most of their
ailments are a result of their environment.

Threadscore is a severe burn. The my-
corrhizoid becomes tremendously hot dur-
ing the fall through atmosphere and, if given
the chance, will eat its way right through
skin. The edges of a Threadscore are black-
ened and burned.

One of the most common treatments
for Threadscore, like any other burn, is cold
water. The wounds are immediately coated
with numbweed to deaden the pain, but they
are left otherwise uncovered to promote
healing.

Most of the medical emergencies
among the colonists were broken bones and
births. The doctors taught field surgery to
their apprentices who showed the most ap-
titude and had the strongest stomachs. Ob-
stetricians got plenty of practice at their
specialty. Pern grew from a population of
6,023 humans to thousands more within a
few years. Since man had been living more
healthfully,
diseases to decimate their numbers. The

there were no terrible wasting

causes of cancer had been pinpointed and
largely wiped out. Other degenerative condi-
tions had been bred out of the race over the
centuries. For those who still smoked before
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the colony embarked, a nonnicotine smoking
substitute was distributed to help them break
the habit. Tobacco was not considered im-
portant enough to grow in the newly tilled
fields when foodstuffs were so much more
desperately needed.

The main diagnostic center and surgical
hospital was in Landing, until, partway
through the ninth year of the colony, all the
main hospital functions were moved up to
Fort Hold. (Benden Hold, too, had hospital
facilities when it started out, but those shrank
down to a few healers who sent their difficult
cases, and their apprentices, back to Fort.) A
doctor and at least a couple of nurses were
assigned to each of the southern stakeholds,
but each of these had other jobs, as well.
Anyone who suffered from a condition that
his local doctor could not handle was sledded
in to Landing. All the training facilities were

maintained in the centers.

The Healer Hall is administered by the
Masterhcaler, at present Master Oldive. Un-
der him are Masters of the different disci-
plines of healing, whose specialties and ranks
can be read by the rank cords on their shoul-
ders. Oldive also oversees stewards who take
care of stocking supplies, keeping the Hall
clean, and preparing food. Another of his as-
sistants is the Nursing Master, a nurse with
teaching skill and administrative ability.
There are doctors and nurses and apprentices
of diagnostics, pediatrics, geriatrics, obstet-
rics, urology, pharmacy, dentistry, surgery,
Gifted Master-
healers become specialists in one of these fac-

and respiratory ailments.

ets of the craft. Some remain at the Hall to
teach; others find posts where such a specialty
is needed. Each Weyr has at least one urol-
ogist and a surgeon.

Not all trained healers have specialties.
Some, especially those who arc sent to re-
mote holds, are general practitioners. Be-

cause of the difficulty of moving seriously ill
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Fellis trees are branchy and small
and have easily recognizable yel-
low blossoms with pointed petals.
Thejuice boiled from the leaves
and stems is a narcotic painkiller.
An herb that commonly grows
nearby is used as a cure for the ad-
diction that can result from the
constant use of fellis, but the heal-
ers are aware of the tendency and
keep an eye open for overdosing.

Redwort

Redwort grows in clumps low to
the ground. The thick stem has
reddish veins running through it
and produces flat-topped purple
or rose flowers.

This clean-smelling herb is used
as an antiseptic wash and protects
the skin from being affected by
numbweed salve. Redwort wash
leaves a characteristic red stain on
the skin.
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Needlethorn

This succulent bush will shoot its
hollow, toxic spines at anything
that disturbs it during its growing
season. When the flowers of the
ging tree open (needlethorn and
ging are always found growing
together), the plant has fallen into
its dormant stage, and the needles
can be gathered without danger.
The barbless needles are strong
enough to be used with a syringe
for giving intravenous and sub-
cutaneous injections or for draw-
ing blood.

Mosstea

An herb used to pack wounds
against infection. It can also be in-
fused to make a soothing tea.

Citron

A citrus fruit that contains vitamin
C.

patients, a specialist is generally brought in
by the Masterhealer of a hold instead of risk-
ing losing the patient on thejourney. On oc-
casion, a healer may call in a dragon to do an
emergency ambulance run if there is suffi-
cient cause. Itis avery serious matter to sum-
mon a dragon, and no healer will do it lightly
twice, since the dragons have duties else-
where. Most emergencies can be handled on
alocal level.

A healer will pass news of anything new
or unusual back to the Hall through thejour-
neyman harpers who pass through, or by in-
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forming the Lord Holder, who will sec that
word is sent back.

When a medical emergency arises, the
Healer Hall studies the problem and pub-
lishes or distributes the means for curing or
controlling it. In the case of the Great Plague
that wiped out half the population of Pern,
Masterhealer Capiam, who was a Master di-
agnostician, was forced to treat the symp-
toms empirically at first instead of suggesting
a cure. Many medical techniques have been
lost or have fallen out of favor over the
centuries.

Healers learn new techniques by return-
ing to the Healer Hall for refresher courses.
Asin any Craft, ahealer "walks the tables" to
advance in grade. One may train all the way
up to journeyman rank in one of the other
Healer Halls on Pern, such as that in Southern
Hold or in South Telgar, but must still return
to the main Healer Hall to attain mastery. Itis
common for apprentices to learn their basic
skills in the Hall
Holds asjourneymen under masters who are
specialists in certain fields. Unlike all other
Crafts but the Beastcraft,
rely on on-the-job training for its students.

and be sent out to other

Healercraft must

Midwifery is a specialty that many ap-
prentices take up, since the skill is needed in
every hold on Pern. Most healers get at |least
basic instruction in delivering babies.

Nursing is the journeyman stage of a
healers education. Some remain nurses, and
some who attain mastery of their Craft go on
to become doctors known throughout Pern
for their expertise. There is no guarantee of a
healer's competency just because he had his
training in the Healer Hall of Pern, but the
noncompetitive atmosphere means that a
candidate stands or falls on his own skills.

The head nurse has responsibility for a
stated number of beds or wards in the great
Healer Hall complexes. He or sheisin charge
of journeymen and journeywomen nurses
and dressers. There arc Master Nurses in the
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craft, but every healer needs to be exposed to
all facets of his occupation to have athorough
grasp of it.

Healers control most chronic ailments
with the help of maintenance dosages of cor-
dials and home remedies. A wine cup of dis-
tilled hyssop every day keeps off respiratory
problems such as croup. Willow tea keeps ar-
control. A glass of wine is

thought to keep the blood thin. Alfalfa tea is

thritis under

good for the stomach and acts as a diuretic. A
preparation of yarrow is good against acne.
The archives are full of herbal
pathic cures that can be made with the plants
that grow throughout Pern.

and homeo-

The Pernese do not attach any social
stigma to suicide. In the case of a terminally
ill patient, the decision whether to employ
euthanasia is in the hands of the healer, his
Master, and the patient, ifheis conscious and
in his right mind. A Lord Holder does not get
involved when a man makes the decision to
take a "mercy draught." A person's death is
considered to be a private matter. If a patient
is suffering from a terminal ailment, he or she
can choose to die—there is no question of
whether or not a man is responsible for his
own continued existence. Suicide is expected
(though not encouraged) behavior in the
Weyrs when a fighter loses his dragon to in-
juries or illness. When riders die, their drag-
ons suicide by going between.

Anyone who is unhappy is encouraged
to seek out someone with whom he can dis-
cuss his problems. Healers who help soothe
troubled minds follow in the footsteps of the
Ancient psychologists and psychiatrists who
came to Pern in the colony ships. If a holder
disagrees with everybody and everything, he
can leave his Hold of birth and start afresh
somewhere else. He is not trapped in one
place until the end of his life. Even during the
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Barley

This cereal grain can also be
brewed as a tea to combat the
symptoms of cystitis, which is a
common complaint of female
dragonriders.

Other Herbs and Their Uses

Analgesic: red willow salic,
meadowsw eet

Anodyne: aconite, whitethorn,
adonis, glovecap, hops

Antispasmodic: parsley, basil

Burns: aloe, dragon's tongue
(Pern aloe), comfrey, cucum-
ber, witch hazel

Cough medicine: tussilago, com-
frey, hyssop, thymus, borrago

Diaphoretic: box, ezob

Diuretic: ash bark

Febrifuge: sweatroot, spearleek,
whitebulb

Tonic:

featherfern, nettleweed,

tansy

Present Pass, there is still a lot of untenanted
land and unused space to pioneer.

The bodies of the dead arc rarely buried
in the ground without some sort of protec-
tion from the sky. Thereis adislike of leaving
the body of a loved one where it might get
Threadseared. Instead, the dead are interred
in stone cairns or under stone tablets. Crema-
tions are not uncommon, but in poor or
woodless holds, cave burials are more accept-
ed. Fisherfolk have elaborate and solemn

ceremonies for burial at sea.
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FORT WEYR

Fort Weyr:
On a brown field,
a black Fort

Fort
Weyr occupies was found during flyovers to
Fort Hold. Within five years at Fort Hold, the
dragons and riders had begun to outgrow
their quarters; they moved over to Fort Weyr
in the fourteenth year of the colony,

The medium-sized caldera that

under
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Weyrleader Sean Connell and bronze Caren-
ath, with his wife Sorka, senior queen rider
for Faranth.

The Weyr was built to hold a maximum
of five hundred dragons. The architectural
styleis afairly simple one. Because the Weyr
was occupied in a hurry, the rough edges
were knocked off the walls and floors to
make it livable. But many modifications
were made over the next fifty Turns.

Stonecutters were employed tojoin in-
dividual underground caverns into a single
complex. There was enough fuel to cut any
configuration the architects wished. The cor-
ridors twist on for quite a way into the moun-
tain, though not all of the passages are still in
use. The Weyr Bowl was left untouched, but
the Living Caverns were thoroughly redone.

The Hatching Ground at Fort Weyr is
very showy. The upper deck, where specta-
tors sit, is supported by natural columns. The

caverns in Fort Weyr are all very high and
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rounded, left behind by bubbles in the vol-
canic flow. The Star Stones and Eye Rock
high on Fort Weyr's rim are the largest on
Pern.

Behind natural small cliffs dotting the
walls of the volcanic crater, the individual
weyrs were made large, taking into consider-
ation the size into which dragons were in-
tended to evolve eventually. At first the
original dragons, who numbered only ninety-
two, rattled around in the large chambers like
clappers in a bell, a situation very unlike the
cramped arrangement they had left behind in
Fort Hold. Very quickly, Kitti Ping's formu-
lafor increased size began to manifest itself in
by
the Second Pass, dragons had reached the size
they would remain until late in the Second
Long interval.

successive generations of dragons until,

The other four northern Weyrs are not
as carefully made as Fort or Benden. Dragon-
riders with a talent for stonemasonry in Igen,
Ista, High Reaches, and Telgar spend their
spare time chipping out new corridors and
smoothing the walls in frequently used
chambers. Because it is such hard work, and
accomplishing anything major takes such a
long time, there is little perceptible style to
these Weyrs. Fort was able to assume a gran-
deur suitable to the first Weyr on Pern.

The Fort Weyr kitchen is up an impos-
ing flight of steps and lies under an elaborate
vaulted ceiling. The hearths run along the
outside kitchen wall, with room to feed not
only the 450 dragonriders but the 1,200 sup-
port staffers who live in the Weyr. The night
hearth, which always has a pot of soup or
stew and a kettle of klah heating, isin a sepa-
rate roomjust offthe kitchen, where runners
coming into the Weyr from between or by the
Fort Hold road are fed.

Copper utensils ranging from immense
soup cauldrons to tiny saucepans hang from
the ceiling in rows, shined by drudges until
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the head cook can see his face in every one of
them. Some of these copper pots were made
here, but many predate the Second Crossing.
They are the Head Cook's pride andjoy, and
reputed to be a finer collection than that in the
Fort Hold kitchens, where his grandfather is
the Head Cook.

Hectar is a tall, thin, sad-looking man
who came from Fort Hold when his great-
grandmother Agatha reported that the Weyr
needed a new Head Cook. His assistants are
al much shorter than he is, so he does not
understand their need to get the steps to take
down pots from the hooks,
reach without effort.

which he can
Hectar is never satisfied
with anything he cooks and is forever moan-
ing that his stew does not taste right, or that
he has burned the bread. He complains that
the flour did not arrive premilled, and that it
was badly ground by the kitchen drudges.
The dogs did not move evenly around the
spits, and the meat is undercooked. All of his
complaints bemoan his imaginary inadequa-
cies. The headwoman of the Lower Caverns
is accustomed to soothing him, assuring him
that the food tastes magnificent, which it
does, and that he did not leave out a single
ingredient.

Hectar lives on tastings from his recipes.
He does not eat much otherwise and never
touches sweets. The stews and soups never
taste the same way twice because heis always
experimenting, varying the amounts of spices
and the proportions of vegetables. His anxi-
ety is doubled by his great-grandmother
Agatha's insistence that his grandfather is a
better cook than poor Hectar ever will be.
Hectar is the exception to the rule that you
can never trust a thin cook.

Agatha retired from the headwoman's
job afew Turns ago, but she still keeps a fin-
ger in every pie. Like all the aunties, she is
honored for her age but teased for her arro-
gant and overbearing airs. Her strength of
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purpose was needed to hold her own with the
Oldtimer women, who felt she was taking a
job that rightfully belonged to one of them
when they came forward. Her approval is
and was respected. She held thejob of head-
woman for a long time and was still keeping
the Weyr caverns in perfect order when she
was persuaded to retire for her health's sake.
Agatha's "Hmph! Not bad" is high praise.

Now that sheis retired, she gets too lit-
tle exercise to keep the joint ailment from
which she suffers at bay. She takes fish oil for
the vitamin E to ease her stiffness. She has
more time on her hands than she needs and
spends much of it bickering with a crony of
hers, a gifted tanner who can make wherry
hide as smooth as fabric. He has high blood
pressure, which he treats with garlic. Anyone
in the caverns can find either one of themjust
by following the stench of fish or garlic.

Garlic is popular as a cold remedy. The
sandy soil in the Weyr Bowl is good for rais-
ing all the bulb and root families of vegeta-
bles. Moreta used it as a palliative when the
plague was starting its ravages. It serves as a
medicinal herb, as well as a condiment.

The new headwoman, Margetta, is so
young and full of energy that she runs at full
speed until she collapses. She came from the
Old Time, but she hardly seems to be like the
others who came forward with her. Every-
one knows when she is awake, because then
she seems to be everywhere at once, oversee-
ing the drudges, measuring out spices from
the locked stores, or counting heads in the
dining cavern. Everyone knows when Mar-
getta falls asleep, too, because her snores are
as loud as a roaring dragon.

Margetta is the one to whom the duty
falls to inform the Senior Weyrwoman of
shortages in the stores. She and her stewards
oversee the repair of furniture, rugs, and tap-
estries. They also see to the replacement of
riders' clothing, sleeping furs, and boots, and
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provide hide for repair of riding gear. Mar-
getta is also the liaison with the Craftmasters
who work inside Fort Weyr.

The extensive Lower Caverns and
Hatching Grounds are much the same size as
the ones at Benden Weyr. Some corridors in
the back of the caverns end in blind walls.
The blocked-off area in back of the Weyr
dates from the end of the First Pass, when
those living in the caverns cleared out to oth-
er Holds and Benden Weyr.

rooms are remnants of the move from South

In these back

to North. With the decline in Weyr popula-
tion, most of these rooms have been turned
over to storage. Empty plastic packing cases
arc used for contemporary supplies. Bits and
pieces make their way to the workshops of
the Weyr's smith: screws, fasteners, engine
parts, coils of electrical cord, wires of rain-
bow colors, and connectors. No one has uses
for some of the parts. Sixteen-pin chips are
turned over to the children as toys.

Behind a fall of earth, there are further
corridors, closed during an avalanche, that
no one has been in for millennia. Records on
plas-film are stacked everywhere. Some arc
indistinguishable from the dirt in which they
arc buried. The inhabitants of Fort Weyr al-
ways meant to rescue the contents of these
rooms, but they never got around to it. Now
there is not even a memory of the existence of
the rooms themselves.

Margetta also has the task of clearing
out a weyr when a dragonrider dies. If he has
designated no one to have his belongings,
they either go into the common storerooms
or are thrown away. Anyone who wants
them can have the discarded possessions, and
the headwoman is happy to get a little space
emptied out. The storerooms are chock-full
of twenty-five hundred years worth of dra-
gonriders' impedimenta.

A weyr has little furniture. Beyond the
dragon's stone couch and its weyrmate's bed,



Fort,

there may be a garment chest. There are clos-
ets in a few of the principal chambers, such as
those of the Weyrleaders and Weyrwomen,
but as the power tools began to wear out,
closets ceased to be priority construction
items. A rider will have rugs and tapestries to
keep out the cold of the stone, and perhaps a
small table and chair, especially if he practices
a handicraft, but generally dragonriders do
not keep many personal possessions.
Dragonriders have spare-time occupa-
tions, which they fit in between taking care of
their

Weyr.

dragons and their duties within the
Most riders make their own riding
straps, because they need to be able to trust
the leathers to the last tug. Someriders have a
talent for tannery and make more goods than
they need, to barter with or gift to other
Weyrfolk. Those with a bent toward tailor-
ing or barbering are sought after in the even-
ings. Fur-lined clothing is a must in the stone
weyrs, especially in Fort Hold's cold winters.
All

cropped close, with the exception of Lessa,

the Weyrwomen keep their hair
who takes pride in her thick, dark tresses and
keeps them plaited closely under her flying
helmet, and Mirrim, who admires Lessa
enough to copy her. Moreta was looking for-
ward to the day when she would be able to let
her blond hair grow out. As mirrors are rare,
no one tries to cut his or her own hair. Any-
body in the Weyr with a deft touch at cutting
hair is much in demand during restdays or in
the evening. The men tend to be cleanshaven:
Due to genetic drift, Pernese males have very
little body or facial hair. Some Lord Holders
allow their hair to grow longer than dragon-
riders do as a mark that they arc of the leisure
class, but they, too, tend not to cultivate fa-
cial hair. Drudges, who need to keep their
hair out of the way, have it clipped under a
bowl by a headwoman.

Most riders prefer short hair for safety.
Thereis arisk in keeping one's hair long dur-
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ing Threadfighting. The first time a longer-
haired rider gets threaded across the back of
the neck, or has a fragment of Thread tangled
in his hair, he is usually first in line for the
barber.

Dragonriders enjoy gambling. Fort dra-
gonriders like a good dice game and have
reinvented craps and other games of chance.
Like all the Weyrs, they play dragon poker.
Since this is an Old Time Weyr, there are
some decks still in use whose face cards bear
the likenesses of riders so long dead that no
Fort Hold
some of which have

one remembers who they were.
plays board games,
made their way into the Weyr. Chess is often
played in the evenings. Before the fire lizards
came, a game could be left set up on a table
for days until the players got back to it. Now
players are well advised to finish before they
leave, lest when they return they find the

pieces rearranged or missing.
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When the Weyrs are all in harmony, the
Weyrleaders meet at Fort. There is a beauti-
fully appointed chamber known as the Coun-
cil Room. It is dominated by a table in the
shape of a half oval with seats for each of the
six original Weyrleaders at the top, and seats
for visitors and others of less consequence ar-
ranged at the curve opposite. The Weyrwo-
men sit at the sides near the Weyrleaders.

The wall decorations, brought forward
from the Old Time, are tapestries pertaining
to each Weyr. They are very lavish and beau-
tifully made, showing Masterwork of need-
Iccraft. The ones depicting Benden Weyr
were left behind when Fort Weyr was aban-
doned, and have four hundred Turns more
wear on them.

The tabletop is a magnificent mosaic
done in chips of semiprecious and precious
stones, the work of alifetime from the Mine-
craft lapidaries. Each of the chairs is ornately
decorated, with fancy chair arms and seat-
back. The padded seat pads are sumptuously
embroidered.

Because of the frequent change of
Weyrleaders, the seat pads are newly made
for each man. The Senior Weyrwoman of
each Weyr is usually the only one to attend
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these conferences, and her chair decoration is
of a more permanent character.

The Weyr trains its own dragon healers,
mostly from riders who show an aptitude
and an interest in healing, though anyone
with training and knowledge can help heal
injured and burned dragons. Dragonriding
takes up most, but not all, of a rider's time.
The Healer Hall instructs all healers in basic
techniques of first aid, but apprentice dragon
healers learn from others in their Weyr. Mor-
cta, for example, was a dragon surgeon. A
skill,

It does the dragon

dragon healer needs dispassion, and
dexterity to be effective.
no good ifa healer is afraid to perform a pain-
ful operation to save awing or aleg. In case of
emergency, a beastcrafter may be called in to
assist a dragon surgeon.

All

ons. If a young dragon's tail is too thick, de-

weyrlings physic their own drag-
noting constipation, his weyrmate must
If he has bitten his
tongue learning to chew firestone, the rider

adminster the purge.

applies numbweed salve until the bleeding
stops and the ichor has clotted. Fortunately
dragons are a healthy breed, but dragonriders
are always encouraged to learn more about
caring for them.



Benden,
the Second Weyr

BENDEN WEYR

Benden Weyr:
On a red field,

a Roman Numeral
Two in black

Benden Weyr was founded during the First
Interval by Michael Connell, also called Mi-
hall, eldest son of Sean and Sorka Connell,
and his wife, Torene. Pern needed more
dragons,

strength. Though he was only in his twenties

and Fort was at last up to full

when he led his force of dragons and humans
eastward, he was the one allowed to establish
the new Weyr because the adminstrators in
Fort realized he was a canny leader who in-
spired trust in those who followed him and
would lead them responsibly. Mihall Con-
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nell was the first to bear the title of Benden
Weyrleader.

The Weyr was named to honor Admiral
Paul Benden, over his objections. It was es-
tablished in the eighteenth year ofthe colony.

Mihall grew up in the Lower Caverns of
Fort Weyr under the care of a foster mother.
Sorka loved her children, but she had little
time to look after them, as most of her time
went to taking care of Faranth. Would-be
dragonriders had to make the same decision
to give up the care of their children into
someone else's hands. A young dragon re-
quired too much attention to allow a man or
woman to spend adequate time and love rais-
ing well-adjusted children. Extending the
family to include fosterers and the halfbroth-
ers and half sisters who sometimes resulted
from mating flights between riders married
to other people was the first wedge to break
into monogamous relationships in the Weyr.

Mihall Connell grew up wanting to ride
dragons. He spent as much time in the Weyr
as he could, learning about the care of drag-
ons and helping out in the Lower Caverns.
The records arc unclear, but it is believed that
his bronze came from the fourth Hatching of
Faranth's eggs.

Torene, brought up in Ruatha, showed
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an aptitude for anticipating the needs of sick
creatures. As a child, she began to spend
more and more time at the Weyr,
aged, like other empathic children and adults,

encour-

to start getting to know dragons as early as
possible. Young Torene exhibited extraordi-
nary empathy, which made her a natural can-
didate for a queen egg. Once she Impressed,
it was discovered that her ability to hear other
dragons' telepathic voices did not fade as the
bonds between weyrmates grew stronger.
Torene's strength of purpose was one of the
key elements in forming a second group of
dragonriders that was independent from the
first.

Mihall, called M'hall,
Weyr's location because he saw the potential

chose Benden

of the natural cavern which would become

the Hatching Ground. The upper deck was

terraformed, but the rest he left unaltered. At
his urging, the miners who helped construct
Benden Weyr opened up and smoothed out
caverns and corridors that already existed in
the volcanic matrix, rather than chopping
whole rooms out with the steadily depleting
resource of the stonecutters. Thus Benden

Weyr has a more natural feel to it than Fort.

Benden's architecture may not be as
elaborate as that of Fort Weyr, but the styleis
the same. These two Weyrs and Holds, and
Ruatha, their old. The
rooms are of shapes but
smooth walls. Closet niches are cut at inter-

contemporary, feel

irregular have
valsin the walls of corridors and large storage
chambers. Colored cement is used for accent
and for filling in broken places in the stone.

The Bowl is full of light sand. The lake,
which covers a good quarter of the bottom of
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the Bowl, is of sweet water kept clear by wa-

ter plants, snails, algae, and grasses. Indig-
enous water lilies float on the surface. Like
the Earth flower of the same name, these
flowers' petals are white, but the leaves are
triangular in shape, much like those of the
herb woad. Their edible roots, which also
have a triangular cross-section, taste like wa-
ter chestnuts. The herdbeasts live near the
lake and are kept away from the place where

the dragons bathe.

Benden's Lower Caverns are not as

high-vaulted as Fort's, and they are more
The separate levels are tiered,

making use of the myriad bubbles in the stra-

spread out.

ta. The passages between the deepest side
caverns arc very narrow, but they are venti-
lated to the upper air. Massive passageways
lie between the largest caverns at ground and
first level. The firepits scored at the top of this
and every other domicile on Pern are intend-
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ed to be set ablaze during Threadfall to
prevent Thread falling down the
ventilation shafts and infiltrating the Living
Caverns.

from

The ventilation system uses fans run by
water from the upper reservoirs dripping
slowly into a bucket weighting the chain that
moves the props. Geothermal energy runs
the service shafts by use of thermal sinks.
Twin tubes run down through the rock to
red-hot stone—water is pumped down one,
and the steam comes up the other. Steam is
used to heat the higher weyrs, as well as to
provide hydraulic assist for the heavy trays in
the service chutes.

By the end of the First Pass, there were
over twenty thousand people in the Northern
Continent. Benden Weyr was swelling as
Fort had. Most ofthe Ancient Timers' rooms
were sealed as the holders moved out to
stakeholds across the continent. The only
folk left in Benden Weyr beside the dragon-
folk were those who worked in the Lower
Caverns as support staff for the Weyr. Vege-
tables were originally raised in the hydro-
ponics tanks, and grain grew in carefully
protected fields near the Weyr. When the
Pass ended, Benden Hold was constructed.

Benden Weyr, though less fancy on the
inside than Fort and built on a smaller scale,
has a warmer ambiance. Benden's original
portion was built when there was still fuel to
run the stonecutters. The hallways were cut
high and square, and walls were slagged to
perfect smoothness. But when supplies be-
gan to run out, the inhabitants of Benden
Weyr merely knocked the rough corners off
natural caverns and cavelets, smoothing only
the floor of corridors. All six Weyrs were
treated with stonecutters to provide ventila-
tion and thermal heat. The sites for the last
four were chosen during the first Interval and
carved out somewhat while the stonecutters
lasted.



THE DRAGONLOVER'S GUIDE TO PERN

Triple Helix: The Genetic Code of Dragons
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The stonecutters were put to use in oth-
er places, too. Ventilation grilles cover air
shafts drilled through the heart of the moun-
tain, bringing fresh air through the fire pits
into the deepest caves in the Weyr. The Star
Stones and Eye Rock are smaller than those at
Fort, but they are of a higher quality. The
Stones in the other Weyrs were made with
hammer and chisel and have a more rustic
look; the Eye Rocks arc more like the eyes of
needles than of beasts or men.

Benden Weyr is bigger now than it was
even at the height of its human population.
Rooms that were once occupied by the An-
cient Timers are used for storage or just
sealed off. Very large weyrs that originally
were shared by two dragons now have only
one, but there are more weyrs.

The labs and hydroponics tanks in the
rear corridors of Benden Weyr are only now
being rediscovered. The knowledge to use
the devices sealed in these rooms has long dis-
appeared. A design printed on the wall is a
reproduction of Kitti Ping's genetic code of
the dragons, which the current Weyrfolk

cannot translate.

The Queen's Weyr

the
headwoman, was delighted to be rid of the

Once the Present Pass began, Manora,
Turns of penury into which the Weyr had
fallen. Mustering her work force, she turned
to refurbishing the Weyr from the inside out.
Lessa's apartments were the first project tack-
led by the women of the Lower Caverns. As
soon as Lessa Impressed Ramoth, Manora
went to work and had the Weyrwoman's
rooms in fine shape by the time of the first
Threadfall.
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The room off the side of the queen's
weyr is decorated in tapestries of warm col-
ors dyed and spun in Manora's spare mo-
ments: green, clear yellow, orange, lavender,
and red. Only the best furs are on the bed in
the Weyrwoman's chamber. Benden Hold is
famous for patchwork quilts. Lessa was giv-
en a few that are sewn in intricate geometric
patterns and creative variations on traditional
designs.

Even Ramoth's couch has a fancy cover-
let. To keep the cold out, the great couch is
covered with straw and rushes, then covered
over with a padded quilt. Lessa's is the most
elaborate weyr. She has both a bathing room
and a service shaft, and the ventilation ducts
carry warm air up into the room. All is kept
spotlessly clean, and the tapestries are beaten
or refurbished often to keep the dust down.

The Support Structure of
the Weyr

The Weyrs get their food and other goods
from tithe trains that come in from the Holds
that they protect. Manorais the overall man-
ager of the Lower Caverns of Benden. She
keeps in close accord with the Head Cook,
who is in charge of arranging meals from the
time the food arrives at the Weyr to the mo-
ment it is set on the table. She has stewards
and bookkeepers to look after each detail.
Several workers are neededjust to keep track
of supplies. Men, women, and children work
at tasks assigned to them by Manora, who
keeps their
responsibilities.

master lists of talents and

Manora and her well-trained assistants
can gear up for emergencies or births very
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quickly. There is a step-by-step set of instruc-
tions to follow for each situation.

Girls who are found on Search who do
immediately Impress wait their
chance but continueto live a normal lifein the
Weyr. They might fall in love and have ba-

not for

bies, and find other functions to fulfill. Even
ifthey never Impress, they are not sent away.
it
means that she is found to have superior em-

Once a girl has been chosen on Search,

pathy and strength of character, two traits the
Weyr wishes to perpetuate in its bloodlines.

Not all women who live in the Lower
Caverns were found on Search. The Weyr's
lifestyle calls to young, adventurous folk, as
well as those so desperate to leave the placein
which they were born that they would rather
go Holdless than stay. Women who are un-
happy in their home Holds frequently seek a
place in the Weyr. If they can provide a good
reason for being taken in, such as possessing
a necessary skill, they will be allowed to stay
for life. If they were abused in their Holds,
they are often placed in other Holds, away
from their abuser. Women in the Weyrs need
not marry if they do not want to, nor have
child after child until they are old and worn-
out, as they might be expected to in the
Holds.

Weyrwomen often welcomed these em-
pathic or talented women to the Lower Cav-
erns. A great attempt has always been made
by the Weyrwoman to find exactly the right
person to foster her children, not only be-
cause a queen dragon requires so much care,
but because a Weyrwoman has other respon-
sibilities as well. As a foster mother, Manora
is one of the most sought after women in
Benden Weyr. She has had as many as eleven

or twelve fosterlings at a time.

When a child begins to develop a strong
individual personality, its mother will get to-
gether with the available foster mothers and
the Weyrwoman to decide who would be the
best person to raise it. No rivalry is involved
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in the decision. The importance of such a de-
cision is to find who will be best suited to
raising a happy child from a baby of its par-
ticular temperament.

The Weyr's firm beliefis that there is no
reason for a child to be unhappy. Fostering
brings out the best talents andjoy in a young-
ster who would otherwise be neglected by his
rider parents and grow up hating dragons for
taking them away, to the detriment of the en-
tire Weyr. The whole system of dragonriders
was established as total support and care for
dragons. The support system for the dragon-
riders, the Lower Caverns,
well run for the benefit of all those who rely

must also be

upon it.

Children of the Weyr learn early to de-
velop their most outstanding talents, which
become their second jobs if they Impress. A
child's natural talent is optimized through
training and direction, but he has to learn to
demonstrate it. Each child has many oppor-
tunities, from the time he shows a talent
through the time he grows up. From the time
he is old enough to take on responsibilities,
he is sent on chores. Gradually the child's ap-
titude is revealed and encouraged.

If there is no need in the Weyr at that
moment for that particular talent, heis placed
outside the Weyr in an appropriate Hold be-
holden to the Weyr, or farther afield if the
Lord of a Hold should know of a need else-
where. Crafthalls do allow recognition for
apprentice training in the Weyr.

A Weyrbred man or woman who fails
Impression can always fall back on thejob for
which he was trained. If he or she has no
specific talent, the dragonriders' women put
their heads together to decide what the non-
rider person can do. Men who grow up in the
Weyr who do not Impress or do not want to
Impress can easily work in the Weyr as sup-
port personnel, providing they can get along

with those who live there.
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Each night Manora receives from the
Head Cook alist of what he needs, so that the
supplies can be brought in from the remote
storage caves by drudges and children. Major
events like Hatchings are planned more than
a sevenday in advance, using supplies kept in
areserve cavern and set aside for special occa-
sions. Spices and wines are seen to by Manora
personally.

Under the Head Cook arc chefs who arc
in charge of certain parts of meal preparation.
The baker takes care of all breads and rolls on
a daily basis, assisted by a light pastry chef,
whose duties arc limited except on special oc-
casions, when he is put in charge of desserts
and fancy, filled entrees. The salad and vege-
table cook employs aunties and uncles to
clean and chop greens and peel roots for the
pot.
fowl on the spit hearths in the open air out-
side the main cavern.

The hearth chef sears roasts and whole

A long range of solid fuel cookers in the
kitchen is where most of the cooking is done.
Some are set aside specifically for stovetop,
bakery, or simmering areas.

The kitchen in Benden Weyr has a lower
roof than the one in Fort, and the chamber
opens right out into the Weyr Bowl. The
night hearth is in a sheltered alcove rather
than a separate room. The night hearth cook
is usually a baker, with the task of making
rolls and cereal for the morning, but he also
needs to have an expert hand with stews and
casseroles.

Food is served at regular hours, but the
night hearth always has a pot of stew or soup
simmering, a kettle of fresh klah, bowls of
dried fruit, and a basket of bread rolls. After
the Present Pass began, there was always
fresh fruit, the gift of grateful holders.

A steward, male or female, supervises
the preparation of the meals, and another sees
to its serving by a host of helpers of all ages.
Meals are served in the big refectory, which is
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a broad, low chamber with uneven ceilings
like a rathskeller, with a couple of drudges or
assistants in charge of serving each long table.
The Lord Holders'
honor are seated when dining with the Weyr,

table, where guests of

is farther away from the hearthfire, to avoid
unpleasant odors and smoke from the cook-
ing. The other tables are closer to the fires.
They're warmer, but not necessarily more

comfortable.

The watch-rider generally alerts those
in the Weyr that a tithe train is on its way.
Children pressing duties gather
around the caravan as the train enters the

without

Weyr. The beastdrivers and wagoneers are
often kindly to children, bringing candy and
fruits especially for them.

As the sacks and baskets are unloaded,

stewards working under Manora sort the

shipments into the various food groups,
depending on the peculiarities of storage
for each item. Bulk items that need dry

storerooms—milled flour, lentils,
legumes, dried meat and fish, and sweetening
—are carried to caverns that liejust down the

corridor from the drying hearths.

grains,

Cattle are driven down to the beastfolds
near the lake in the Weyr Bowl, where the
Weyr's herder notes their number and type.
The beasts are kept separate from the Weyr's
flocks and herds until it is clear that they are
without disease. This precaution is automatic
since the plague in Moreta's day.

The beastherds at Benden Weyr arcjust
big enough at any time to give every dragon
in the Weyr a meal. The Lord Holders send
the scrag ends of their own herds for the
dragons' herds. The Weyrfolk hunt for most
of their meat, supplementing with the odd
herdbeast, the younger stock sent by the
Lord Holders, domestic wherry herds, and
meat animals.

Root vegetables go into a cavern with an
immense heap of sand for drainage to keep



THE DRAGONLOVER'S GUIDE TO PERN

the roots from rotting. The northern farms
raise many kinds: sweet potatoes, swedes,
parsnips, turnips, fingerroots, redroots, and
Several strains of tubers.

Leafy vegetables, cheeses, and fruits go
into cold storerooms with running water that
arc stocked with ice brought in every two or
three days from the snowy wastes to keep
them fresh. These items and all fresh meat are
used up first.

Meat is fresh-killed when it is needed. A
hunting dragon can bring back many car-
casses slung across its body behind the rider
or dangling over its neck behind the
forepaws.

Before the Pass began, fresh food was in
sparse supply. Dragonriders had to go out
hunting for meat and gather vegetables and
herbs themselves. Only the loyal three, Ben-
den, Bitra, and Lemos Holds, sent tithe trains
to the Weyr,

being the best produced in those Holds. Fresh

but their goods were far from

vegetables and tender meat were rare treats.
Dragonriders would bring the women of the
Lower Caverns out to the forests and shore-
lines to gather what they could themselves.
They had to go all the way into Nerat for
numbweed and wild fruit. The Holds were
not generous to the gleaners.
Once Thread began to fall, the Weyr
was inundated with donations, not only of
food but of other commodities. Nerat sent
numbweed and delicacies of fresh fruit, such
as berry preserves, apples, and pears, as well
as Pernese fruits and fruit ale, a popular drink
in that Hold. The Tannercraft in Igen includ-
ed first-class hides of all grades, from that

used for riding straps to glove leather.

The Weyr employs a number of crafters
full-time. The Hold tanner is needed to treat
hides for clothing and riding gear. He teaches
riders to choose hide and make their own rid-
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ing straps, but hisbiggest job is making shoes
and boots for the hundreds of dragonriders
and thousands of support staff who live in
Benden.

Clothes are made by tailors and leather—
craftcrs, but, especially during an Interval,
clothes making is a spare-time occupation of
dragonriders. Evenings will often be spent
discussing types of stitching and how to get
the most out of pieces of fabric and hide. The
best thread is made from the guts of a certain
kind of wild wherry.

Those without sufficient skill to make
their own garments barter other skills with
those who have. A man might trade fifteen
yards of ribbon to a tanner for a pair of shoes.
Another may exchange his fine embroidery
for a dress tunic. The Weyr encourages every
talent needed to survive. It has had to be self-

sufficient every Interval sinceit was founded.

Hunting is a spare-time occupation of
extreme importance to Weyr survival. Riders
bring in feral cattle, big fish, whersports, and
wherries to supplement the meat brought
into the Weyr by supply trains.

Wherries taste rather like turkey. No
part of the big avian is wasted: The offal pro-
vides food for fire lizards; the guts arc used in
the
polishing furniture and

sewing and for bowstrings and bolos;
ichor is good for
treating leather; and a wherry carcass is likely
to be found in the soup kettle the morning
after the roast is eaten.

Dragons need a certain amount of boron
to survive, the way that animals bred from
Earth prototypes need calcium. Boron oc-
Pernese

curs in the skeletal structure of all

animals, like wherries, and those whom the
biogeneticists adjusted to synthesize it. With-
out boron, dragons and other native crea-
tures die of a form of scurvy.

Benden Weyrs herds are large enough

at any given time to feed all the dragons one
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square meal, but dragons frequently hunt
wild wherries or a herdbeast from a neigh-
boring farmhold. Permission is always
sought before a rider lets his beast hunt, in
order that the Weyr may keep good relations
with those outside of it.

F'lessan is a hunter of wild wherries by
training. He hunts on foot, as a rule, using
snares or a form of crossbow to bring the big
snakes

avians down. He also hunts tunnel

with snares and lances, since one of those
weapons is not enough by itself to kill the
clawed and sharp-toothed menaces.
Longbows and crossbows are used al-
most exclusively in forests, where thereis the
wood to make them and no room to employ
other hunting implements. Bolos and slings

are also popular for hunting.

Crosshow

The Weyrs do a lot of their own knitting
and spinning. They shear their own ovines
for fleece, and more comes on the supply
trains. The Weavercraftmaster sends a teach-
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er to the Weyr to demonstrate the basic skills
for treating fleece. Everyone knits, usually
using the hair of adapted ovines as yarn. The
Weavercrafthall has tailors and dyers perma-
nently assigned to Weyrs with which it is on
good terms.

A very special spare-time occupation is
brewing. The competition is fierce among
dragonriders to make the best beer, which
the most

vies with Kklah for commonly

quaffed beverage in Benden Weyr. Fortu-
nately for the rivals, there is more than one
kind of beer. One dragonrider will make the
best stout, another will produce the best |a-
ger. Some of the deepest, coolest caverns are

ideal for storing kegs and bottles.

During a Pass of the Red Star, dragon-
riders have little time to do anything for
themselves. Holders and Craftmasters, ner-
vous about protection from Threadfall, be-
come very willing to give the dragonriders
anything they want, including supplying
some of the things that the Weyr has been ac-
customed to creating for itself. After Turns
of being ignored, suddenly the dragonriders
are the most important people on Pern, and
they are human enough to take advantage of
the situation. There are some abuses, but the
give and take quickly levels out.

The Weyr harper or Weyrsinger is a
journeyman or Master from the Harper Hall
whose job is to educate the children of the
Weyr, provide entertainment, and keep rec-
ords of Hatchings and other special events.
Just like in a Hold, the harper will give musi-
cal instruction to children who show aptitude
for playing or singing.

C'gan was an exception among Weyr
harpers in that he Impressed blue Tagath.
None of the others have ever Impressed drag-
ons in the pursuit of their duties, although
some have offered themselves as Candidates.
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OATHS AND
MALEDICTA

The Pernese of the Present Pass
have forgotten the meaning of
such expressions as "Jays," short
for Jesus, and "by all that's holy,"
among others brought to the plan-
et by the settlers. One oath whose
meaning was lost when the last
dolphineer died was "Go for a
blow," loosely translated as "Go
soak your head." Some of the oth-
ers have remained intact, such as
"by heaven" (meaning the sky),
or "fardles," a useful expletive.

Pernese swear words do not
pertain to sex or religion, since the
former is not considered to be
dirty, or concealed as unnatural,
and the latter simply does not ex-
ist in the society. Instead, excla-
mations denote danger, the Red
Star, oaths of binding, excretory
functions, and inconveniences.

Maledicta

Wherry teeth: nonsense; | don't be-
lieve you

Crackdust, shards: expletives in-
dicating annoyance or disbelief

That's well dusted:
unpleasant

He was born under the Red Sar:
someone evil or generally disliked

It's nasty or

or unlucky
Bend a tail: defecate
A hunk of firestone; all gas and
ash: a braggart or a blowhard
Has a dragon's two stomachs. a

"hollow leg," endless appetite
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Duties

A weyrling will be assigned to make sure
glowbaskets are filled with fresh handfuls of
glows, to help clean rooms or to carry out
waste. Common rooms get cleaned by the
headwoman's staff,
choreis assigned as a punitive duty to a drag—
onrider who has committed some small pec-
cadillo. Each individual weyr is supposed to
be cleaned on non-Thread days by its inhab-
itants. A rider is expected to keep his own
room clean, but not all do.
rider's non-lmpressed weyrmate,
female, takes over the domestic duties. The
assigned jobs are usually tedious but not
difficult. Hard labor is assigned only as pun-

though sometimes that

Sometimes a
male or

ishment for malfeasance.

Another unloved duty is cleaning the
latrines and filing the water supply. The lava-
tory facilities inside Benden were made while
Mihall's men still had probes and stonecut-
ters to mold rock. Long chimneys leading
down to sewers were topped by seats with
holes. A reservoir at the top traps water to
clear the chimney.

Usually an individual weyr will consist
of a big room with a stone couch worn
smooth by centuries of dragon hide. Access
to a sun parlor just behind the ledge on the
Bowl is through a natural or constructed baf-
fle to keep the wind out. The air is warm in
the dragon's chamber.
circulation than humans and sometimes need
a thin rug on their couches to protect them
from cold, but once they are asleep, they do

Dragons have slower

not care.

In most Weyrs a rider sleeps in a small
chamber just off the dragon's weyr. Benden
Weyr rope-frame beds, spread with
strong bags for reeds, straw, or
down. Sometimes this is no more than an al-
cove, but in the fancier, earlier Weyrs, it is a
sometimes with a sliding

uses
grasses,

separate room,
door and even a bathing chamber.
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Occasionally a Wingleaders chamber
will have a lounge attached where the leaders
can meet. If a rider knows of a vacant weyr
he'd rather occupy, he can discuss the possi-
bility of relocating with the headwoman.

Not all
sanitary facilities.
grow long beyond the day that the stonecut-

of the individual
The Weyr continued to

weyrs have

ters ran out of fuel. When Benden reached its
full complement of 350 dragons, the masons,
who were then working with simpler tools,
broke through behind natural ridges into vol-
canic air pockets to form rudimentary weyrs.
Junior riders who hoped for better quarters
worked to clean up the rough walls and floors
on their own, or traded up to new quarters
when a weyr fell vacant.

Dragons who are over aTurn in age ex-
crete while between. The excretal opening is
concealed in the spade-shaped end of the tail,
pressed closed by the forked end. Before the
dragonets learn to fly between to evacuate, the
weyrlings on punishment duty have thejob
of mucking out the Weyrling Barracks.

Weyrlings are also assigned to sack the
firestone that the junior dragonriders bring in
from the mines or from surface scars in the
volcanic rock of the mountain range. It is a
hard, dustyjob, but it isvital to Threadfight-
ing to have enough sacks prepared to last the
Fall.

As an aid to help them practice flying,
weyrlings are put on "elevator duty," riding
currents up and down in the
Bowl. The young dragons and riders provide
lifts for people from the floor of the Bowl or

the thermal

another weyr to wherever they want to go.
The women of the Lower Caverns make use
of the service when they arc carrying food to
or intending to clean weyr. The service shafts
in Lessa's and the other Weyrwomens' cham-
few

bers exist only there and in another

weyrs.

Apprentice healers in the Weyr are giv-
en basic first-aid training by other healers. If
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Tail fork first: backward
Wherry hunt:
chase," a fruitless, foolish quest

"wild-goose

Like trying to draw an inside
straight in Bitra: an impossibility

Hatching fire lizards: building
castles in the air

Shaffit!:

Chew it raw and swallow: accept

irritation expletive

the inevitable

A dragon among the wherries: cat
among the pigeons

Smokeless weyrling: a disparage-
ment meaning useless

Oaths

By the first shell: The first Hatching
is of noteworthy importance to
those who revere dragonkind.
They swear by the beasts and men
who protect them from the dan-
ger of Threadfall. Many Pernese
oaths are of a similar character, in
which a rider will pledge his be-
havior (or his disbelief) by the first
Egg of Faranth's clutch (the first
of the fertile queens) or the egg of
his own dragon. Expletives in the
same vein depict broken or dam-

aged eggs ("shards," "scorch the
shell and sear the skin," or
"shells").

"Through Fog, Fall, and Fire" s
reminiscent of the vow of the
American postman, who prom-
ises to deliver the mail "through
rain and sleet and dark of night."”
Like a good Celtic triad, it names
three disasters or trials through
which one must pass to prove

faith.
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they show special aptitude for human medi-
cine, those young healers who emerge during
the Interval are sent to the Crafthall in Fort
Hold for instruction. During the Pass, there
is plenty of on-the-job training. Most drag-
onriders of any length of service have scars on
face, hands, shoulders, and upper body. The
onerous, smellyjob of gathering and boiling
numbweed is usually done by the women of
the Lower Caverns and the Weyrwomen, but
any idle pair of hands is likely to get drafted
to help.

Healers who are also dragonriders arc
often asked to perform litter duty ifthereis an
accident on the mountains outside the Weyr
in one of the Holds. Telgar Hold frequently
calls on Telgar Weyr or Benden for help dur-
ing the heavy snows. Dragons can carry
medical litters with straps thrown across the
rump just above the base of the tail. Generally
one of the smaller dragons, blue or green,
draws this duty. The procedure is dangerous
and requires considerable flying skill from
the weyrling. Unless it is absolutely neces-
sary to move a wounded human, temporary
accommodations are established wherever
the accident occurred. It is easier to bring a
injury than the other way

healer to an

around.

Dragonriders suffer from a host of kid-
ney and back problems brought on by the
cold of between. Weyrwomen and other
females who fly frequently often have bouts
with cystitis. The healers have effective rem-
edies that have been used for centuries for
these ailments.

Those who Impress dragons tend to live
longer than those who do not, but during a
Pass the chances of a fighting dragonrider
outliving his career are limited. During Inter-
vals, they live very long lives.

The availability of good beer and the
occasional bottle of wine gives rise to the next
Inveterate

necessity: the morning draught.
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tipplers make use of concoctions to stave off
drunkenness, including tincture of aspara-
gus. For those who have overindulged and
cannot carry it or had not had the forethought
to take something ahead of time, Manora or
her assistant Felena will administer the morn-
ing draught, also known as the "killer cure."
It is an herbal brew, made with asparagus and
willow and a handful of other items, and it
tastes terrible. But it works every time.

Dragonrider

Teas and tisanes exist for every small ail-
ment a person might suffer. Purges are dis-
pensed as a handful of herbs in the morning
klah of someone who has been suffering from
blockage. Headache teas are made of sage,
wintergreen, and willow in varying propor-
tions according to taste. Everyone drinks
klah, which is brewed from the bark of local
shrubs. The best teas come from Upper
Nerat, upper Southern Boll, and the high-
lands of Ista. Mint, lemongrass, and verbena
are grown in the Weyr Bowl. Nerat and up-
per Southern Boll supply citrus. The head-
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woman of one Weyr will trade its local herbs
with another to fill her stock of medicinals.

Dragons arerarely ill. Iffor some reason
a dragon is not flying, whether from illness
or injury, a dragon healer will keep a close
eye on the dragon's color and skin tone. Fre-
quently a grounded dragon will save up his
excreta for five days or so and go between as
soon as he can. Sometimes ayounger dragon
will misjudge how long he can wait and will
need to be helped out with a purge, which
affects both dragon and rider. The weyrling
will then learn to watch how thick his beast's
tail is getting.

A badly injured dragon is treated just
like a weyrling; his rider will need to bathe
him and muck out his quarters.

Gambling followed man into the stars.
The dragonriders amuse themselves at odd
moments in the evening by practicing gam-
bling tricks and sharping each other at games
of skill.

Prestidigitation, or sleight of hand,
the special trick of Bendenites. The secrets
arejealously guarded and revealed to no one
outside the Weyr. The practitioners are for-
bidden to exercise their skill to turn a profit
for fear of alienating holders, but they amuse
and befuddle those who cannot see the trick.
Benden Holders, on the other hand, have not

is

been issued any warnings not to run games
and tricks for profit, often to the detriment of
the greener riders.

Dragonriders will bet for money on
practically anything, especially complicated
wagers on the outcome of Hatchings. Such
things are winked at, because the Leaders
know their men have to have some outlet.
Jugglers trained in the Harper Hall for
amusement pass their skills on to any rider
who cares to try. Benden riders pride them-
selves in having more dextrous hands than

any other Weyr on Pern.

the
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BENDEN HOLD

Benden Hold:
On a violet field,
three red Bends Sinister

The inviting eastern sweep of the mountain-
side drew the founders of Benden Hold to
this valley from the Weyr and the abandoned
stakes of Thessaly and Roma in the year 22
after Landing. They found that there was an
impressive warren running through the cliffs
that needed little additional excavation to cre-
ate a large and well-proportioned Hold.
The stonecutters were brought in to
smooth out the walls and to create partitions
and steps between chambers. The roadway
between the Hold and the Weyr was slagged
down on three sides at bedrock level and the
trench filled in with layers of flagstone, then
broken rock,

then gravel, making it self-

draining and easily maintained.

Benden's face is far less forbidding than
that of Fort Hold, with a smaller main en-
trance. The Hold was built to house about
seven hundred people initially, but some of
the less accessible caverns were redesignated
as storerooms. Benden now has a population
between five and six hundred, and serves as
the central hub for eight to ten thousand
more in smaller holds around it and over the
chain of mountains along the coast.

Benden Hold supports itself by de-

manding that holders spend a certain amount
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Benden

oftime working in the Hold fields or caverns,
unless they supply food directly to Hold
stores. The Crafthalls tithe time or craft-
works in exchange for support from the
Hold. During an Intervals, this form of tax-
ation is not strictly enforced. Benden's fields
are fertile, and the Hold can trade for what it
needs. Toward the beginning of a Pass, how-
ever, there is a scramble among holders and
crafters to get the Lord Holder well disposed
toward them so that they will get preferred
the Hold during

accommodation in

Threadfall.

Benden was one of only three Holds
that remained loyal to its Weyr during the
Second Long Interval, as Lord Raid contin-
ued the Tradition without questioning or un-
derstanding. He coerced Bitra and Lemos,
the other major settlements beholden to the
Weyr, into following his lead. In the Council
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of Lords before the attack on Benden Weyr,
Raid also managed to sway Nerat to his side.

Benden has carefully guarded treasured
patterns for patchwork, which it uses for
clothing as well as for quilts. Ornate sleeve-
less padded vests in patchwork worn over
shirts are a trademark of the fashionable Ben-
denite. Embroidery is a skill many take up to
pass the long evenings.

Benden cultivates nut trees in specially
protected orchards on the slope below the
Hold. The soil is rich enough and has suffi-
cient drainage to raise the walnuts for which
Benden is known, and also almonds and
hazelnuts. Wedgenuts (Brazil nuts) and pe-
cans come from Nerat. Benden raises a lot of

tubers, which make a fine-grained bread
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when the holders want a change from breads
made of wheat flour.

The Bakecraft in Benden makes sweet
breads for which they arejustly renowned.
The Winecraft trades grape yeast with them
for baked goods. Journeymen bring in quite a
few marks at Gathers for their fingerroot
loaf, soda-rising bread with raisins, citrus
cake frosted with soft, sweetened cheese, and
crumbly nut bread. Another delicacy is a
puffy oil pastry with layers of nuts and
sweetening.

The Hold raises its own klah trees. Ev-
eryone but infants drinks klah. Children fre-
quently mix theirs with sweetening and milk
until they get used to the pungent infusion.
Beer is always available, but the wines are
kept locked up, and the Steward keeps the
key. Ordinary wines are available in the
evenings, but the good wines are kept for

special occasions.

BENDEN WINE

Vintner:
On a whitefield,
a dark red Wineskin

In one of the oldest sections of the Hold lies
the Benden Winecrafthall. It announces its

presence even in the dark with the reek of
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centuries worth of yeast and spoiled grape
juice. Here, as in Tillek, the craft of vinicul-
ture has been practiced for over two millen-
nia. The wine caverns are believed to be one
of the reasons this particular system of caves
was chosen for the new Hold.

To the unpracticed eye, this cavern re-
in Tillek. Racks
upon racks of crocks and bottles lie in shad-

sembles the Winecrafthall

owed corners out of the way of clumsy feet.
The air is always cool and moist, circulating
with the open air through ventilation shafts
many dragonlengths high.

The winepresses in which the grapes are
squeezed are stone tuns fifteen inches thick,
cut from the very rock of the Hold with the
same amazing precision as the corridors and
floors. Wood has always been so scarce that
traditional wooden "stomping vats" were
never viable.

Apprentices hurry in and out of the stor-
age caverns carrying withy baskets of grapes
held high over their heads, and others (fre-
quently as punitive duty) press out thejuice
in the traditional manner in the stone wine-
presses. The atmosphere is heady and rich
with yeast. Many winecrafters wear cloth
masks over their noses and mouths to keep
from inhaling too much yeast and sneezing.

Journeymen oversee rows of appren-
tices at the stone tables, who sort the grapes
and discard the unsuitable ones into over-
flowing, stinking bins that are hauled out and
washed by other wrinkle-nosed apprentices
(another punitive duty). Still other journey-
men follow the Winecraftmaster from vat to
vat, tasting when invited and listening care-
fully as he expounds upon secrets of the craft.

Mastervintner Gorton holds court here.
He is a garrulous, fleshy man in a leather
apron who bears the marks of his profession:
a nose with a bulbous end and a tracery of
burst capillaries, and a complexion like a sun-
rise. Gorton likes his wine. His consumption

is formidable, and he appears always to be
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BENDEN BAKLAVA

12 ounces melted clarified butter
or fat
4 ounces oil
32 ounces pulverized Benden nuts
powdered bark spice (optional)
40 leaves of flour-and-water
dough stretched to paper
thinness
12 ounces granulated sweetening
1/4 ounce strained citrusjuice
6 ounces water
1/4o0unce sweet syrup

Mix butter and oil. Cut dough
to shape of the baking pan by lay-
ing the pan on top of stacked
leaves. Butter the inside of the
baking dish. Gently place one |eaf
of dough into pan, fitting careful-
ly along the bottom of the pan.
The leaves are very fragile, so fold
to pick them up, and unfold when
in place in the pan. Brush with
butter-and-oil mixture. Repeat
with nine more sheets. Sprinkle 3
tablespoons of powdered nuts

slightly inebriated, but never enough to re-
veal the secrets of his Craft.

Gorton has been in the Benden Wine-
crafthall for many Turns. He is not so much
an artist as a scientist. He keeps close track of
what he does to a new vintage so he can du-
plicate the results later on. He carries in a case
slung from his belt a rock crystal cup with
silver chasing made especially for tasting
wine. The crystal will not pick up any flavor
from the wine, nor add any to it.
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Gorton, who can heave a barrel or
stomp grapes with the best of them, starts the
picking every harvest. Crying encourage-
ment to his apprentices, he works furiously
to set a good example, then steps back to
watch everyone else work.

Benden produces the whole range of
wines, from the finest white to fruit wines
and ice wines, and even a small quantity of
retsina.

Everywhere in the caverns are the one-
and two-liter glass bottles and ceramic gallon
crocks sealed with wooden stoppers covered
over with lead foils or solid seals made of

vegetablelipids. Pern has no beeswax or cork

Secret Benden Wine Vats
and

Mastervintner Gorton
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trees to seal bottles in the Earth fashion. Huge
wooden barrels and knee-high kegs line the
low end of the airless secondary cavern just
off the corridor from the alcove that serves
Gorton as an office. Not all of the barrels con-
tain wine. Benden makes a fairly good beer of
its own and trades with Telgar for the best of
their brewing.

The barrels are made on strakes manu-
factured from ancient patterns of the original
barrels brought to Pern by the colonists.
These odd contraptions force wood into the
right shape with springs and shave the
lengths to bend in the right direction. Now
that hardwoods are becoming more avail-
able, Gorton can replace some of the ceramic
and glass barrels that his craft has been using
for so long to eke out the supply.

In order to keep his palate pure, Gorton
never touches sweets. He claims they spoil
his ability to distinguish between vintages.
His figure attests to his other weakness; he
cannot resist fresh bread. But there is always
a handful of sweets in his pocket for children.
Gorton has a soft spot for youngsters, though
he and his wife, Warra, have none of their
own.

Gorton always looks forward to attend-
ing the Fort Hold festivities where the Wine-
craft sells or barters wines. He has ajocular
animosity for Tillek Winecraftmaster Dik-
son. They have carried on the traditional
friendly rivalry between Benden and Tillek
that has gone on as long as both Holds have
been producing wine. Dikson tries to im-
prove the range of Tillek wines, while Gor-
with
cordials. There is a fair competition between

don experiments fruit wines and
Gorton and the Tillek Winecraftmaster every

year to formulate the tastiest, smoothest
spring wine, a delicate drink that is spiced
with woodruff herb.

Gorton knows that Dikson has planted

craft spies in his Hall from time to time, but
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(with optional spice to taste) on
tenth leaf. Open two more leaves
of dough on top of nut mixture,
buttering each in turn. Repeat
with the nut mixture and two
more leaves until all arc used up.
As soon as the last two leaves are
used, brush the top with butter
and oil.

With a very sharp knife, score
the top of the pastry lightly
lengthwise into four, and then
draw the knife diagonally to make
lozenge-shaped portions. Bake in
a 325° oven for 90 minutes.

Combine the next three ingre-
dients in a saucepan. Cook until
the sweetening dissolves. Boil for
five minutes, or until a drop of it
forms a soft ball when dropped
into cold water. Remove from
heat; stir in syrup. Cool. As soon
as the pastry is baked, remove
from oven and pour the sweet
mixture over it. Cool the pastry to

room temperature. Serve.

there has never been a successful one. He has
kept Benden's mystique intact. The secret of
Benden wineisin the glass-lined, pressurized
air seal tanks from the three gutted colony
ships, brought to Benden by Rene Mallibeau,
the man honored as the first Winecraftmas-
ter. The perfect hermetic seal of the tanks en-
sures that maturing wine never loses the
"angel hair" of a quality vintage, and they
can be siphoned without effort.

Robinton is an old friend of Gorton,
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who keeps a supply of "specials" to send to
the Masterharper for his personal enjoyment.
The "specials" need not have been of Gor-
ton's own pressing. The wine caverns are
huge, and there is plenty of storage room.
Gorton knows where there are secreted
wines two to four hundred Turns old. The
Winecraft releases good aged wines for acces-
sions of Lord Holders, celebrations, Hatch-
ings, births of heirs, and other important
occasions. The wines are indicated by the
name of the Winecraftmaster and the number
of the Turn in his career that it was pressed,
such as Gorton 7, Gorton 11, Gorton 14 (re-
puted to be the best white wine ever), Darvik
17, Darvik 12, Anneke 5, and so on.

Naturally, there is tremendous rivalry
among the Winecraftmasters as to who gets
to be the Benden Master. As each Master
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lives a fairly long time, many a young ap-
prentice has grown old in frustrated anticipa-
tion. The chosen candidate comes into office
with the facility for tasting inbred, then
trained to the highest standard.

Not al of Benden's Winecraftmasters
have been men. The accolade has been passed
to talented daughters, too. Anneke, the M as-
ter two before Gorton, was named to the of-
fice by her father on his deathbed.

Because the secrets of the Benden wine-
craft are passed along at the last possible mo-
ment, some secrets have been |ost because the
Master died untimely and did not have a
chance to reveal them to anyone. Many M as-
ters, as they lay dying, have whispered to
their successors, " ... Never let them have
the vats ... "



X.

Holds,

Crafthalls,

and Weyrs

INTRODUCTION

Pern's population of four to five million is di-
vided among several major Holds and hun-
dreds of smaller holds and isolated cotholds
across the southern two-thirds of the North-
ern Continent and in smaller, more isolated
clumps in the Southern Continent. Of five
climate zones (two polar, two temperate, and
one tropical), only three are inhabited. Ben-
den, in the temperate zone, has weather
much like New York. Igen and Keroon,
though half in the temperate and half in the
tropical zone, are mostly desert. Ista, South-
ern Boll, and Nerat arc tropical. The climate
has a major effect on the organization of each
Hold.

HOLD STRUCTURE

The largest Holds have a population of no
more than a thousand, forming a support
system for the Lord Holder's administration
and a central hub for trading and education.
Many more thousands look to each of the
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major Holds from tiny holds and cotholds
scattered throughout the countryside. The
social structure is similar to that of any agrar-
ian society. Most of the smaller holders are
farmers. The typical size of a Pernese farm is
ten to twenty acres. The cots are built of
stone or hollowed out of the volcanic rock in
a mountainside. Miners and prospectors tend
also to liveinisolation, bringing their discov-
eries to the major Hold during Gathers and
festivals, or to their Crafthalls.

To save manpower hours on the larger
farms, the fields are often burned off after
harvest instead of being plowed under. What
extra time the holders have is spent in build-
ing and repairing shelters. Burned fields arc
allowed to stand fallow for a Turn or so to
replenish the soil. More land is farmed in In-
tervals than during Passes, because thereis no
longer a fear of losing precious crops to the
sky-borne threat.

It is ironic that during the Passes, when
there are more herdbeasts needed to support
more dragons than are Hatched during Inter-
vals, the crops needed to feed them arc re-
duced to what can be easily protected by the
Weyrs. The surface of the Northern Conti-
nent is approximately the size of Eurasia on
Earth, and as the population grows, the
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farmers are running out of arable land to till.
The Southern Continent is regaining its im-
portance as the northerners, fleeing over-
crowding in their home Holds, go south to
open new farmholds.

Depending on availability of building
stone or natural caves, a Hold may be estab-
lished anywhere there is arable land. The
population has grown and diminished in cy-
cles over the Turns, growing when harvests
were good and declining because of fire, star-
vation, disease, and Threadfall. Viruses and
bacteria brought by the original colonists in
their intestines surface occasionally, causing
epidemic and plague.

During Threadfall, most of the popula-
tion takes shelter in the isolated holds, which
that
Their ancestors,

for reason need to be self-sufficient.
the settlers who came to
Pern, preferred autonomy, and it has become
inbred. To them, the best form of govern-
ment is no government at all, though it is dif-
ficult to form a cohesive society with no
overlying rules of conduct and nowhere to
take grievances. Over the centuries, in times
when Thread has fallen, "people clung to the
safety of stone walls, stout doors, and to the
traditional leadership of their Lord Holders"
(The Girl

survival units to stay alive, and when the cri-

Who Heard Dragons). They form

sis is over, go about their business again.

The lack of centralization is directly at-
tributable to the original philosophic founda-
tion of the colony, though it had to mobilize
under central authority in order to protect it-
self and its resources when Thread started
falling in the eighth year of the colony's his-
tory. Even during the Pass, they continued
promoting disjointure by establishing new
Holds in the Northern Continent that would
thereafter enjoy the autonomy that the origi-

nal Pernese colonists sought.
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For the former city dwellers among

them, returning to a monolithic structure
such as a Hold was not so severe as it was to
the surviving nomads. Most of the nomads'
numbers were wiped out during the first few
Falls. The survivors gradually and reluctant-
ly threw in their lot with the stakeholders.
Under such trusted leaders as Admiral Ben-
den and Governor Boll, the Pernese mobi-
lized to combat the menace of Thread to the

best of their ability.

People gain status on Pern by doing
what they do best. They merit honor from
their activities, not from any innate nobility.
The mark of a good Holder is his ability to
exercise control of a Hold in times of crisis
and to administer Hold business wisely at all
other times. When a Lord Holder dies or re-
tires, his heir or successor may be of no rela-
What matters is that the

man is able to fulfill the responsibilities he

tion to him at all.

owes to the many hundreds or thousands
who will look to him. Most frequently,
though, an heir will be ofthe Blood, or a fos-
terling who has lived in the Hold sufficiently
long to be familiar with its operation and to
have gained the trust of its folk.

Older members of society are venerated
for their accumulated knowledge and age and
arc considered to have made their contribu-
tions already. A prudent Holder will keep
their needs in mind and ask their advice when
he requires it. A Holder's family is his great-
est administrative asset. In the major Holds,
aunties and uncles, as the elderlies are called,
live in separate floors devoted especially to
their care. When the Holder can afford it,
healers are retained to look after the aunties
and uncles, but in the smaller and poorer
Holds, it falls to the daughters of the Holder
and others with caring and skill to tend them.

A man born on Pern will probably live
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anywhere from eight to eleven decades, un-
less something befalls him in the meantime.
Normally, the oldsters arc assigned to non-
stress duties that will not strain them unduly.

Each of the three parts of the societal
structure, Hold, Hall, and Weyr, are inde-
pendent from and interdependent upon one
another. A Holder cannot command a Craft-
master against his will, or deny the products
of a Crafthall to other Holds. The two are
considered to be of equal rank. The Master of
an entire craft is equivalent to a Weyrleader
or a Lord Holder. They owe one another

respect.

Inamajor Hold, aLord Holder will em-
ploy a staff of craftmasters to oversee their
specialties in his demesne. He hires what
masters andjourneymen he can afford to pay
or board, depending on the level of skill he
requires and the level of persuasiveness he can
bring to bear against his prospective employ-
ee. A wealthy major Hold will have one or
two Masterharpers and a couple of jour-
neymen to oversee the teaching,
communications, and provide
The Holder will
least one Masterhealer and some apprentice

organize
interhold
entertainment. employ at
healers to look after those under his care. The
more elderly and infirm people in a Hold, the
greater number of healers needed. Smiths of
various specialties will be persuaded to set up
Crafthalls in the Hold or nearby, but whether
or not the Lord Holder uses their services ex-
clusively depends on His Hold's needs.

If at any time a Holder runs short on
marks, he may dismiss his Craftmasters. If a
Craftmaster is dissatisfied with his position,
he may resign. Crafters, like Weyrfolk, are
autonomous and are not subject to the Hold-
er's pleasure. If any man finds he is unable to
tolerate his Holder, he has the option of mov-
ing elsewhere without hindrance. There is no
stigma attached to disaffection.

Crafthalls,
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and Weyrs

Hold Insignia

0
0

0

0

A Holder will indicate his Hold of origin by
wearing a round badge displaying the herald-
ry of his Hold, or a shoulder knot woven
with the appropriate colors and a combina-
tion of silver or gold thread to designate

whether it is a major or minor Hold.

Penal system

The individual holders can appeal to the Lord
Holder forjustice. Ifa man commits a crime,
the Lord Holder will most likely determine
punishment to be restitution and service to
the wronged party. Imprisonment is the next
severest penalty, and death can be decreed for
heinous crimes such as murder.

The greatest penalty a man can suffer is
to be made Holdless. During an Interval, de-
prival of shelter does not put aman at risk as it
does during a Pass, but it cuts him off from
the societal structure. For an honest man to
be Holdless is a severe punishment. Even
death is not as frightening to a man as being
without shelter during a Pass.

Psychopathy is rare on Pern. Careful
screening of the original colonists made sure
that any maladjusted individuals received
care, and individuals diagnosed as severely
maladjusted, considered incurable, were re-

fused space in the convoy. As it was to be a
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small, intelligently constructed society, those
with psychological needs were attended to,
so problems did not feed on themselves. The
authors of the Charter wanted to create as
perfect a colony as possible.

CRAFT STRUCTURE

The development of specialized crafthalls as
teaching units progressed naturally from the
gathered population. An active program of
apprenticeship based on those used on Earth
and First Centauri began immediately once
the children of the colonists made landfall.
The first Craft in Landing to begin for-
mal apprenticeship was the Healercraft, since
that skill was the most vital to prolonged sur-
vival of a new colony. Such skills as first aid,
midwifery, and herbcraft were needed every
Smithcraft,
followed closely. Fishing, weaving, and vini-

day. Minecraft, and Beastcraft

culture all had long-held secrets and skills
that were preserved over the ages by passing
them down to new generations. Life in a
colony has its dangers. The new Pernese rec-
ognized that and knew they could not risk be-
ing deprived of skilled men and women in
every discipline. Asrewards for diligence, an
apprentice could earn stake acres upon reach-

ing maturity.

A craft is established by its inventors or
best proponents in each Hold, who appoint
Craftmasters, the recognized experts. He or
she trains interested apprentices; when an ap-
prentice reachesjourneyman status, he or she
is considered competent to practice the Craft
independently. Thereafter, journeymen
study on their own or with other Masters and
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journeymen to achieve mastery, while teach-
ing new apprentices the Craft they have
learned. A Mastercrafthall is established to
maintain standards among the scattered Halls
and to provide a school of instruction for
apprentices.

M ost apprenticeships last five to seven
years. By that time, an apprentice will have
al the on-the-job experience he needs. If he
chooses to persevere in his studies, he will
follow his own path, his chosen specialty, to
Mastership. There arc also all-around mas-
ters, but those are rare (and in time generally
become the Craftmaster).

To his journeyman or master, an ap-
prentice owes obedience. In return the master
owes qualified teaching and sufficient experi-
ence for the apprentice or journeyman to pass
the oral and practical proficiency exams and
advance in his Craft. The student is given
ample opportunity to demonstrate what he
knows. Advancement in grade is called
"walking the tables,"” from the practice of
seating each rank at a separate table in the
common dining hall. When an apprentice or
journeyman is advanced a rank, the ceremo-
ny often occurs at a meal or other assembly,
at which time the honoree takes his place at

his new table.

Crafthall Insignia

A crafter shows his rank by the use of shoul-
der cords. The most elaborate design is worn
by the Craftmaster, knotted from the craft
colors. Those below him wear simpler knots
that will also indicate by which Hold they arc
employed (if they work outside the Master-
crafthall). A crafter will wear aroundel badge
that shows by its symbol to which Craft he or

she belongs.
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SHOULDER KNOTS WORN BY CRAFTERS

Women in the Crafts

Women in the Crafts are accorded respect
equal to that given men of equal ability. Op-
portunities for them are not as limited as in a
Hold, where they are expected to bear as
many children as possible while keeping up
with their other duties.

The simple fact that women have to
bear the babies, because men cannot, led nat-
urally to the establishment of a fostering sys-
tem to keep trained women in the work
force. Women and men who had the knack of
child care were given the duties of seeing to
the daily needs of the children of others as
well as their own in Weyr, Hold, and Hall. A
mother could have her baby and, after the
first three months of primary care, turn it

over to a foster mother whom she trusted.
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Such a practice left women free to pursue
their craft without having to worry about
their offspring.

Menolly, of the Harper Hall,
children whom she fosters with Silvina,
Hall's headwoman. Menolly's
needed elsewhere, and her
never been toward child rearing.

has four
the
talents are
inclination has
The gradual decline in the number of
female apprentices and
stemmed from the Great Plague. As women
had to produce more and more babies to re-
away

journeywomen

plenish the population, females fell
from the Crafts, until it was forgotten except
in the record hides that they had ever been
equal members.
population got out of hand, and some Crafts
had no women in them for nearly four hun-

dred Turns. Menolly is merely the first jour—

The push to increase the

neywoman in the Harper Hall after a long



THE DRAGONLOVER'S GUIDE TO PERN

ONE MARK WILL BUY:

A plain leather belt

with bronze buckle Tannercraft

A full sack of fine-

milled pastry flour

Sixteen small
(1-pound) loaves
of bread

Half a sack of
sweetening

192 bubbly pies

Two sacks of nuts
in the shell

A plain shirt

A child's frock

A small knife

One young ovine
or four fowl

A keg of ale

Two bottles of
wine (undistin-
guished vintage)

A pair of
moccasins

A hand-sized hard-
wood box with
hinges, hasp

An apprentice-
made pipe

Two sacks of
Cromcoal

A whetstone

A graduated-bead
necklace, agate
or quartz

A bangle bracelet,
jade

1/8 of abovine
herdbeast

Bakercraft

Bakercraft

Bakercraft
Bakercraft

Benden Hold
Weavercraft
Weavercraft
Smithcraft
Beastcraft
Winecraft

Winecraft

Tannercraft

Woodcraft

Harpercraft

Minecraft

Minecraft

Minecraft

Lemos Mine-
crafthall

Keroon Hold
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time, not the first ever. A Historical Sagatells
the story of a journey woman who married a
Lord Holder of Ista, who was so proud of his
wife's prowess that he built a Harpercrafthall
for her in his Hold.

The reinstitution of women has been as
gradual as the decline. As those with strong
wills and skilled hands showed that they were
as adept as the men, they began tojoin the
Healercraft, the Weavercraft, the Smithcraft,
and the Minecraft. lronically, it is the Har-
percraft, the Craft that deals with communi-
cation and fresh ideas, that has had the most
protracted absence of female crafters.

MEANS OF EXCHANGE

The usual method of exchanging goods or
services is barter. A man will trade his skill or
merchandise for that of another, usually at a
Gather.
held as frequently as once every seven days in

Gathers, Hold-sponsored fairs, are

major Holds, or as infrequently as two to
three times a Turn in smaller, more isolated
holds.

The unit of monetary exchange is the
mark. These are disks made of wood, sup-
plied as blanks by Lemos Hold and stamped
that
source. The value of the mark fluctuates with

with special dies denote value and
supply of barterable goods. After a bad har-
vest, a mark is worth more because the goods
it represents are harder to obtain; after a good
harvest, the situation is reversed. This fiscal
autonomy is set by a group of traders, Craft-
masters, and Lord Holders that meet every
year at harvest time to fix what a mark will
buy for the next Turn. In a good Turn, an
ornamental belt will cost two marks.

Each major Hall and Hold has its own

die stamps for impressing marks. The de-
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nominations are 1/32 of a mark, 1/16, 1/8,
1/4, 1/2, 1, 2, 5, 10 marks, and a few 100
mark pieces for very large transactions. For
marks, one number is

fractional only

stamped on the blank. A horizontal line
above the number shows that it is worth less
than one mark. If the line is below the num-
ber, the piece is worth that number of whole
marks. The designs on marks are very com-
plex and hard to duplicate without the correct
tools, which the Smithcraft provides. Anim-
perfection is consciously added to every im-
printing to make them even harder to
counterfeit.

Only so many marks are issued per
Turn, to balance the supply of goods or to
replace old, worn-out mark pieces.

Musical instruments sell for prices from
two marks and up. Runnerbeasts can be had
from nine marks up, and their riding gear
from three marks for used leathers to more

than twelve for custom gear for aLord Hold-

er's steed.

Crafthalls,
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HIGH REACHES HOLD

High Reaches Hold:
Per Pale, dark blue
and tan

High Reaches Hold
though it is saved from the worst weather by

is windy and bleak,

a neighboring ocean current, even ifthat cur-
rent is cold. The traveling gulfstream, which
makes its way around the entire northern
hemisphere of the great ocean of Pern, begins
its southward journey just north of High
Reaches.

High Reaches merits the dubious dis-
tinction of having spawned Fax. Fax was a
younger son of a cadet branch of the Blood,
born in the last decades before the Ninth
Pass. He considered the main bloodline too
effeminate, too dilute, and began to take over
where and when he could. With his host of
dissatisfied jolly boys, he slew the Lord
Holder and his family. Numb with shock, no
one put up a fight or otherwise tried to stop
him. A Holder had only a ceremonial guard
on hand, not a standing army. The family
was defenseless. In any case, he had blocked
off their every escape route. In his own twist-
ed way he was a top military strategist.

Every move in his conquest was un-
speakable by civilized standards. To keep his
actions secret, he sequestered the Hold
harpers and refused to allow itinerant singers
to enter the Hold. Harpers were in a precar-
ious position in Fax's day. It was still twenty
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Turns before the end of the Long Interval,
and their duty was to teach Hold children
what they owed to dragons and dragon-
riders, whom most holders would as soon
have forgotten as useless parasites. Because
they served as a of the Weyr,
harpers themselves were often considered

reminder

useless parasites. It was actually the tradition
of immunity that kept a harper safe much of
the time. Their Craft was still needed after
the 250 Turns since Thread should have fall-
en, because the harpers were the best com-
munication system the Holds had.

Once he was in complete control of the
Hold, Fax released the High Reaches harpers
but left them so terrified that they could not
tell anyone else what was going on. He took
pleasure in his knowledge that whoever they
did manage to tell would not believe them,
since what he was doing had never happened
in all of the history of Pern.

After conquering High Reaches, he
married Gemma of Crom, adding that Hold
to his territory. He conquered Nabol in much
the same way as his home Hold and mur-
dered the Holders of three lesser holds. His
host of strongarm men, now swelled to an
army, knocked holders about as they pleased.
Fax's final acquisition was Ruatha. He craved
it because it was rich and had the finest blood-
He had the
runnerbeasts moved from Ruatha after Lord
Holder Micawl's family was dead—all but
Lessa of Ruatha, who was warned of the im-

stock of runnerbeasts on Pern.

pending invasion and fled to the watch-

wher's den for safety.

When Fax was killed, his army was
quickly disbanded and went back to being
hunters, fishermen, and farmers. There is no
doubt that a strong arm can be useful in set-
tling a brawl, but a force such as Fax com-
manded went against everything the people
of Pern believed in. Having the autonomous
Holds united under a tyrant was precisely
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what the colonists had set out to avoid when
they came to Pern in the first place.

Since Fax's death, High Reaches Hold
has been in the capable hands of Lord Holder
Bargen. Because of the extremely cold
weather, the folk in High Reaches learn sur-
vival techniques early and drill their children
until they follow the rules without thinking.

The Hold is burrowed deep into the
mountain, with only a few shuttered win-
dows overlooking the rows of cotholds that
line the river road. But for a few smaller
holds, High Reaches is well isolated on its
westward-jutting peninsula. Its Weaver—
crafthall is unusually skilled. The weavers
shear the Ilamas that High Reaches uses as
pack animals; the hair is woven into an un-
usually fine and soft, warm cloth. Lord Lytol
of Ruatha spent many Turns here as a Mas—~

tcrweaver between the time he left the Weyr

High Reaches Winter Garb
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after his dragon's death and when he moved
to Ruatha to care for the infant Lord Jaxom.
High Reaches has several minor Crafthalls,
including a glass-smith's shop, which, be-
sides the usual custom necessary for a Hold's
operation, does quite a good business in bot-
tles and jugs.

Fortified wines are a popular drink here,
more so than in Holds farther south. Fruit
brandies such as pear, apple, and blackberry
are prepared against the long, cold season.
High Reaches imports a lot of spices for pre-
serving meat and fish, and for mulling wines.

The knitters in High Reaches practice
the art of felting, a Craft they share with
Southern Boll, though anyone can tell the
difference between holder-made and Craft-
made goods. As arule, High Reaches holders
use their skill for gloves, sweaters, heavy
skirts, and trousers to go under weatherproof
hide. The tropical Weavercraft puts its skill to
lighter work, such as felt hats and decorative
slippers for ladies. Felting obscures the care-
ful knit stitches of the heavy fleece sweaters,
but renders the fabric much warmer and less
likely to catch hook or barb casually. Being
less permeable, felted knits also last longer. In
order that a High Reaches "gansie," or sea-
man's sweater, can be easily distinguished,
the knitters use the old star-and-egg Fair Isle
pattern brought from Earth by the colonists.
The sweaters are often brilliantly colored,
the
Hold colors, but banded with bright gold and

predominantly made in tan and blue,

red dyes made from lichen for greater
visibility.

High Reaches is also well-known for its
skill at shipbuilding, second only to Tillek
Hold. The holders bend timbers and dress
wood in the waters north of the Hold and
ship numbered and measured lengths of sea-
soned wood from the flat oval caverns under
the Hold intended for assembly elsewhere.

During much of the year, the bay is scoured

Crafthalls,
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clean of sand and weed by the icy northern
waters, leaving it deep and clear, safe for any
ship that comes so far north.

HIGH REACHES WEYR

High Reaches Weyr:

On a dark bluefield,

a Mountain Range
in black

High Reaches was the third Weyr, founded
entirely by dragons and
Weyr. After the First Pass ended, the queens
kept laying good-sized clutches for a while.
There were no deaths from Threadscore or

riders from Fort

misadventure, so the population quickly rose
to asqueezein the available living space. The
volcanic caldera in High Reaches was handy.

High Reaches is one of the most striking
of all the Weyrs. The north rim of the Bowl is
the Seven Spindles for the high,
crownlike points arrayed around that end,
formed of old flow from the volcano and

called

clipped to sharp spikes when the caldera blew
up in ages past. The Hatching Ground isin a
wide, high, oval cavern at the northernmost
edge of the Bowl next to the queens' weyrs.

Like Fort and Benden, High Reaches

was hollowed out with stonecutters. Some
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thermal baths were put in in the queens' cav-
erns and the Weyrleader's chamber, but most
sanitary and bathing facilities in this and all
later Weyrs were supplied with exterior pipes
of ceramics or metal.

Most of the Oldtimers who came for-
ward to High Reaches left for Southern Weyr
after the death of Weyrleader T'kul, leaving
Kylara and T'bor, formerly of Southern, as
the new Weyrleaders. When the two queen
dragons died, Pilgra became Weyrwoman
for Segrith. T'bor, though brash and occa-
sionally thoughtless, is entirely behind the
Benden Weyr leadership.

BALEN HOLD:
On a pine-green field,
three peridot-green
Bends

Balen is a small sea hold on the north side of
the peninsula west of High Reaches. Balen is
famous for its lumber mills, which saw tim-
bers from High Reaches and its own pine for-
ests into boards. Balen, too, has numerous
caverns in which wood is seasoned for build-
ing. Skilled wood-smiths here make furni-
ture, as well as fixtures for ships.

TILLEK HOLD

Tillek Hold:
On a whitefield,
a dark blue Reversed
L attice

Named forJames Tillek, captain of the colo-
ny ship Bahrain, thisis the most westerly ma-
jor Hold in the Northern Continent. Tillek
and the dolphineers founded this Hold with
their stake acres after the Second Crossing.
With the aid of the dolphins, the seagoing
population of this stakehold charted the cur-
rents and coasts. Tillek is known for its coni-
fer forests (which have grown up in the Long
Interval), its terraced farms, the Fishercraft—
hall, shipbuilding, and its wine.

Tillek's population is seasonal, depend-
ing on how many ships are in harbor. As
most of the men tend to be involved in ship-
board activities, Lord Oterel places many
women in positions of authority. The hardi-
ness of Tillek Hold women is legendary.
Having himself done a fair number of Turns
on the sea, Lord Oterel understands the needs
of administration both on ship and on land.
His Lady Steward is his wife's sister, Bron—
wen. Sheis agood organizer and sees that the
Hold runs well and on schedule. Timeliness,
particularly with regard to meals, is a crucial
issue when so many need to leave the Hold in
the predawn hours to catch the tides. Bron-
wen's husband, Captain Ekito, is away much
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High Reaches Weyr

of the year on fishing trips, and her many
children are fostered with other women in
the Hold, as Bronwen has much to do.

Bronwen works closely with Cytor,
Portmaster of Tillek Sea Hold. Cytorisare-
tired sea captain who knows the ropes and
can handle the rough seamen who use the Sea
Hold as their base. The wharf is built of great
heavy blocks, right into the harbor, which is
good and deep but sheltered from the ele-
ments. From the Sea Hold, aship can pick up
the southern current and move with surpris-
ing speed down the west coast of the conti-
nent toward Southern Boll and east beyond it
to Ista.

There was little flat land for farming
when the first holders came here, since the
primary interest in Tillek was its sheltered
harbor to the northwest of what is now the
Hold. The holders gradually built terraces
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into the mountain that held the Hold, giving
the broad farms a northeastern exposure. The
roads leading to the Hold proper were also
terraced, with ramps built for wagons along
either side.

TheTillek Gather meadow occupies the
steppe nearest the entrance to the Hold. This
allows the traders to take best advantage of
the roads when hauling or driving their
goods to the pitches arranged at the mead-
ow's perimeter.

Tillek harvests lumber from its exten-
sive conifer forests during the warm weather,
and lays it down in dry caverns to season, of-
ten for a full Turn. Much of this wood is
shipped to other ports, but some ofit stays in
the Hold for the shipwrights' use.

During the cold season, the wood-

smiths of Tillek preassemble aged wood for
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KNITTING PATTERNS

By tradition, each Hold has an
exclusive knit pattern. The styles
vary considerably between Holds.
Also by tradition, the patterns are
knit with plain yarn, or dyed in
each Hold's dominant color. The
dyes are made from plants, roots,
mosses, fish, or whatever is most
available. Ista's color, bright or-
ange, comes from a shellfish that
lives in the tropical waters.

ISTA: The need for warm gar-
ments is almost unknown here,
but the seaholders have sweaters
and warm trousers for faring into
cold seas. The knit pattern tradi-
tional to Ista Sea Hold is the em-
bossed or raised leaf decoratively
rendered in bright shades of or-
ange and white, the Hold colors.

This style is also made in fine cool
fabrics of cotton and sisal, and is
popular for ladies' shawls.

LEWIS HOLD: crossover rib

HALF CIRCLE: Twisted V
stitch, which looks like endless
rows of half circles, alternating
with cable stitch and bobbles
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shipment and dress wood to be used by the
shipwrights as soon as the weather breaks.
The shipbuilders' cavern is high and wide,
suitable for bending timbers with complete
disregard for the weather outside.

A much-practiced skill in Tillek during
storms and bad weather is knitting. Mothers
teach their fosterlings the skill from the time
they can hold the needles, and gradually in-
troduce them to stitches and patterns of
greater complexity and intricacy. On a typi-
cal evening, the men will gather to mend nets
or knit, using the same skills for different ap-
plications. Beginners make socks and caps,
which are frequently unraveled later to save
precious yarn. Skilled knitters may use mul -
tiple pairs of needles and several strands of
yarn at once.

Like all the Sea Holds, Tillek fishermen
use a specific stitch pattern to denote port of
origin. Tillek seaholders wear a trellis stitch
in which the Hold symbol can be easily ren-
dered.
white and blue from the fields of meadow-

It is often dyed in the Hold colors:

sweet flowers that grow in the nearby moun-
tain valleys. But it shows up as frequently in
the distinctive single-colored raised knit pat-
tern, combined with a traveling cable and
double moss stitch. The sturdy, nearly wa-
terproof sweaters andjerseys serve to protect
the man wearing them from the elements,
but also to identify him if his body is washed
ashore. The seamen are very matter-of-fact
about the dangers of their craft. They may
make jokes about other unlucky fishermen,
but they respect the seas of Pern.

Traders compete to get the most skilled
work of the knitters to take with them on
their travel routes to the temperate Holds, es-
pecially those closest to the snowy wastes.
These are done in colors other than those re-
Nalbindning

harder-wearing

served for the Hold fishermen.
mittens, incredibly warm,
than knit, and more flexible in cold and wet

than hide, fetch a handsome price. The an-
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cient secrets of their making are not for sale.
Some brocade knitting is done here, but it
cannot compete with the delicate brocades of
Fort Hold.

Tillek

Goblet

Anyone who has tasted the products of
either Hold has heard of the rivalry between
the Benden and Tillek wine caverns. Benden
wines continue to be the most sought after on
Pern, with Tillek's running a distant second.
The current Tillek Winecraftmaster's name is
Dikson, a rangy, redheaded fellow with a
nose and cheeks the same color as his best red
wines. Tillek's wines are considered to be a
bit foxy, and tend to have a harsh aftertaste.
Some attribute this to the acidity of the soil.
Even after hundreds of Turns, and improve-
ments made in the Craft, Tillek has been un-
able to equal Benden's reputation for
smoothness. Dikson, like his predecessors,
uses the finest wood casks, which have been
improved by the incorporation of the new

hardwoods growing in Lemos and lgen; only
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RUATHA AND RUATHA
RIVERHOLD: avery distinctive
smocked rib pattern

BIG BAY (IGEN SEA HOLD):
cable alternating with double
cable

SEACLIFF: moirestitch

MISTY HOLD: lattice cable

TILLEK:raisedknitpattern

combined with traveling cable
and double moss stitch.

SATTLE: chain and moss cable
ROCKY HOLD: star stitch
HOL D GAR: shell stitch

FORTSEAHOLD: tripletwisted
rib
VALLEY HOLD:

head cable, in deference to their
hold badge

reversed arrow-

GREYSTONES: twisted col-
umns, for the sarsenlike rock
spurs that appear here

BAY HEAD: twisted diamond

NERAT: scallop shell stitch
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the finest woven cloth is used for straining.
Lime, to sweeten the soil, has been carefully
dug in around the roots of ancient vines as
thick as a man's body, but all to no avail. Dik-
son has sent spies to Bender Hold's Wine-
craftmaster as apprentices, but he has never
received any information that helps him.
Dikson initiated a dry red wine that has
evolved quite a following among seamen,
who taste

like a hearty drink they can

through the salt water. His white wines are
only fair compared to those of some of his
predecessors, like Vilbrian, his own master.
A Vilbrian 12 (indicating the twelfth Turn of
Vilbrian's pressings) is considered to be
"...amost, almost as good as a Benden
white." Though loyalists always add, "of an

inferior Turn."

FISHERCRAFTHALL

Fisher/Seacrafter:
On a white field,
a sea-blue Fish

This Tillek-based craft comprises several
the
Under ldarolan there are M as-

specialties under the aegis of Idarolan,
Masterfisher.
ter captains and Mastercraftsmen; and under
them are the captains, who rate their journey-
man seamen according to tradition: seaman,
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able-bodied,
prentices act as cabin boys and lure tiers.

second mate, first mate. Ap-

Shipbuilding includes construction and
maintenance of boats, improvements on lines
and sheets, and learning to choose materials
for sails. Seamanship also involves basic
navigation, understanding of the wind and
sea currents, and the study of individual
coastlines, underwater reefs in southern wa-
ters, and navigable rivers. Journeymen are
taught to make maps of the generally accept-
ed trade routes and the locations of the moor-
Chart

making is a precise craft, and only those who

ings best sheltered from the wind.

have fair hands as copyists are trusted to
make charts, since many men's lives will de-
pend on them.

Very accurate charts have been handed
down to the Fishercraft from their remote an-
cestors. Modern seamen have ceased to won-
der how the Archive charts of the coastal
waters are so incredibly accurate and de-
tailed, and arejust grateful that they are so.
The knowledge that these are original fax
pictures taken by the atmospheric probes has
been lost since Moreta's day, when the M as-
terfisher succumbed to the plague, as did so
many of his crafters. All that an apprentice
today knows is that he had better copy those
charts correctly.

Any sea captain will want to have charts
with him of his own copying, and keeps ar-
chives of sailing dates and cargo carried on
board his ship. In the Seacrafthold, a trea-
sured artifact is an antique map reputed to
have been drawn by the first Craftmaster
(Jim Tillek) and dates from before the Cross-
ing. (The fact that thejourney from Earth to
Pern over twenty-eight hundred Turns be-
fore was also called the Crossing has long
since been forgotten.)

The Seacrafthold's archives helped to
solve the mystery of Threadfall after the

Long Interval as Weyrleader F'lar was able to
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study the number of clear sailing days the sea
captains had reported during the previous
Pass.

It is easy to learn the basics of fishing.
Apprentices start off tying lures, coiling
ropes, scrubbing and polishing ship's wood
and brass, and repairing nets. Thejourney-
men do most of the actual work of fishing
aboard a boat. They set the nets and haul in
the catch, and bothjourneymen and their ap-
prentices have the messy job of cleaning the
fish. A Masterfisher knows how to judge
where and when a good run of fish will ap-
pear, and will captain a crew to go and bring
in the catch. All year round the women, chil-
dren, and apprentices dry fish to store for use
over the long, cold winter.

In a skiff, ajourneyman teaches an ap-
prentice how to work with the equipment,
tend sail, and use cast nets and drag nets. The
rocky coasts abound with shore-hugging fish
that are easily caught from small boats.

Master Mactavis, the shipcraftmaster of
Tillek, is a perfectionist. He prides himself
that every manin every crew he overseesis an
unexcelled specialist. Ifthey do not live up to
expectation, he gives them the sharp edge of
his tongue while pointing out their mistakes.
"The lives of men depend on you" is his fa-
vorite reminder. "Who knows what storms
she'll be in?" is another.

The personality of each man working
on a ship needs to dovetail as well with his
mates' as his skill does, for the crew that
builds a ship usually sails her as well. This
way, the crew know the ship, every ring,
spar, and board of her, before she hits the wa-
ter, saving precious sevendays that would
otherwise be spent learning the vessel and her
quirks. Their own lives thus depend upon
their own work.

The wood is chosen carefully from
available stores. Sailmakers, sheet makers,

and chandlers custom-outfit new ships or
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make replacement goods for existing craft.
Tar and pitch come either from Tillek's or
nearby High Reaches' conifer forests.

Tillek

Hold Three-Master

During an Interval they can make ships
on the beach, but when Thread falls, they
move indoors. The cavern in which they
build ships is high, with a slip for sliding the
finished ship into water. Prior to a Pass, all
ships that are not prepared arc brought into
drydock for refitting. Pumps already exist in
a ship's belly for bailing the hull, but during a
Pass, the pumps are used for flooding the
deck during Threadfall.
used instead of wooden ones, which would
be eaten off by Thread. A thin layer of lead is
hammered around the mast and spars, and a
canopy of metal is kept aboard to be drawn
over the exposed parts of the ship as it passes
through the Leading Edge of the Fall. Stan-
dard procedureis to unship the sails, draw the
canopy and flood the deck, and sail straight
into the Fall toward Following Edge. A ship
is not vulnerable for long in the midst of the
sea, but it is terrifying even for brave men.

Ceramic joints are

Dolphins, which are respected as an-
other intelligent species, still exist in the seas
of Pern, but no one seeks them out. The sea-

crafters are taught not to bother them, and if
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ever a fishing crew catches a dolphin by acci-
dent, They
know that the dolphins have always been al-

they let it go with apologies.

lowed the freedom of the seas, and they never
eat them. Over the generations dolphins have
tried to reestablish communication with hu-
mans, but the dolphineers are all long dead.
No one else knows the language, though the
dolphins still occasionally help becalmed or
wrecked seamen. Most of the original dol-
phineers in the crossing came to Tillek or
Ista, but they had very few apprentices—dur-
ing that first Pass, not many had the time free
to take up that kind of skill. The last trained
dolphineer died less than a hundred years
after the Landing.

NABOL HOLD

Nabol Hold:
On a brown field,
a Narrow Fretty in white

The name Nabol has long been associated
with greed. "As grasping as a Nabolese," a
trader will say about a man who drives an un-
pleasantly sharp bargain. The man for whom
the Hold was named, Nabhi Nabol, was one
of the pilots who made a daring attempt to
retrieve samples of Thread spores from out-

side the atmosphere—but for a price.
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In exchange for a stakehold of the whole
Big Island, which Avril Bitra had proved to
him was rich in gem minerals, Nabol volun-
teered to pilot a gig into the cometlike Oort
trail following the plutonic Red Star. He and
Bart Lemos were killed when making atmo-
spheric reentry. The samples and data were
lost, and with them the colony's last hope of
destroying the spores at the source. Other
needs were more pressing, and the project to
study Threadspores was set aside.

The road to Nabol Hold ends at a ramp
that leads up to a gate; the corner gatehouse
was built by Fax to repel attacks from any
other force, though none existed in Pern but
his own. The courtyard is large and paved
with a pattern of flagstones. A watch-wher
lives in a den in the corner farthest from the
Hold's entrance. The Hold is carved into a
mountain face that has under it alow, hollow
overhang that is used as an entry way. It was
first used for sheltering beasts in times of
Threadfall.

The Gather meadow in the Hold's shad-
ow shares the same source of pure mountain
water. There are few stalls to be had, as if the
Crafthalls and others with goods to sell prefer
to go elsewhere, and the Hold does not care
whether or not they come. The wine usually
Southern Boll, so
their

comes from Tillek or

drinkers cannot be in
tippling.
Nabol

with the main entrance at one end and a kitch-

too choosy

has a three-cornered courtyard

en courtyard surrounded by walls carved out
of the cliff face at the other. The main en-
trance leads into the Great Hall. At the south
end of the huge chamber are stairs leading up
to the Lord Holder's apartment and into the
Inner Hold.

The Lord Holder's apartment consists

of four large rooms, each with tall shuttered
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windows facing obliquely toward the east.
Each pane of glass is clear, a sample of expert
glasscrafting; the choice of clear glass sug-
gests that the Lord Holder who installed
them mistrusted his people too much to ob-
scure any part of his view with colored panes.
A wide,

windows in the sleeping room helps retain

curving stone hearth between the

the heat in the cold mountain air.

Narrow ramps carved into bubbles in
the volcanic rock join the lower chambers
with the entryway and the refectory hall, and
a steep stairway on the north side of the Great
Hall
chambers. The kitchen is large, with two sets

allows access to the Lord Holder's

of ovens and five spit-runs for roasting whole
herdbeasts.

Along the main hallway past the kitchen
are the stairs to the lower level and the glow
room. An ancillary hallway leads offto a row
of locked storerooms. Out the kitchen door
to the left is the ashpit, set as far as possible
from the main Hold door.

Lord Holder
a remote relative of the last

The current is a man
named Deckter,
Lord and one believed to break the pattern of
dishonest and grasping leaders in Nabol's
history.

Meron of Nabol, the unlamented Lord
who preceded Deckter, managed in only a
few Turns to make himself nearly as notori-
ous as Fax. He was not of Lord Holder's
Blood, but served as Fax's steward and was
quick enough to step into his dead Master's
Lord Holders took their

time confirming him in his rank, but they let

place. The other

him pass when other concerns required their
attention. Thread had begun to fall, and the
Weyr was again rising to prominence.
Meron was responsible in part for the
Prideth and
Wirenth, in High Reaches Weyr. Both gqueen

deaths of two queen dragons,

riders survived, but Kylara, Meron's mis-

tress, was left mindless. Wirenth's rider,
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Brekke, was prevented from suicide through
the efforts of Manora and F'nor of Benden.

Meron further demonstrated his con-
tempt for dragonkind by trying to coerce his
Impressed bronze fire lizard to go between to
the Red Star even before the Weyrleaders had
had a chance to decide if it safe to do so.
Against the better interests of the northern
Lords and Weyrleaders, he continued illicit
trading with the Oldtimers in the South, and
traded green fire lizard eggs for valuable
goods, thereby tricking his vendors, whom
he considered gullible enough to believe they
were getting good value.

His last act of malicious interference, on
his deathbed, was to refuse to name an heir to
Nabol, hoping to throw the Hold into confu-
sion after he died. However, under coercion
he named Deckter, a grand-nephew, who he
believed would displease his tormentors.
Lord Deckter was, in fact, the choice hoped
for by the other Lord Holders and the Harper
Hall.

Nabol has rich grasslands, on which the
Naboleseraise ovines and domestic wherries.
Like Lemos and upper Telgar, Nabol is ex-
perimenting in forestry to propagate the
valuable and sought-after pine, ash, and oth-
Willow
grow along the river flowing through the Es—

vay Valley,

er softwoods for furniture. trees

and lavender and mustard do
well on the slopes nearby. The sandy soil is
also suitable for tubers and root vegetables,
and salad vegetables of all kinds: celery, bras—
sicae, greens, and fingerroots (carrots). Some
wine grapes grow on the slopes, but Nabo-
lese also have a taste for pressed cider, which
they make from their own apples, an innova-
tion begun by the Holder whom Fax de-
posed. That Lord had cultivated the orchards
planted by a Nabol Lord many generations
back,

able product.

in an effort to create another market-
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RUATHA HOLD

Ruatha Hold: Chequy,
bright red and
dark brown

/

N

Ruatha, the second oldest Hold in the North-
has given Pern many of its
It
breeding place of the finest runnerbeasts on

ern Continent,
most famous Weyrwomen. is also the
Pern.

At the time Ruatha was first inhabited,
Fort Hold had reached the bursting point
with all the former inhabitants of the South-
ern Continent. Ruatha's lovely valley and
cave system was only two days ride on horse-
back from Fort Hold, and its grass flats and
portageable river were suitable for raising
food animals and transporting them else-
where easily. Red Hanrahan, who first called
the stakehold Redsford Hold for
flowing river between it and Fort, elected to

the fast-
move into the new Hold with his family. In
time, the Hold's name was translated to the
Irish for Red's Ford, "Rua Atha," by one of
Red's grandsons. The saying came to be
known that "Fort Hold just happened, but
Ruatha was planned.” It was designed to be
expanded as need arose.

Red Hanrahan was a veterinarian with
an uncanny way with animals. Between the
dragons and the herd beasts, Fort Hold had
become too crowded for the breeding of
healthy beasts, Red moved his half of the
problem to Ruatha, where he was able to al-

low the beasts to multiply rapidly, some-
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times producing three lambs at a time out ofa
single ewe. The meat was desperately needed
by the Fort Holders. With the help of the
dragonriders, the beasts were rounded up
and herded into the caverns. Refrigeration
was still possible, so the meat was frozen as
soon as it was slaughtered. Dressed meat
went downstream past what is now Ruatha
River Hold,

and upstream. Vegetables and fruit raised in

south to the Fort Hold water,

the hydroponics tanks at Fort Hold went
back to Ruatha,
holders' diet.

balancing out the beast-

Red and his loved horses.

Though they were of little value as a meat

family

animal or as a beast of burden until the roads
could be finished, he still spent time raising
them. With the sperm and ova available, he
could breed for strength, speed, and beauty
in riding stock. He raised heavy horses, too.
The mechanical plows would run out of fuel
soon enough, and Red had in mind Clydes-
dale-Shire stock, as well as oxen, to take their
place.

Ruatha was much larger in its earliest
days than in later Turns, when many of the
inhabitants moved out to smaller holds after
the end of the First Pass. When the rooms
were no longer in use, the rear corridors were
blocked off. Most of the additions had been
built on the outside of the Hold rather than
the inside.

Descendants of Red and Brian Hanra-
han continued to Hold in Ruatha. In the Sixth
Pass, Lord Alessan's family still maintained
the tradition of raising runnerbeasts, the ge-
netically adapted equines. Alessan had the
empathy for both runner and dragon that
caused dragonriders on Search to ask for him,
but his father, Lord Leef,
go, as he was to be heir to Ruatha.

refused to let him

Alessan's father wanted his son to breed
strong beasts of burden that could work hard
on little food, but Alessan didjust the oppo-
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site, and he created a supreme stock of racing
runnerbeasts. These, tragically, became al-
most the only remnant ofthe glorious history
of Ruathan horseflesh after the plague. Ales—
san's descendants held Ruatha until shortly
before the Present Pass, when Lessa, last of
the Ruathan Blood, went to Benden Weyr.
Except for an interruption of Turns dur-
ing which Fax broke Ruatha into the ruin it
was whenJaxom and his regent, Lord Lytol,
took Hold, Ruatha was the site of the most
prestigious runnerbeast Gathers on Pern. To
be asked to race one's beasts at Ruatha was to
receive an honor much sought after among
breeders. LordJaxom has been striving to re-

create Ruatha's former greatness.

In Lord Leefs day, Ruatha was much
smaller and less ornate than it isnow. Alessan
himself began the new construction that in-
creased the Hold's size and utility. The court-
yard wall was a simple one, and the tower
and gates that now block entrance from the
causeway road were added over the Turns.
Over the next thousand Turns new stables
were built out from the southern end of the
old one. Women's quarters were constructed
over the kitchen complex, and many small
craftholds grew in the shelter of the cliffs and
the ramp. The watch-wher den in which
Lessa took shelter did not exist in Moreta's
and Alessan's day. But Alessan's precious
racetrack is still where it was a thousand
Turns ago.

The stables were converted within the
last ten Turns into a combination weyr and
sleeping room for LordJaxom and the white

dragon Ruth.

Lessa herselfis the last full-blooded de-
scendant of the Ruathan house. Through a
curious discovery that had been lost over four
hundred Turns, she was able to go back be
tween times thirteen Turns to save herself
from Fax's slaughter of her family. (That the
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process was known in Moreta's day is evi-
dent to modern dragonriders; no single drag-
onrider merely going between places could
have covered all the stops necessary to deliver
the life-giving serum in the course of a single
day.) Another jump in time verified Lessa's
discovery. She went forward ten Turns from
her childhood to the day on which F'lar came
to Ruatha on Search and killed Fax.

Benden Weyr, during the beginning of
the Ninth (current) Pass, was becoming des-
perate.
dragons and riders was too small to combat
Thread adequately. No solution had yet been
found either the haunting "Question
which held the clue to the reason for

It was evident that the number of

to
Song,"
the five empty Weyrs.
learned to go between times, she became con-
vinced that the five Weyrs had come forward
in time to her era, to fight Thread in the new
Pass. No one else believed her, so she took it
upon herselfto prove it and save Pern. There

had once hung in the main Hall a tapestry, a

Once Lessa had

Lessa
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treasured family heirloom of the House of
Ruatha, which Lessa believed depicted the
Hold as
before. When the tapestry was woven, the
carven door cap and lintels had not yet been
added, nor had the Tower, gate, or second
courtyard.

it had been four hundred Turns

Once she had returned the tapestry to
Ruatha, Lessaused it as afocus for Ramoth to
travel between four hundred Turns into the
past. The effort nearly killed both of them,
but Lessa's solution to the "Question Song"
was the correct one. In fact, it was her urging
that had prompted it to be written, so that
through the temporal anomaly, she could lat-
er solve it. Lessa returned to her Turn with
eighteen hundred fighting dragons and seven-

teen queens to fight the next Fall.

The Oldtimers, as they came to be
known, were a mixed blessing. Their Pass
had been over just long enough that they
were bored with peace. In the Weyr there is
not much to do during Interval. The Oldtim-
ers had developed an adrenaline addiction
from being under constant tension for fifty
Turns that made it impossible to slow down.
The younger Oldtimers had an easier time
adjusting to the end of the Pass, but the con-
dition was permanent in the longtime fight-
ers. It takes only four Turns to make it
irreversible. Providing them with the chal-
lenge of a new Pass probably saved the sanity
of many.
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SOUTHERN BOLL HOLD

Southern Boll Hold:
On a whitefield,
bright red Chevrons

A

A Hold was established by Emily Boll and
Pierre de Courcis to the south of Fort Hold
amidst the tropical lushness of the peninsula,
after Emily recovered from the injuries suf-
fered in a shuttle crash during the ninth year
of the colony. The stonecutters were em-
ployed to cut roads down to the chosen site
and to help the holders start making their
home habitable. It was called Southern at
first, for its position south of Fort. After
Governor Emily Boll's death in 33, the stake-
holders decided to honor her by naming their
home for her. They simply appended her
After a
the hyphen was dropped from

name and called it Southern-Boll.
brief time,
use.

Pack animals travel the long, terraced
road to Southern Boll. Theroad is good but
steep in places, so travelers prefer not to try to
maneuver wagons all the way south. The
Hold has no port of its own, so traders call in
at Hold Gar, two days ride to the north, for
the many goods produced in Southern Boll.
Surrounded as it is on three sides by the
end of the oceanic current, the Hold
boasts hot, balmy weather in al seasons.
Hats will not stay on in the constant wind, so
those who live in Southern Boll tend toward

cool

veils, head scarves, and turbans. For those
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who do not mind the sun, sa-
rongs, bikinis, and daishikis are not uncom-
mon wear; there is even the occasional grass
skirt.

Boll also uses furniture made of twisted

muumuus,

vines like wicker wound around metal sup-
ports. Instead of heavy padding, chairs are
made with slings in light, flexible frames, or
with caned backs and seats.

Southern Boll, Ista, and Nerat have
very large populations, as do most tropical
zones, where a person does not have to work
hard merely to exist. Occasional occupation
will help eke out a satisfactory living for a
family that can gather most of what it needs
to feed itself from the countryside. Telgar
and Keroon also have a large indolent popu-
lation in the southern reaches. Boll bringsin a
lot offish, and the heavyjungle is full of fruit
trees and wild melon vines. Soft fruits, like
bananas, kiwi, and mangoes, are cultivated
alongside goru pear, wedgenut, and peach
trees. The more delicate cooking and medi-
cinal herbs and hot-climate spices provide
trade goods and season light dishes served in
the heat of the day.

Some of the few remaining flocks of
chickens live in the Hold. Southern Boll
makes up for its isolation by having many
goods for trade with the North that cannot be
found in any other Hold.

Southern Boll
herbs used to make tea. The Earth genus Ca-
mellia from which tea came did not survive,
but tasty, stimulating, soothing substitutes
were found among native herbs and blends
of imported ones. Fruit liquors as well as
grape wines are popular here, and many bot-
tles are exported to other Holds for special

also raises numerous

occasions.

The Hold boasts the presence of the sec-
ondary Glasscrafthall. The Mastersmith, to
whom Glassmaster Arkeli looks,
high quality of the fine sands that line South-
ern Boll's beaches. Glassblowing and ceram-

lauds the
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at  Southern

Swimming Boll

ics are taught here.

bottles can be distinguished from thosejour-

Apprentice jars and

neyman-made by the concentration of pale
green tint, showing impurities in the glass.
Well-blown glass is perfectly clear. Colored
sand is sometimes used to produce tinted
glass, as are certain metals, to create what
Terrans refer to as cobalt, cranberry, and
ruby glass. Carnival glass is made on occa-
sion, as are leaded crystal and plate glass.

The original plate glass is still in the
windows of the main Hold. One handsome
window ringed with a stained-glass mosaic
looks in upon the Lord Holder's chamber,
spilling rainbows across the floor.

Southern Boll is full of color. The range
of tropical trees and plants produces a riot of
bright flowers and shoots. Even the products
of the small Minecrafthold here are especially
Ruby,
green malachite, copper, and blue copper sul-
fate come out of the mines in the mountains
behind the Hold.

colorful. all the varieties of garnet,
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WEAVERCRAFTHALL

Weaver :
On a whitefield,
a lavender Bolt of Cloth

Tailor:
On a whitefield,
a lavender Needle
and Spool

The presence of a major Crafthall has an ef-
fect on what crops are raised in the Hold. Un-
like most Holds, in which food crops take
almost absolute precedence over all others
during a Pass, Southern Boll raises Earth flax
and a Pernese fiber similar to it, sisal, and cot-
The
abundance of other food allows the

ton to trade with the Weavercrafthall.
natural
holders to make the choice to grow a fiber
crop. The Hall provides employment for a
number of Southern Boll's men and women.

Flax produces an elegant, crisp cloth

that stands up well Turn after Turn. Though
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it is difficult to make smooth, sisal, when
beaten and pulped, makes a silky fabric easy
to print or dye that is light enough to be worn
in the hottest weather. It can also be woven
into nearly invisible sheers. But it is cotton
which is in the greatest demand and which is
in the shortest supply by the end of every
Pass. Cotton, for its tremendous flexibility,
is a luxury fiber on Pern. Cotton seed lasts
nearly forever in dry climates. The plant likes
sand-and-clay soil, so Southern Boll isavery

good choice for a source.

The colonists kept cotton alive as a spe-
cies because nothing served so well for wear-
ing against the skin to soak up perspiration,
and in layers for warmth. By the first Inter-
val, every scrap of cotton they had with them
was in shreds. They grew all they could dur-
ing the Interval and kept up the custom of
stockpiling it throughout the cycles. Silk
quickly became a memory, for though the
colonists' ova banks contained silkworms,
the mulberry bushes that are the worms' only
food were not viable on Pern.

The Weavercraft trades their goods
with High Reaches, Lemos, Bitra, Nabol,
and lgen for the long fleece from mountain
ovines, as their own ovines, evolved for the
warm climate, do not grow thick coats. High
Reaches also provides them with I[lama hair.
Holders frequently make use of drop-spin-
dles or spinning wheels in the evening while
listening to music or sharing a chat with
friends. Part of a dragonrider's evening occu-
pation might be spinning or weaving. Every-
one who can is always making thread, as so
much of it is needed. During the Intervals,
the Masterweaver has a number of students
from the Weyrs in his Hall. There are small
looms in every Hall, Hold, and Weyr, either
for hobby or serious employment. Cloth
goods are useful in every occupation. Be-
cause the Weavercraft cannot possibly supply
every Hold, each makes its own hand looms,
crochet hooks, spindles, and shuttles.
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Since the Weavercraft's goods are not
perishable, tremendous stocks can be kept in
dry caverns until called for. For every type of
fiber, there are different wheels and looms:
flax wheels, wool wheels, sisal wheels (very
delicate), and cotton wheels of every size and
strength, and looms from the very simple to
the infinitely complex. As a spinner finishes
drawing a spool ofthread half as big and fully
as heavy as himself, he passes it on to the
who tint and dry it.

dyers, The Weaver-

crafthall is famous for certain special dyes
whose compositions are considered a deep,
dark craft secret. Master Zurg's sighature is
evident in thread of rich golden, brilliant or-
ange, or special purple hues. Most of the rain-
bow dyes come from shellfish found off the

coast.

Once the thread is colored or bleached,
it is either covered and stored or passed on to
the weavers or knitters. Weavers receive
training in making looms and devices for
working yarn. A bit of cloth is reserved for
very skilled Weavercraft artists who paint the
dye directly onto cloth by hand, for one-of-a-

kind lengths of fancy fabric.

Some of the looms here can be used only
by the most talented of weavers. A Master-
weaver might make stubbed fabrics like ve-

lour, or cotton velvet, or brocades. The skill
that produced the brocade looms used to

Crafthalls,

135

and Weyrs

make the famous Fort Hold brocades came
from here. Flax, polished cotton, and metal-
wrapped threads simulate Earth-made pat-
terned fabrics of silk, examples of which are
in the Weavercrafthall museum. Every large
Hold has an upright tapestry loom or two, on
which are made wall hangings and floor
coverings to break up the endless gray of the

stone walls.

As hardwood for shuttles and spindles
was difficult to come by, the weavers first
used plastic substitutes until the plastics wore
out and the extrusion machines broke down.
Then they turned to soapstone and agate,
both light enough and easily smoothed into
the right shapes.

The technology for building the equip-
ment came to Pern with the colonists, who
blended together two worlds worth of an-
cient home crafts. Patterns are simply copied
over and over, with pieces being replaced as
they wear out. Amerind standing looms,
Swedish knitting belts, spindles, embroidery
hoops, Centauri braiding trees, frames for
slit-work tapestries—all have found favor at
different times. The Craft patterns them-
selves have been passed down, too, from the
minds of the dextrous and Craft-minded
colonists and the data banks of the ships.
Weaving, embroidery, and knitting, signifi-
cant parts of many Earth cultures' identities,
are now forged together as one. Afghans,
granny circle blankets, flannels, burlap, and
cambric are all the province of the Weaver-
crafthall. Silk-screening and dye patterns are
recorded in the Hall's Archives for students
to attempt to copy or to admire for their

difficulty.

Decorative gloves are made of tatted
lace, and even knit lace, made painstakingly
from flax or cotton thread, but most every-
day gloves are sewn of fine, soft fabrics wov-
en from the neck fleece of young ovines.

The Weavercrafthall has an ongoing ri-
valry with the Tannercrafthall as the fashion
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center on Pern. The Mastertailors evolve
styles which the cognoscenti copy eagerly,
but at which more conservative holders turn
up their noses, and individualists ignore.
What is "in" this season will be "out" again
quickly enough. A native of Southern Boll,
Masterweaver Zurg naturally the

bright colors for which his home Hold is

favors

famous.

CROMHOLD:Ona
yellow-gold  field,
three tight blue Bends

Crom was one of the seven holds held by the
conqueror Fax. It is perhaps the only one he
came by legitimately, through his marriage
to Gemma, Lady of Crom, daughter of the
old Lord Holder. She died giving birth to
Jaxom, named Lord Holder of Ruatha by his
father shortly before his death. Lord Nessel,
the man who took the Hold after Fax was
killed, had much to do to repair Crom's im-
poverished condition. Like High Reaches
and Ruatha in Fax's day, Crom had a reputa-
tion for being a stronghold for bullyboys and
mercenaries.

The principal Hold lies near a tumbling
river that threads its way southwest along the

Western Mountain Range. The fields that
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feed the Hold lie to the south. The window
embrasures and door lintels are without or-
namental carving, as ifthe Lord Holder who
commissioned them did not wish to take ad-
vantage of the Minccrafthold's masons so
nearby. Some say the Hold has changed little
He does coerce his
their
an

under Nessel's hand.
holders to buy blackstone to heat
houses; the holders consider Cromcoal
unnecessary expense when the southern part
of the Hold provides so much pine and
softwood, which burns cleaner and is free for
the chopping.

There is not enough grass to sustain
many herdbeasts in the north mountain
reaches. Crom raises mostly ovines for meat
and trades with neighboring Telgar for river
grains and bovines. With the onset of the cold
season, numerous animals are slaughtered,
and the remaining beasts are brought into
sheltered pens to weather out the snows. The
Lady Holder and her steward see to the salt-
and

ing and preservation of hides, fleece,

meat. Crom raises the hardier of the medici-
nal and cooking herbs, such as sage, all the
mints, rue against fleas, cinquefoil for bowel
problems, and mugwort for gout.

Crom is beholden to Telgar Weyr, with
which it has little direct contact, especially
during the hard winters. They are divided by
a spur of the Central
yond the
R'mart keeps in contact mainly through the

Mountain Range be-
Mastersmithhall. Weyrleader

watchdragon posted on the fireheights.
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MINECRAFTHALL

Miner: On a whitefied,
a black Pick and
Shovel in Saltire

In Crom itself, the mines produce firestone,
blackstone (also called Cromcoal), and sap-
phires, all of which are handy to the much-
respected Minecrafthall. Like the Farmcraft,
with which it has an ongoing rivalry, the
Minecraft has many minor halls all over
Pern. The skill of the Masterminer must ex-
tend not only to the excavation and shaping
of minerals, but also to the knowledge of eco-
logy of the land. The Minecraft is considered
to besolid, honest, andreliable, as well asdis-
creet. Itsinfluence on Pern is deliberately un-
derplayed by Masterminer Nicat, who would
rather get on with hisjob and leave bickering
to those with less to do.

Complaints fostered by the Master-
farmer, presently Andemon, usually have to
do with disputed fields in which the Master-
miner wants to dig and which the Farm-
crafter wishes to plant. They each recognize
the necessity for the other; without both of
them, ecology would quickly break down,
and life on Pern would be much less

comfortable.

The Minecraft works hand in hand with
the Smithcraft,
minerals in exchange for new and more effi-
cient tools. Their functions frequently dove-
Not only must the Masterminer be

for whom it digs ore and

tail.
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premier in his Craft, but he must also be able
to coordinate with the Mastersmith. In ef-
fect, they are two halves of the same whole.
The smith refines ore and puts it to its final
uses. There are dozens of mines all over the
planet, and Masterminer Nicat is in charge of
them all.

He has in his service a huge number of
harper journeymen who act as the communi -
cation system between him and his Master-
miners. With the Harper Hall's aid, he keeps
in close touch with what is happening in the
world, both specific to his craft and of general
interest. Nicat occasionally makes use of fire

lizards as messengers, but he also uses thelit-
tle dragon cousins in the mines for Killing
tunnel snakes and detecting gas |leaks.

A miner may practice a specialty of his
Craft. Some mine only gems, asciencein it-
self. It takes a special skill to get the crystals
out of matrix intact. Others seek liquid min-
erals, such as rock oil and natural gas, both
useful to the Smithcraft. Geology and petro-
graphy are specialties of the Minecraft,
though they are not known by those names.
The minecraft also trains interested students
in lapidary, and mountain
climbing, all of which require the study of the

spelunking,
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stress and structure of stone formations. The
lapidary classes are especially popular in both
Hold and Weyr. Gems have no specific value
on Pern except as ornamentation and in limit-
ed functions within the Smithcraft. For ex-
ample, the black diamonds found off the
shore of Ista are not terribly sought after by
amateur jewelers since they are not very pret-
ty,
smiths.

but the stones make useful tools to the

Women in the Crafthall cut and polish
stones to make their own jewelry,
they wear or barter freely. Agate and other
pretty stones are traded around or given as
gifts. Any stone that a man or woman con-
siders attractive is used for making into a
necklace or brooch. Most non-Craft students

which

seek only to learn enough to polish the stones
and to bore holes in them to put them on a
necklace. The Smithcraft sells or barters tools
for ladies to makejewelry, and sells some set-
tings ready-made for the insertion of gems.
M ost stones come from the Minecraft, either
in trade or as gifts.

Jewelry crafting employs shells, bone,
and pretty bits of wood as well as cut and
polished stones to make scrimshaw, pins,
brooches, necklaces, and rings.

There are distinct regional tastes in Per-
nesejewelry. Pern has much the same range
of precious and semiprecious stones as does
Earth: the full range of colors of garnet and
sapphire; tourmalines; agates of every kind
including lace agate and moonstone; the full
range of quartz crystals; and all the corun-
dums, including beryl. Some untapped dia-
mond pipes still exist in the Southern Hold in
the Ninth Pass.

Far from being stagnant, the Minecraft
seeks to expand its skills and to discover more
of the Ancient knowledge that has been lost
over thousands of Turns. Its many Halls
Pernwide work to improve techniques and
safety procedures in bringing out the ore
efficiently.
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GREENFIELDS HOLD:
On an aquafied,
medium blue Bends

This huge farmcrafthold lies across the estu-
ary on the same latitude as Nabol. Green-
fields is a major grain producer and exporter.
Its cliffhold caverns house only three hun-
dred people, but many cotholds lie scattered

in the fertile countryside around it.

TELGARHOLD:

Per Pale,
bright red, white,
and medium blue

The Hold was named for Sallah Telgar, pilot

of Admiral Paul Benden's ship Yokohama,

who is believed to have suffered from the
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Telgar

Hold

treachery of Avril Bitra and her associates,
but historians from Bitra and Lemos bitterly
dispute that interpretation.

This is the largest Hold in present-day
Pern. The stone palisade in which it is situat-
ed looks like the prow of a ship, with one
great flat face turned west and the other east,
as is considered proper for a major hold. (All
holds are expected to have an eastern face, to
Thread.) the Great
the Hold commands a tremendous

watch out for From
Court,
vista of the valley to the south. A thousand
and the

Hold supports some fifteen thousand others

people live in the Hold complex,

in the immediate area.

Upon the gate are twin watchtowers
overlooking the ramp down to the road.
With all of the activities centered in Telgar, it
is not unreasonable for the Steward to want
to keep a close watch on the comings and
goings.

Telgar is another Hold upon which the
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architects were able to spend time. The corri-
dors in each of the seven levels (five of living
quarters,
kitchens, and one for the Drum Heights) are
fairly even, slagged smooth with the stone-
cutters. Each window is fitted with heavy
bronze shutters.

one for the Lower Caverns and

A wide main entrance leads into the
Great Hall. The hallway at the left rear of this
huge, high chamber leads to the refectory, in
which there are long rows of stone-topped
tables and wooden-topped benches.
storeroom just off the kitchen are even more
tables and benches with their metal trestles,
for use during the seasons of the year in
which Telgar's population swells. The Lord
Holder's chambers are directly above the
main entrance. They are most ornate, lined
with colorful tapestries and objets d'art from
every part of Pern. In Larad's study, there are
large maps of his Holdings on the wall, with
colored markers depicting where each type of
crop and beast is raised.

In a

Telgar is one of the wealthiest, if not the
wealthiest, of the major Holds. It houses the
prestigious Smithcraft; contrary to current
belief, the Craft and not the Hold was the rea-
son for settling this rich valley. The water-
driven wheels that spin in the swift current of
the Telgar River to the northeast of the Hold
have curiously shaped parts which are older
than anyone can remember. Other minor in-
dustrial Crafts have their home here as well.
Farriers and blacksmiths are sent here from
all over Pern to learn skills to take back home.
Telgar is famous for its etching and engrav-
ing, and its skill at producing all types of
printed fabric, silk screen, and batik. Until
recently, the Woodcraft was here, but it was
moved to Lemos, nearest the best supply of
wood, after the Mastersmith and the Lord
Holder of Lemos gave their approval.

The vast fields in Telgar produce most
of the grain consumed throughout the north.
And for those looking for a good pint, the
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best beer Pern

brewed from that very grain.

on comes from Telgar,
Much of a Hold's character comes from
its Lord Holder. Lord Larad is young but
considered to be strong, a fine organizer, and
an amiable man. His holders and stewards
value his simple approval more than copious
words of praise from any other man.
Telgar often has some rough weather
over the course of a Turn. The main Hold
tends to get snowed in during the cold sea-
son, so it must be self-sufficient. It needs to
care for more than its own permanent popu-
lation, since traders and their families com-
monly winter over in Telgar, where they are

welcomed by Larad, a willing host.

Trader:
On a white field,
a steel-gray Four-Spoke
Cartwhes

In the spring, the traders leave Telgar for
their annual circuit of the Northern Conti-
nent. Most follow the traditional road, trav-
eling west to Crom, Nabol, the High
Reaches, Tillek, down to Southern Boll, up
then to Fort Hold, where they
Ista. The traders debark

to Ruatha,
take ship for
Nerat, travel north and west to Greystones
and Valley Hold or Half Circle, and finally

in

converge in Benden Hold. As the weather
begins to turn cool, they follow the river road
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down into Keroon and Igen, and travel up the
Great Dunto River back to Telgar before the
weather traps them elsewhere.

Sea Traders begin their routes in Tillek
or Fort SeaHold and stop in at Ista, Big Bay,
Igen, Keroon, and Nerat. Telgar sends its
goods downriver to Big Bay by means of
shore luggers, heavy haulers something like
river barges; not very fast but very safe, the
shore luggers can carry a considerable
amount of goods.

As quarters are very cramped in the
winter, Larad needs to keep a close eye on
organization to prevent some of his tempo-
rary population from starting brawls out of
boredom. The best harpers are in his employ
to lead singing and provide entertainment.
Some of the most complicated dances arc de-
vised in Telgar over the long winter season.

Telgar sends out patrols in the winter to
make sure those living in small outlying
holds are all right. In the mild spring and
itinerant the

alarm back to Telgar if help is needed in a

summer, harpers can bring
small hold, but in winter the snow is usually
too deep for a single man to make the circuit
safely. The Telgar Weyrleader will lend a
support system of weyrlingsif heisinagood
mood, and normally provides rescueridersin

the case of an avalanche.

Besides the traders, Telgar also occa-
sionally hosts other wanderers, some who
pride themselves on their independence, and
others who are merely eccentric.

A very rare talent is known as a "nose,"
a person whose olfactory senseis so finely de-
veloped that he is able to determine the com-
ponents of an aromatic solution, or to
compile one. Such people are vital to the de-
sign and production of perfumes. A woman
named Mariko wanders between Telgar and
Ista throughout the Turn, gathering fragrant
She started out

herbs and mosses. in the

Winecraft, but found she was more interested
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in scents than tastes and retired to pursue her
own Craft.

She prefers to travel by herself, but late-
ly she has been shadowed by a companion, a
young woman who follows her, eager
learn Mariko's secrets. The old woman is too

to

crafty for her young companion and eludes
her when gathering certain ingredients for
her inimitable perfumes. Mariko is not sure
how she gets her results, and she is not ready
to tell anyone her methods yet.

MEASUREMENTS

fingertip—1/2 inch wide

hand—4 inches

hand-span—extended thumb to
little fingertip; 8-9 inches

man-height—varies; over 5 feet 2
inches, under 6 feet 2 inches

dragonlength—size of a green; 40
feet

weaver's-length—from nosetip to
extended arm fingertip; ap-
proximately 1 yard

Various crafts, such as the Smith-
craft, have their own special sets
of measurements. Fandarel has
evolved descriptions of the sizes of
microscopic objects seen through
his magnifying device. In Leather-
craft and Woodcraft, necessary
calibrations for the thickness of
hide or wood are established by
the use of metal calipers and rules
provided by the Smithcraft. In the
Weavercraft, cloth grades are es-
tablished by the Masterweaver
based on how many threads lie in
a square fingertip of cloth.
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Mariko blends the herbs into a base of
rendered fat or pure alcohol saved for her by
With
only a runnerbeast and a pack animal, she

friends who remained in the Winecraft.

travels far in the warm seasons, compiling
new perfumes and soothing herbals, which
she barters in the cold seasons for food, shel-
ter, and clothing.

Mariko is a throwback to the Japanese
racial type, with wide cheekbones, a delicate
nose and chin, and epicanthic folds. No one
knows exactly how old sheis. Sheis allowed
to stay in the Smithcraft any time she ap-
pears, because Fandarel likes her, under-
standing her single-minded devotion to her

Craft.

SMITHCRAFTHALL

Smith:
On a whitefield,
a bright red Anvil

Fandarel represents the Smithcraft as only a
man of his bulk and competence can. The
efficiency makes the
Smithcraft one of the most progressive of the

endless search for

crafts. Techniques are in constant flux with
new technology to create the best and the
fastest with the most sparing use of precious
raw materials. Neatness counts.

The Smithcraft and the Minecraft work
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closely together. One supplies raw materials
while the other supplies the tools with which
the first can do itsjob.

The Crafthall was set up here, north of
what came to be Telgar Hold, because of its
proximity to the necessary ore and raw mate-
rials and to the Telgar River, which flows
swiftly and deep down from the Northern
Barrier Range all the way to theBig Bay. The
earliest smiths set water-driven wheels in the
run their machinery. The great
riverbank

Telgar to
wheeled barges follow Telgar's
from the iron mines north of the Hold and
continue their runs taking refined materials
and finished goods down to the Sea Hold.

Processes that were lost to the colonists
over the Turns are tackled with enthusiasm
by journeymen and masters of this craft. The
smith's motto is "Ifit has been done, it can be
done again." As equipment that the colonists
brought with them wore out, facile minds in
the Smithcraft had to find other ways of do-
ing the same things.

Under Fandarel's direction, the Smith-
craft has re-created distance viewers, invent-
ed the distance writer by combining litmus
paper oscillographs with telegraphy, copied
the Oldtimers' flamethrowers, and done
chemical research that resulted in the use of
agenothree (HNO?®, nitric acid) as a combi-
nation Threadbane and airborne fertilizer.
The smith's more ordinary occupations in-
clude overseeing his many Craftmasters,
who are engaged in a variety of specialties.

The Smithcraft embraces a number of
occupations. The masons who construct a
building may come from the Minecraft, but
the stress analyses of the stone and founda-
tion are done by the Smithcraft. Some Mas-
ters concentrate on making tools and doing
practical metalwork. The Craft makes cook-
ing vessels of all sizes, some with a nonstick
coating Other Master
metalsmiths do fancy metal crafting, such as

to ease cleanup.

casting jewelry.
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Journeymen work up to mastery in their
choice of specialties, doing the uncomplicat-
ed and heavy work so the various masters are
free to practice their skills. Apprentices may
begin by sorting ore and working the bellows
for metalsmiths, or extruding wire through
wire plates for Master Fandarel's distance-
writer project.

Among the newest projects on which
Fandarel is setting loose his brainstormers arc
some of the artifacts coming out of the caves
around the Ancient Timers' Plateau. Disas-
sembled machinery of all kinds has been
found coated in grease or transparent hidelike
material. Some of the machines use magnet-
ics, which the Smithcraft understands. Some
use nickel oxide batteries, which are similar
in function if not appearance to the acid bat-
teries and Leyden jars which the Smithcraft is
currently using for metal plating and running
the distance writer.

The Glasscraft and the Woodcraft arc
offshoots of the Smithcrafthall,
own building in the complex. Journeyman

each in its
smiths interested in the Glasscraft will be im-
mersed in work in everything from ceramics
to lead crystal to porcelain. This branch prac-
tices glassblowing that ranges in complexity
from flasks to bottles to windowpanes to
lenses for the distance viewer and micro-
scope. Wansor, the starsmith, came from this
discipline, where he specialized in optics.

Woodcrafters begin with whittling and
go on to working with chisel and saw, creat-
ing furniture, toys, jewelry, and a new inven-
tion, paper, increasing
supply of that precious commodity of wood.

from the slowly
Smiths who have a knack for chemistry for-
mulate stains, dyes, varnishes, and cleaning
compounds in their own building, whichis at
far remove from the others. (Among the oth-
er compounds they create are explosives.) In
these disciplines,
great deal of their time washing pots and re-
torts, sifting sand, and sweeping.

the apprentices spend a
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A Smithcraft apprenticeship is one of
the longest, but at its end the graduatejour-
neyman is a practicing member of one of the
most respected Crafts on Pern.

STARCRAFT

Starsmith:
On a whitefield,
a bright red
Eight-Pointed  Star

Thisis an offshoot of the Smithcraft, personi-
fied by Wansor. Wansor was a glass-smith
who was assignhed to study the new distance-
viewer and small-seer that were brought
back from Benden Weyr by Fandarel. He dis-
covered the practical applications of the dis-
tance-viewer and began the important work
of charting the skies around Pern. With his
aid, LordJaxom and the Benden Weyrleaders
were able to understand the maps found in
the shuttle buried in the Ship Meadow. Wan-
sor also trained the viewer on the Red Star.
Studies of that wandering world are still on-
going, and little of use is yet known to drag-
onriders, who would like to put an end to the
menace of Thread at what they believe to be
its source.
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Distance Viewer

TELGAR WEYR

Telgar Weyr:
On a whitefield,
a Field of Grain

in  black

Telgarwasoneoftheearliest Weyrsiteschosen, butitwasthelast of theAl

Tremendous ore deposits of iron, cop-
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per, lead, zinc, vanadium, and coal were
found above the place where the Hold was
founded. Rock oil was discovered, too, but
its applications were limited to industrial use.
Also noticed was the broad crater, not unlike
the one near the eastern shore of the Northern
Continent and the one to the southwest near
the great Fort cavern.

Because Telgar was a mininghold first,
there was little need to protect the vegetation.
What protection was needed was flown by
the riders from Igen Weyr. It was easier for
the miners and smiths if the bare rock was
exposed. The men in the mines had little to
fear from a threat that could not eat stone,
metal, or water. Gradually, as the demand in-
creased to expand farms to include the fertile
fields below the Hold, the Weyr was estab-
lished. Telgar quickly grew in prominence as
a Hold rich in natural resources and good

grain.

Telgar's Weyr Bowl liesin ahuge volca-
no at the top of the Central Mountain Range
just south of itsjunction with the Northern
Barrier. It protects the woodlands of Lemos
to its cast and the grainlands to the west.

the
refusing to lend dragon-

This Weyr shamed
Great Plague by

riders to aid Moreta and the others who vol-

itself during

unteered to carry serum to the runnerbeast
Holds, which needed it to prevent a second
outbreak. Because of their insult to the Weyr-
woman, she vowed to ignore them in their
need and brought the serum herself to the
parts of Keroon they would have covered,
exhausting the elderly queendragon carrying
her and sending her between forever.

The current Weyrleader enjoys a mutual
respect with the Benden Weyrleaders. The
show of unity at Lord Asgenar's wedding in
Telgar Hold cemented the relationship be-
the the
dragonweyr.

tween Oldtimers and modern
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SOUTH TELGAR HOLD

South Telgar Hold:
Per Pale, bright red
and medium bine

South Telgar lies at the same latitude as Igen
Weyr.
river flowing west across the Telgar plain.
The Hold was constructed especially for the
denizens of Telgar who could not tolerate the
hard winter weather in the main Hold. Many
of the older folk come here when they retire
from their duties in Telgar. The site was cho-
sen for the Hold because a mineral spring
bubbles to the surface not far from the bank

It is situated on the south bank of the

of the river. The high limestone content
makes the spring water spas naturally
effervescent.

The daring soul who founded South
Telgar broke with many Traditions (and
common sense, some say) by constructing a
stone complex in the shelter of the cliffs—not
inside the cliff itself, which faces west. The

main Hold faces east.

South Telgar has a Healer Hall almost as
big as the main Hall in Fort Hold. It isin a
separate building near the Hold. The Master-
healer oversees a broad training program in
pediatrics and geriatrics. Apprentice healers
and nurses can begin their instruction here
before taking their journeymen's examina-
tionsin Fort. The climate is warm enough to
make use of the mineral springs all year
round, for the relief of joint ailments suffered
by many of the Hall's elderly patients.
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ISTA HOLD

Ista Hold: Per Pale,
bright orange
and white

N

The name "Ista" is an acronym for the four
families of colonists who settled the Big Is-
land. The island seemed to be unlucky for
those who claimed it as their stakehold: first
Avril Bitra, then Nabhi Nabol, both of
whom died before the Second Crossing.
Those who came to stay on the island after-
ward kept its reputation in mind, but if Ista
had once had any malice toward the settlers,
it appeared to have been spent.

Joel Lilienkamp spent his last years here
after the last of the mechanized transports
wore out. One of his children helped estab-
lish Ista Weyr in the forty-second year of the
colony.

Ista is well into the tropical zone. Its
temperature throughout a Turn never goes
below 55 degrees during the day, and is often
very hot indeed. Like the people of Southern
Boll, Istans sleep on hammocks instead of
rope beds, and wear either many layers of
thin fabric or very little at all, depending on
how each person chooses to deal with the
heat.

All the seagoing traders stop at Ista
coming and going along their routes. Ista ex-
ports native fish and spider claws, fine handi-
work, gems, and herbs. Fiber plants of all
kinds grow huge here. Ista occasionally sup-

plies Southern Boll with sisal. Healers come
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from the Healer Hall in Fort Hold to gather
needlethorn. Mariko, the wandering "nose,"
spends a few months every Turn here, pur-
chasing essences from certain Ancient suppli-
ers who claim they are even older than she—
but they decline to say how old that is.

A past Lord Holder with a green thumb
managed to propagate citrus treesin Ista. The
fruit is popular, especially
Holds, where thejuice is used to help stave
off colds. The groves of orange, yellow, and
green fruit with mottled rinds are a particular
treasure of the Istan Lord Holders.
cane, the source of sweetening in the South as
sweet-roots are in the north, is grown in Ista
and Nerat. For those who like spicy dishes,
the farmcrafters also raise endless varieties of
peppers, ranging from very mild to dragon-

in the coldest

Sweet-

fire.

Shell jewelry is popular here. Mother-
of-pearl, scrimshaw, and cameos,
mention strung lengths of tiny, pretty shells,
arc common adornments for both men and

not to

women. lIstais also known for the emeralds
of a clear, deep blue-green that are still found
occasionally in its mines. The official badge
of a Lord Holder requires one of these mar-
velous emeralds, as a Craftmaster's makes
use of a sapphire, which also can be found in

| sta.

An intermittent crater peak that surfaces
occasionally offthe southwest coast of the is-
land is believed to be the source of the black
stone beach, which the
from Ista's Minecrafthold say is made up of
granulated black diamonds. The Smith-
crafthall in Telgar appreciates an occasional
sack of the dust, which has numerous appli-
cations in toolmaking.

local stonecutters

Ista is very well populated, though its
people are spread out over a wide area. Ista
island is very large. In every cove where there
is access to the sea, afew hundred peoplelive
by taking what they need off the land, and by
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HARPER HALL
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fishing. As al along Nerat and Southern
Boll, the Istan coastline is dense with human-
ity. It is possible, in fact comfortable, to live
in a thatched cottage during an
Holds in the tropics have more access to fruit,
which they barter to other Holds for goods

interval.

they need, especially in seasons when the har-
vests were bad elsewhere.

The Island is the site of the great harpers'
One of the Lord
Holders had a huge Harper Hall built in Ista

enclave at Turnover Gather.

for the sake of his Lady wife, a journeywom-
an harper with whom he fell in love. For her
sake, he determined to make their Hall "the
next center of the Harpercraft," a rival center
for music. lIsta only has two or three harpers
at a time, who rattle around like beans in the
big, echoing, empty Hall. There is rarely
need for more than a voice Master, an instru-
ment Master, and their apprentices. In all its
history, it was never packed to the brim until
the idea was proposed to hold Turnover
Gather in it.

For those from the temperate climate,
Be-

cause there is no need to sleep under a roof

celebrating Turnover in Ista is a treat.
when Thread is not falling, Ista can host
many more harpers and guests than almost
any other Hold. The Gather has grown in size
since its inception and is now a major event in
the Northern Continent.
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ISTA WEYR

Ista Weyr:
orange field,
Mountain

On a bright
a Smoking
in  black

Ista, the fifth Weyr, is one of the most cur-
iously constructed. Situated on the bay at the
southwest corner of the Big Island, the black
halfvolcano thrusts four fingers and a thumb
into the tropical sky. The mountain must
have been formed by an eruption that
knocked the bay half of its caldera into the
sea, letting lava flow in a gradual drop-off,
which the pounding of the current has worn
away into a plateau. For all its tiny size, Ista
has a mind-boggling,
narrow tunnels that double back and run into

mazelike warren of

one another.

Just offshore, a small mountain surfaces
once in a while when there are earthshakes or
upheaveals. The beach under Ista Weyr is
sand that, when inspected, proves to be black
diamond dust.

Ista supplements the lack of dragonrider
weyrs with "forest weyrs," cliffside dwell-
ings on the outer face of the Bowl. It attained
its full population shortly before the Second
Pass in the year 258. Fresh water flows into
the caverns from the northeast through un-
derground streams. The corral where the
herdbeasts graze has an artificial pool filled

from pipes coming through the Weyr. With
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the sea so near at hand, there is no need for a
bathing pool for dragons, though the drag-
onets who have not yet learned to fly like to
bathe under the cataract of the artificial wa-
terfall created by Ista Weyr's architects in the
north wall of the Bowl.

The Old Time Weyrleader
D'ram, declared the mating flight of hisju-

of Ista,
nior queen Caylith open after the death of his
Weyrwoman. The current Ista Weyrleader,
G'dened, is a son of D'ram.

D'ram removed to Southern, where he
drew attention to the handsome bay in which
Cove Hold was later constructed. In time, he
assumed the Weyrleadership at Southern,
holding his own with Lord Toric. D'ram has
shown interest in the archaeological excava-
tions in the Landing plateau and elsewhere,
lending the aid of his younger riders and
dragons to dig and sort artifacts.

I sta Weyr
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|GEN HOLD

lgen Hold: Per Pale,
bright red and
golden yellow

Igen Hold lies above the marshy flats on the
eastern edge of the great desert that stretches
all the way southwest to Keroon Bay. Igen-
ites are hardy folk. Their chiefitems of trade
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arc river grains (rice), ovines, runnerbeasts,
and the opals and turquoises that the local
Minecrafthall digs out of caves and gorges
that were once seabed. Though they cannot
compete with Lemos for the lushness of Lord
Holder Asgenar's hardwood and fruitwood
forests, Lord Laudey has taken advantage of
the Weyrs' new attitude on wood and is al-
lowing Igen's forests to burgeon.

Igen lies south of the imaginary line of
demarcation between the temperate and
tropical climate belts.

There are few holders in the bleak ex-
panse of the desert, so most ofthe population
is to be found along the coastlines. Those
who have vast herds live with them to the
northwest of the Hold in the grassy plains
east of Igen Weyr, and the Hold's farmlands
lie to the South along the river. The Hold it-
self overlooks a shelf of rock high above the
lgen River, a broad, shallow, muddy stream
that flows south dividing Igen from Keroon.

lgen Garb
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Family holds are chiseled and chipped into
the windswept cliff faces south of the Hold
entrance. There are no cotholds at the foot of
the Hold because the river tends to flood fre-
quently, submerging the sandy, clay-based
banks, and also because the natural caverns
are large and plentiful. Igen has no fire-
heights, but there is no green within dragon-
lengths of the Hold or family dwellings.
During the dry season, the thick red mud of
theriver is revealed, driving what is left of the
shallow, fast-running stream
channels.

into braided

Because of the hot, dry climate, the
holders adopt styles of dress unique to Igen.
Burnoose robes are common, as are broad-
brimmed hats, high-crowned to provide
plenty of room to cool the scalp underneath
during the long days.
protecting their faces from the sun, Igen
women wear veils and snoods over their hair

Under the wide hats

to keep out the dust. They favor bright colors
and resemble fantastic insects in the shim-
mering landscape of the desert.

Other concessions to comfort include
the use of the hammock. Rush bags and furs
are too warm in any season, and are reserved
for the sick—and for those from Holds hotter
than Igen. Deep sandstone caverns under the
Hold are filled with ice and snow brought in
at night by dragons and stored in straw to
keep food from spoiling. Food that will not
keep any other way is dried and later recon-
stituted. Sorbets, ices, fools, and ice creams
are special treats, and workers keep pitchers
of cold drinks handy inside straw-padded
boxes to prevent heat exhaustion.

lgenis a big trade center. Traders whose
warehouses arc in Big Bay, and the runner-
beast breeders of Katz Field, find Igen a con-
venient jumping-off point sending
shipments on to Keroon, Nerat, Benden, and
the rest of eastern Pern.

for

Gathers at Igen Hold would appear to be
sleepy and dull during the day. Everyone
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moves slowly in the heat, and the dances are
slow and graceful. At night, Igen awakens as
the air begins to cool. The Gather square is
open to the sky only in the dancing square.
The rest ofit is covered with sheltering cloth
or hide canopies with tentlike sides that di-
vide walkway from Gather stalls, and the
stalls from each other. Folk take naps in the
hottest part of the day, preparing for the live-
ly evening. At dusk, the dances speed up, and
conversation becomes lively.

Drinks are served in long tubes that
"sweat," keeping the liquid inside them cool
the way that botas do. lgen raises plenty of
melons, berries, rind-fruit,
and genetically altered descendants

tropical fruit:
redfruit,
of pineapple and kiwi berries, two veryjuicy

fruits popular with the holders.

Lord Laudey oflgen allows the Holdless
folk to shelter without charge in the great
cavern complexes near the Igen River, pro-
bother any
the greatest

viding they break no laws or
holder. The wanderers suffer
hardship during Threadfall. Those who were
not rendered Holdless as a matter ofjustice
for wrongdoing, but simply prefer the road
under their feet to a roof over their heads, are
not welcome in Holds already crowded by
those who have a right to be there. In many
places, for the privilege of safety during a
Fall, the Holdless may be cheated of their
marks of forced to work many hours for

mere shelter.

TheHoldless are not necessarily a crimi-
nal element. Among the complement of pas-
sengers aboard the three colony ships were
nearly a thousand men, women, and children
from several tribes of Gypsies and other wan-
derers who once lived in many nations on
Earth. The brands of thief and vandal were
not applied to them when they awoke on
Pern. Instead, it was the wanderers who were
disconcerted. They were used to doing odd
jobs and stealing to make their way, but on
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Pern, they found that they could ask for what
they wanted; what the colony had was free to
all. In present-day Pern, the difficulty most
Pernese have with the wanderers has less to
do with the old Gypsy reputation than with
their acute discomfort that anyone would be
willing to live without the security of a stone
roof against the menace from the sky.

Most Holdless, however, are not com-
fortable without access to shelter. Thus many
flock to Igen, particularly when Threadfall is
imminent. The vast system of caves echo
with whispers from all over Pern. Informa-
tion of every kind finds its way eventually to
the ears of the Holdless of Igen. It is available
to any comer—for a price, which is more

likely to be a favor than a mark.

TANNERCRAFTHALL

Tanner: On a whitefied,
an outstretched Hide in
sienna-brown

Handy to the central trade routes, the main
Tannercrafthall in Igen is able to stay on top
of fashions and trends in boots and other
leatherwear.

The main Hall teaches the basics of tan-
nery to any interested student; in fact, the
Tannercraft has one of the most active Craft
schools for nonapprentices, since the needs
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and applications for cured hides are many.
M ost people have some knowledge of the ba-
sics, whether they learn them here or from
the tanners back in their home Holds.

Apprentices cure all the hides they can in
their own holds. Salt is used for curing when
it is available. Curing done with creatures'
brains produce glove-soft leather that is
much prized for garments. The Crafthall is
well downwind of the Hold, protecting the
population from the natural effluence of
smells that accompany the preservation of
hides. Hanging from the rafters and beams
are sheaves of drying thongs, and stretching
racks hang or are propped against any unoc-
cupied surface. Because of the noxious air,
the bronze shutters of the many windows are
flung wide most of the time. The stone floors
arc swept and scrubbed regularly, but scraps
of leather and scattered drops of cure or dye
are constantly underfoot.

The more sure-handed apprentices are
expected to regrind knives and tools to the
customary razor-edged sharpness as part of
their duties. Every tanner's hands are covered
with cuts and blots—the marks of his profes-
sion. The Mastertanner's own hands are a
rainbow of dyes.

Every major Hold has a tanner-trained
cobbler working full-time. He keeps lasts of
everyone important to make shoes or boots
intheir size. Each Weyr has at least one tanner
or hide specialist whosejob it is to produce
the leathers needed for riding gear.

The Tannercraftmaster is really not as
important as many ofthe other Craftmasters.
Like cooking, Winecraft, and masonry, tan-
nery is considered a hold craft. The rougher
work, such as the fashioning of harness, rid-
ing garments, and furniture covering, is easi-
ly learned and passed on. To maintain
crafthold prestige, Mastertanner Belesdan
has reserved as craft secrets some special pro-
cesses and chemicals, techniques, and com-
pounds to make finer leathers, such as glove
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and boot leather. He personally oversees the
continuation of some Ancient techniques,
which he keeps very secret. He considers it
good business to have as barterable goods or
services for trade some things that only the
Tannercraft can provide.

Belesdan will often send specialists to
various Holds known for their herdbeasts, to
go through the hides that have accumulated
over the winter. He provides certification of
quality of hides for traders who will be carry-
ing them to Gathersin Holds all over Pernin
the course of a Turn. Buyers know that if a
hide bears the stamp of the Tannerhall, it has
been prepared properly and will not rot.

Since Pernese floors are all stone or
earthen, the people need heavy shoes or boots
to protect their feet from the cold, and they
tend to be very gaudy in their footwear.
Some of Master Belesdan's special dyes are
intended solely for boot leather. He dabbles
in color and experiments with new designs
for his eager customers. Sinceleather is easily
obtainable—almost more easily than cloth—
fashion-minded folk will have many pairs of
shoes. Leather gloves and caps also make
fashion statements.

Thereis an ongoing rivalry between the
Tannercraftmaster and Masterweaver Zurg
in the Weavercrafthall in Southern Boll. Each
is always trying to outdo the other in outra-
geousness and popularity.
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IGEN WEYR

lgen Weyr:
On a golden yelow field,
black Sand Dunes

Igen is one of the smaller Weyrs, but at one
time it had one of the largest territories to pa-
trol. Founded after High Reaches Weyr in the
First Interval, Igen Weyr protected the Ker—
oon and Igen River Holds on the braided
streams of the river and the inhabited lands
around Telgar. Most of what lay between
was desert or mountain. A small force could
pursue Thread into those regions where it
could do no more harm. As the population
expanded eastward from Fort and westward
from Benden, more protection was seen to be

needed for the Second Pass.

The rim of the extinct volcano that
houses Igen Weyr has been eroded into sharp
and interesting patterns by the constant wind
across the desert. As at the Hold, most of the
activity takes place in the cool evening. Dur-
ing the day, even the lake acts like a mirror to
reflect the merciless sun back in the eyes of
bathers.

The Oldtimer who leads Igen is G'nar-
ish, a relatively young man. His support of
Benden during the incident in which Wing-
leader F'nor was nearly killed over a belt

the dissident
to

knife, and afterward, when
Oldtimers were
showed he was willing to change as Pern had

changed over the four hundred Turns since

banished Southern,
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his day. He was surprised but happy to be
able to call on other Weyrs freely for assis-
tance. His young energy is a good foil to the
elderly Lord Holder Laudey.

Bl GBAY
(IGEN SEA HOLD)

Big Bay Hold:
Paly, beet-red
on golden yellow

Big Bay Hold is a chief trading center for
beasts and good of all kinds. It is a small sea
hold that grew out of a cluster of storehouses
built by traders in this sheltered cover in the
curve of Igen's Claw. The dry air serves to
keep goods from spoiling or mildewing.
Every trader has his own warehouse or
beastfold, depending on the nature of his
goods. Holder Jivan is an utterly fair man
who keeps track of the comings and goings of
beasts and goods on lengths of hide in his
own shorthand, which no one else can read.
He has copies of all the brands and hallmarks
that the holders and crafters use, and adjudi-
cates all disputes between traders in the calm
voice that no one has ever heard him raise.
Adjuncts from every crafthall livein Big
Bay. Theirjob is quality control, to see that
those products which are represented as be-
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ing of a certain value and skill level are of that
quality. The Beastcrafthall is the second larg-
est on Pern, and several animal healers are in
Jivan's employ.

Some disputes solve themselves when
all the facts arc brought out. If, for example, a
trader claims that a herd of white-faced black
bovines is his, but that it was moved in the
night to another trader's fold, it is easy to
check the manifests to discover the stops
along both traders' routes to see which one of
them was latest in northern Telgar, where
that type of beast is raised. Dishonest traders
get the word that they and their goods are no
longer welcome to use the facilities of Big

Bay Hold.

KATZ FIELD HOLD

Katz Field Hold:
Palet, beet-red
on tight green

AN

Katz Field is located in the tropical peninsula
south of Igen. Its flat downs and fine grasses
are perfect for racing, and this is the southern
With
Keroon so close by across the bay, and the

meeting place for runnerbeast races.

Telgar plain only two or three days easy ride
to the north, Katz Field is lively during most
seasons ofthe Turn. Racers arc shipped from
Fort and Ruatha to Big Bay Hold, which is
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only half a day's ride to the west of Katz
Field, so all of western Pern can participate in
the heats.

Katz Field is the chief testing point for
distance runners. Its central location makes it
a good place to hold prize fairs for farm-
crafters during Intervals. They always hold
hauling matches, plowing competitions, and
tests to see which runnerbeasts can break and
pull so much weight. Betting is rife during
the long racing season, with always a prom-
ise for turnovers at the next meet. A man
who wishes to lay a wager will either find his
own action or look up the bet makers, distin-
guished only by their badges, which depict a
crested blue avian. The badgeis a rueful joke
the bet makers crack on themselves. That
avian, a native bird like the wherry,
reputation for being a skillful thief.

has a

KEROON HOLD

Keroon Hold: Per Fess,
golden yellow, white,
and peridot-green

A

U

Named for Captain Ezra Keroon, master of
the colony ship Buenos Aires, this is also the
home Hold of Moreta, heroine of The Ballad
of Moreta's Ride, a saga taught to all children
as a part of their Traditional education. The
miners uncovered quantities ofiron, vanadi-
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um, copper, tin, and lead here—plenty for
their colony's needs but not enough to have
made the planet viable as a mining venture.

Most of the Hold is plains lands, and
enormous herds of runnerbeasts and herd-
graze on the
grassoids. This is a major marketing center
for all ofthe breeds of herdbeast. Traders and
breeders can take their purchases home on
big, flat shore-huggers from the Sea Hold.
Runners have been adapted to the long, slop-

beasts triangular-stemmed

ing plains, and riders keep the numbers of lit-
tle holds in Keroon in close touch. The Lord
Holder, at present Corman, is the central au-
thority in what is one of the five largest Holds
in the North and one of the three most
productive.

The land is grassy and nearly treeless,
descending from hills to the warm, sandy
beaches of Keroon Bay to the southwest and
Nerat Bay to the southeast.

Keroon Hold itself liesin a mountainous
outcropping just northeast of the tip of land
that points south toward lgen's Toe. Moreta
came from a small runnerbeast hold halfway
down the river that flows into the Igen River
from the Keroon Heights. In her day the
Hold was more populous than it is now, and
some of the cotholds have disappeared. The
plague all but destroyed the economy of Ker-

oon, as it did that of Ruatha.

The chief geographic feature of interest
in this Hold is the Red Butte, an igneous,
ridged lacolithic dome a hundred dragon-
lengths (seventy-five-hundred feet) across at
its widest point. This distinctive granite
mound is an important landmark in Pernese
history. It was the site of the historic meeting
of the six Weyrleaders to decide how to com-
bat the plague described in The Ballad of Mor-
eta's Ride.

The Red Butte does serve a purpose,
which is possibly why it was used as a meet-
ing place by the Weyrs. It has been a flight-

training point for weyrlings throughout the
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ages. One of the very first visualization
points a young rider and dragon learn is the
Red Butte. Once the pair can get here from
between, they can get almost anywhere else. It
is a matter for celebration to know that a
young dragonrider has reached and returned

safely from the Red Butte in Keroon.

Even the smaller holds in Keroon have
enough livestock herds to be considered
medium-sized beastholds.

izes in bovines and porcines, important trade

Keroon special-

commodities. The terrain is excellent for bo-
vines and the bigger grazers, as well as for the
The
ovines are found

runnerbeasts. compact,
right up
ranges of the mountains that resemble those
in Switzerland on Earth. Most

Holds raise ovines for their all-around utility.

long-haired

into the lower

northern

BEASTCRAFTHALL

Herder: On a white field,
ayelow Bull's Head

The Masterherder, who is usually a skilled
veterinarian, breed propagation.
His craft is in charge of the care of stud beasts
and breeding dams, and keeping track of the
best bloodlines. His goal is to breed stronger

covers all

animals suitable to their uses and locations.
Mountain ovines and bovines are different
from the types best off in fields and plains. He
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and his crafters keep stud beasts of each vari-
ety to breed stronger crosses in Holds that
find their breeds are weakening.

Artificial insemination has survived as a
skill from the earliest days of beastcrafting.
The present-day Craftmasters do not know
the source of their knowledge, but the pro-
cess works and continues to work, so they
continue to employ it. During the First and
Second Passes, the veterinarians used em-
bryo transplant as well, but those techniques
are long lost.

Part of the Masterherder'sjob is to keep
holders from producing monstrosities. The
Beastcraft steps in to prevent runners from
being overbred for size or strength, and in-
stead encourages the cultivation of appropri-
ate breeds. A female racing runnerbeast will
not easily produce a plow animal, as Lord
Alessan of Ruatha discovered when he tried
to breed hardy animals for carting that could
get along on little fodder. Heavy draft ani-

mals exist already for those jobs, and the

Herder  with Runnerbeast
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Beastcraft would rather have encouraged
trade than taxing the strain of one line to
produce traits already present in another.
To Alessan's good fortune as a racing enthu-
siast, his combination did produce fleet sprint
runners, as well as massive draft beasts. Un-
fortunately the plague caused many good
as knowledge and

bloodlines, as well

technique, to be lost forever.

The Beastcrafthall
with dragons, fire lizards, or watch-whers.

has nothing to do

Generally, a dragon healer from one of the
Weyrs, such as Moreta, cares for one of these
when need arises.

The beastcrafters are involved mainly
with the study of the animals that once came
from Earth: runnerbeasts, bovines, |lamas,
porcines, caprines, ovines, and canines. They
also look after avians, domestic wherries, and
the rare chickens and geese, improving egg
yield and size of roasting fowl. Somejour-
neymen make a particular study of tunnel
snakes, not as they do of breeding stock, but
more as an investigation of their habits so that
holders may more easily rid themselves of

these destructive and dangerous pests.

The Plague

Seamen from the ship Windtoss out of Igen
Sea Hold brought a curious beast they had
discovered to the Beastcrafthall at Keroon
for identification. The disease that the large
spotted feline was carrying spread quickly
through the beasthold, infecting runners that
were later shipped to Southern Boll, Telgar,
and the Gather at Ruatha. Four days later, the
seamen brought the beast to the Gather at
Ista, where it was destroyed. From those
Holds the plague spread, unidentified and
it decimated the Northern

unchecked, until

Continent.
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Without any clues on how to treat the

disease, healers were instructed instead to
proceed empirically, treating the symptoms
as they appeared: headache, fever, chills, a
dry cough, and heart palpitations. Quaran-
tine was declared, and an effort was made to
trace the exposed beasts that had been
shipped from Keroon.

The trick to surviving the plague was to
avoid secondary infection, and the cure was
it.
people were immunized with a vaccine made

within those who survived Uninfected
from the blood serum of those who had had
the plague and recovered.

But the solution was only temporary.
The plague mutated and would have recurred
if every human and beast who had been ex-
posed was not inoculated a second time after
the first dose of serum wore off. Many were
near death from dehydration and starvation
because they were too weak to care for them-
selves, even though they had lived through
the first attack. Those people were the most
likely to die of a second outbreak.

The Weyrs, led by Moreta, Weyrwom-
an at Fort Weyr, took it upon themselves to
deliver the serum. Moreta's heroic efforts
saved the lives of countless holders and run-
nerbeasts at the cost of her own. Through
The Ballad of Moreta's Ride, her story has lived
on down the generations.
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LEMOS HOLD

Lemos Hold: On a medium
blue field, four white
Eight-Pointed Stars

&
o

When the population of the Northern Conti-
nent grew outward from the two original
Holds after the Second Crossing, Fort spread
east and Benden spread west, Lemos was
formed as an offshoot of Benden Hold.
Stakeholders from the Southern Continent
sailed north to Nerat from Seminole Hold
and traveled on to Benden. Those who lived
on lerne Island held out the longest in South-
ern, but at last they, too, had to admit that
they were not safe from the combined threats
of Thread and earthquakes. Even the tinkers
and the Romanies came north with the last of
the stakeholders because they realized they
could not survive if they stayed in the South.
Some of the stakeholders went on to Tillek
for the privacy of its remote peninsula, and
still others founded Lemos. The wanderers,
now called the Holdless, stayed for a whilein
Benden, then moved on to the new Hold and
vanished into the landscape.

The Hold was named for Bart Lemos, a
miner who staked out the Yukon territory.
Like Avril Bitraand Nabhi Nabol, hewas be-
lieved by some to be an unsung hero. His
children were instrumental in founding the
Hold and insisted on naming it for him.



Holds,

Crafthalls,

Lord

Asgenar

During the Intervals, the Lord Holders
of Lemos experimented in forestry, knowing
that once Thread fell again, the expanses of
woodland would probably be sacrificed. To
Lord Asgenar's delight, Weyrleader F'lar be-
lieved that wood could be an asset rather than
and helped the Lord Holder to
preserve his precious hardwood stands. F'lar

otherwise,

also played a strong role in persuading the
Oldtimer Weyrleaders to appreciate trees for
their
nuisances.

commercial value rather than as

Once the forests were considered safe,
the Smithcraft approved Craftmaster Ben-
darek's move to Lemos to establish the
Woodcrafthall. Those Lord Holders who had
no major Crafthalls in their Holds tried to
block the move, partly out ofjealousy and
partly to keep Lemos from gaining a trading
advantage, but as the crafts are autonomous
from the Lord Holders, the Hall eventually
came into being. Asgenar is deservedly
proud of the honor of hosting the new Craft.
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Lemos is one of the few places on Pern
where one can learn how to make and use the
longbow, a woodsman's weapon. It is used
primarily for hunting wild wherries and oth-
er avians among the trees, where there is not
enough room to use sling or bolo, two more
favored weapons. On occasion, bows have
been used for pursuing dangerous fugitives

through the forests.

"Hard wood and hard stone, a way by
It makes the Hold
sound inhospitable, but it is in fact a friendly,

which Lemos is known."

well-aspected place. The expression refersin-
stead to Lemos's most profitable exports. Le-
mos ships not only logs and boards to other
Holds, but finished
wooden goods, which arc shipped to Igen
Their
chief trading goods are fleeces and
ovines from the upper Hold meadows, and

furniture and other

Sea Hold or Keroon for distribution.
other

jade. Lemos also has a small Winecrafthall,
which make a decent table wine from its own
grapes.

The Minecrafthall
jade of all colors. The difficulty the wood-

here has unearthed

smiths have with working the mighty hard-
woods looks like rush weaving next to the
skill needed to carvejade. It is used for many
purposes besides that of ornamentation. The
translucent jade makes handsome jewelry,
but the less attractive opaque jade serves
when a smooth, very hard surface is needed.
The Healcrcraft commissions mortars and
pestles and plates for measuring powders or
molding pills. Cooks who have a light hand
for pastry seek to buy rolling pins, bowls,
and boards made of jade, which can be chilled
to keep delicate dough cool. Skilled carvers
can even make belt buckles and
decanters.

liqueur

Jade is tough enough to take the place of
metal in some applications in this ore-poor
Hold. The stone is far harder than Lemos's

copper, and easier to work than its bauxite.
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WOODCRAFTHALL

Woodsmith:
On a whitefield,
a forest-green  Conifer

Wood has been in scant supply throughout
the history of Pern. The only hardwood was
brought by the original colonists; with
Threadfall

years out of two hundred and fifty, hard-

decimating the plant life fifty

wood trees did not evolve. Except for the

sky-broom, native Pernese trees are
softwoods. Sky-brooms are giants, standing
many dragonlengths high over the Lemosan
forest. The abnormally tall trunks terminate
in bushy crowns of tufted needles, much like
the growth on Earth cedars. The wood of the
sky-broom is dense and metal-hard, covered
with a rough mat-like material protection
from Threadfall. It is difficult to work,
though it is much prized in the Woodcraft.
Until the carefully fostered oak forests ma-
ture, sky-broom is the wood of choice for
supporting the roofs of freestanding
buildings.

Asgenar's father propagated the forests
in Lemos Hold in an effort to bring up the
supply of usable wood. He was fond of whit-
tling and wood carving and understood the
importance of the different types of trees,
knowledge that he shared with his son. He
and Asgenar permitted their holders to cut
wood free to heat their homes during the
long cold season. Pine, deal, and sponge-

wood grew quickly, increasing the availabil-
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ity over thelong Interval. Asgenar innovated
the hardwood and fruitwood stands while
still his father's heir, a little over five Turns
ago. Unfortunately, these trees take a long
time to mature, and he fears it will be many
Turns before his investment pays off.

Wooden furniture, a mark of wealth
elsewhere, is plentiful in Lemos. Popular
items are upholstered chairs and settees,
chairs made with wooden frameworks and
leather slings, canopy beds, and pigeonhole
desks. Styles vary widely, depending on the
imagination and skill of the woodworker.

Lemos and Bitra also ship wood to the
Harper Hall for instrument making, and to
the Smithcraft for use as tool handles where a
nonslip grip is required and hide will not
serve. As F'lar explained to Lord Asgenar,
wood is aflexible and important commodity,
and the Pernese are just relearning its uses.
The Crafthall also provides the wood blanks
for marks and formulates varnishes and oils
for the care of wood, as well as stains and
dyes for tinting it. The Woodcraft is young
and has a lot of potential into which it may
expand.

Cards for

Dragon  Poker

a L NSO

E
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BITRA HOLD

Bitra Hold: On a dusty red
field, four white Eight-
Pointed Stars

e

&

Bitra was named for Avril Bitra, an original
colonist and the group's only experienced
and qualified astrogator. She is believed to
have been heroically martyred for the sake of
the colonists of Pern when she single-hand-
edly piloted a small ship with faulty controls
head-on into the wandering planet, the colo-
nists' name for the Red Star.

The original founders of Bitra left Ben-
den Hold because of disagreements they had
over Bitra's role in the foundation of Pern.
Their view was that Admiral Benden and
Governor Boll stood by to let Pern fall to the
terrible menace while only Bitra and her col-
leagues tried to save it. Bitra was called the
champion of the lost cause, who was failed
not by her skills but by a sabotaged starship.
In the end, despite the opposition, the Hold
was named as a memorial to Avril Bitra.

Bitra was beholden to Benden Weyr and
is responsible for tithing a third of the Weyrs
support. During Intervals, most notably the
recent Long Interval of 450 Turns, Bitra and
Lemos Holds, urged by the powerful Lord
Holder of Benden Hold, remained loyal to
the Weyr. Situated as it is, nestled in its
mountain valley in the far northeast corner of
the Northern Continent, Bitra is the closest
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major Hold to the Weyr except for Benden
Hold itself, ensuring that it has a constant re-
minder of its debt to dragonkind.

Bitra has a reputation among those who
like to gamble for having the highest concen-
tration of card manipulators and sharpers of
Hold or Weyr on Pern. Ifanybody is looking
for a cutthroat game of dragon poker or poly-
dice, Bitrais the best place to look. With one
another, Bitrans play mah-jongg and other
games at which it is difficult or impossible to
cheat, but outsiders are fair game for all Bi-
tra's skills.

To be fair, they have also kept alive
many other games of skill and strategy
brought to Pern by the Ancient Timers, al-
though a stranger had better make sure he
knows all the rules before play begins.
Tarok, chess, pinochle, chase board games,
backgammon, go, and a hundred others arc
mentioned in the copious records kept by
generations of Bitran Lord Holders.

Dragon poker cards

There are three suits of seventeen cards, with
four face cards apiece: Aceto 13, FI, F2, F3,
F4. The ace of each suitisalargedragonin the
color appropriate to the suit. Weyr suit has
the gold queen onits ace, and its symbol is the
dragon. Hold suit has the bronze, and its
symbol is the sheaf. Craft suit has the brown,
and uses the hammer. The traditional deck
has a repeating pattern of intertwined blue
and green dragons on the backs of the cards.
The face cards of Sheaves are Lord Holder,
Lady Holder, Steward, and holder. The face
cards of Dragons are Weyrwoman, Weyr-
leader, Wingsecond, weyrling. And the face
cards of Hammers are Craftmaster, journey-
man, apprentice, student. There are three
Harper cards, of which none, one, two, or all
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three may be included in the game and act as
wild cards or picture blanks as needed.
Certain cards have their own meanings.
A hand containing all three elevens is bad
luck. Legend says a man died suddenly while
holding those cards. Whether he died as are-
sult of having angered someone he cheated or
of more natural causes is unrecorded. The
thirteen of Hammers is called the Bakers'
card. The five ofthe Dragons is known as the

Clutch, for the five colors of dragons.

Designers of the decks find their work
more popular if they paint the faces of the lo-
cal Lord Holder, Craftmasters, and Weyr-
leaders on a dragon poker deck. The decks
are good barter items at Gathers. A hand-
somely marked set may be worth more than
four marks, depending on the level of artistic
skill that went into its design. Cheap ones can
be had for a good deal less.

It is often a matter of politics to see
whose faces are on the most popular decks.
Anyone wishing to sell a Present Pass deck by
Journeyman of the Weaverhall, a
skilled artist, bearing the faces of Lessa, F'lar,
and Wingsecond F'nor of Benden; Lord
Jaxom of Ruatha; and Mastersmith Fandarel;
with Harper cards Robinton, Sebell, and
Menolly, will probably be able to ask and get

Larin

whatever price helikes. But even the sharpers
in Bitra cannot remember a single deck be-
ing designed with the face of Oldtimer
Weyrwoman Mardra or Weyrleader T'ron.
There is no market for them. Unpopular
faces on face cards are considered to be
unlucky.
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GREYSTONES HOLD

Greystones Hold:
On a violet or purplefield,
medium blue
Roundels

four

Greystones Hold is so named simply because
of the gray stones found there. The Hold's
predominant type of stone is a heavy granite
with sparkling fragments of mica scattered
throughout. It is popular as a building mate-
rial in the Northern Continent and is trans-
ported by sea on the many trading vessels
that ply their way along the cast coast from
Valley Hold southward around Nerat Tip,
though few ships arc equipped to take very
many blocks at a time. If a Holder or Lord
Holder
Greystones granite, he had better be a patient

is erecting a building using only

man.

The stonemasonhall in Greystones is an
offshoot ofthe Minecrafthall in Crom. As the
granite is more plentiful here in Benden than
anywhere else, apprentices in masonry are
frequently sent here to learn to quarry and
work it. As a result, the Hold has more than
its share of stone benches, tables, ornamental
pillars, troughs, and unrecognizable appren-
tice carvings left behind by the minecrafters.
Many a beastfold wall near some of the stone
cots is built out of the profusion of discarded
carved blocks.
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NERAT HOLD

Nerat Hold:
Per Bend Sinister,
bright orange and

golden vyellow

Nerat lies on the southern curve of the tail of
the Northern Continent. Its fertile fields and
thick forests support thousands of people up
and down the coast.

The name Nerat came from the initials
of its original settlers. Men and women from
lerne Island others far from the earthquake
epicenters in the Southern Continent came at
last to Nerat, abandoning their stakeholds.
Most of them continued north to Benden
Hold, but some came back in the Interval to
found Nerat Hold.

The land is fertile and the climate is
warm, providing the best possible site for the
Masterfarmhall. Saving the land for crops
leaves less room for beastfolds. Nerat eats
mostly fish, chickens, and wherries, and
trades with other Holds for red meat. Free-
range hen eggs provide another source of
protein, and the calcium-rich shells make a
high-quality fertilizer and mulch.

The presence of the Farmcrafthall
means that Nerat has access to the most var-
ied selection of high-quality fruits, vegeta-

bles, grain, and woods of any other Hold but
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Southern. Lord Holder Vincet has done
much to protect a hardwood tree similar to
teak. The stumpy trees have a broad central
trunk well suited to hand-carving. Lord Vin-
cet has a few carved statues of the teakwood
on display in the Hold, which some stuffier
Lord Holders consider blatant ostentation.
The Hold is surrounded by small cot-
holds hewn out of rough rock lining the road
from the dock. Nerat's wharfsupports a busy
fleet of fishing boats and trading vessels. All
the buildings on the slope close to the wharf
stand on pilings of stone like thick legs.
The Nerat seaholders like hearty Ben-
den red wines and fruit liquors, which they
distill themselves from the abundance of
fruits and nuts growing around the Hold.
Good wine grapes grow on ancient, carefully
tended vines in arbors fenced to keep the
herdbeasts out. It is not uncommon at Gath-
ers to see competitions going on to judge
who makes the finest brandies and liquors.
Nerat also distinguishes itself by holding
singing competitions at Turnover, based on
an old seamen's custom. Nerat sends almost
as many men to sea as High Reaches does.

A bamboolike grassoid that can be
braided and twisted like wicker grows in
plenty in the marshy land between Nerat
Hold and the Tip. Itistriangular in cross-sec-
tion, like all of Pern's native plants. Much of
the Hold's furniture is made from this light,
surprisingly strong material, either woven in
strips or cut in short lengths and bound to-
gether with dried vines that are tough yet
flexible.
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FARMCRAFTHALL

Farmcrafter:
On a whitefield,
a golden yellow

Plowshare

Masterfarmer Andemon looks like the epit-
ome of the dour farmer. If a reproduction of
Grant Wood's American Gothic had survived
to this day, cynics might find in it a family
resemblance to this Craftmaster.

Holders find Andemon difficult to get
along with, but they have to admit that his
adviceis always sound. Heis more inflexible
in his relations with other people than with
matters relating to his Craft. It was with his
influence that F'lar was able to convince some
of the Lord Holders that the grubs they had
been destroying through the Turns were
what saved the Southern Continent from
Thread burrows. What convinced the Master-
farmer that the grubs were not inimical to
plant life was the fact that the plants grown in
grub-enriched soil grew larger and stronger
than the ones that did not. To him, that was
reason enough to endorse their use.

Andemon is always seeking to make ev-
ery acre of land count, and has journeymen
out combing the land for the best of every
kind of plant. The Farmcraft experiments
with high-yield grains and superior vegeta-
bles. They also understand the importance of
conservation of the soil, feeding it so it can

continue to feed them. With so many humans
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and animals to feed and good land as scarce as
it is, food propagation is a serious matter.
The Holders who come for his advice may
not like the way in which it is presented, but
they cannot fault him on fact.

Like the Beastcraft, Tannercraft, Weaver-
craft, and Bakercraft, the Farmcraft is the sci-
ence for the average farmer. It provides the
holder with the fruit of Turns of experience
and the results of experiments to which the
holder does not have to sacrifice precious
dragonlengths of land.

The Farmcraft is aware of the uses of

cross-pollination to larger and

healthier root vegetables, sweeter redroots,

produce

or bigger tubers, and it understands the need
for fertilization to keep the soil from becom-
ing exhausted. The Masterfarmer himself
takes on the task of negotiating with Nerat
fishermen for fish heads and bones to enrich
the soil. Hisjourneymen travel through the
farmlands advising small holders on matters
of healthy soil,

what for superior yield, and acting as arbiters

suggesting where to plant

on when to plant certain crops. Small cot-
holders often refuse, as a matter of pride, to
but
One

follow the journeymen's directions,

eventually common sense wins out.

Trundlebugs
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problem that has never been solved is the dif-
ficulty the holders have with propagating
broad roots.

The bee was one species that did not sur-
vive the transition from Earth to Pern. Be-
sides having to rely upon vegetable
sweetening for cooking, the Pernese also had
to make use of the pollinating insects that ex-
isted on the planet already. The chief pollina-
tor is the trundlebug.

Trundlebugs cannot fly, but they live
long and crawl far. Their bodies are round
and black, and when they reproduce, the
young trundlebugs attach themselves to the
back of the mother like a chain of bobbles.
When they grow to adulthood, they detach,
and the females form their own chains.

There are several other flying insects
that scatter pollen, so the Farmcraft has had
to develop a substitute for plastic sheeting
that allows a plant to develop without letting
pollinators near them. One of the specialties
that ajourneyman can follow is that of a seed-
ling or nursery master, crossing hybrids and
keeping close watch on the results. Others go
around and about Pern, gathering seeds, cut-
tings, and saplings, or raising experimental
crops in remote patches.

Half Circle Sea Hold

Crafthalls,
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HALF CIRCLE SEAHOLD

Half Circle Hold:
On a whitefield,

four medium Dblue
Half Lozenges

Half Circle Sea Hold, on the west side of the
Nerat peninsula, houses 350 people in the
Hold itself and in the family holds to the
north along the cliff face. Half Circle gets its
name from the shape of the cove in which it
lies. Seen from above, the harbor is perfectly
hemispheric.

A curious volcanic overhang provides a
sheltered Docking Cavern into which tall
ships can sail without taking down their
masts, and in which the entire fishing fleet
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can dock. Thereis room on the deep shelf for
dray carts to haul away the catch to the dry-
ing caverns or to build or repair fishing boats.

A causeway leading from the Docking
Cavern to the Hold overlooks a curving
sandy beach thirty dragonlengths long. The
road that leads to the east from the center of
the beach, and the palisade road toward the
north, provide access for cliff
dwellers to reach cropland where the sea-

beachfront

holders grow grain, tubers, and fruit, and
gather wild greens along the shore.
The Sea Hold is virtually isolated

through most seasons of the Turn except
during Gathers and when a ship docks or a
party oftraders comes through. Until recent-
ly, the Sea Holder had no exchange of foster-
lings to draw Half Circle closer to any other
Hold and to bring new ideas. The coming of
the new journeyman harper, Elgion, preci-
piated many changes that would prove bene-

ficial to Half Circle, including preparing the

and Fire-Lizards

Menolly
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Sea Holder for his daughter Menolly's new
status as ajourneywoman of the Harper Hall.
Half Circle is an excellent example of a
Hold's autonomy; it is so far from any other
Hold that in times of Threadfall or other dis-
aster, no one but a dragonrider could reach it
with any speed. It must be completely self-
sufficient to survive. But it need not be so
isolated.

SOUTHERN HOLD

Southern  Hold:
On a light greenfield,
four emerald-green

Spades

0
0

0

This province overlaps the ancient stakeholds
of Cathay, Macedonia, Delta, and part of
Dorado. The area that is now inhabited as

0

Southern Hold was established by F'nor of
Benden going back between times to ten years
before the beginning of the Ninth Pass.

The Hold Cavern is along the eastern
face of the sea cliff that shelters the harbor.
Everyone in the Southern Continent learns to
swim. Otherwise, it is impossible to stay
cool unless one remains inside all the time.
The Hold has a sheer white stone face
that is somewhat imposing from below.
Those inside the caves can easily see ap-
proaching ships from a great distance. The
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Halfway Lookout is at the hairpin bend of the
steep path leading up from the beach to the
caverns.

Southerners live outside more than their
counterparts do. The forested plateau above
the cavern is thick with cotholds. Giant local
native trees out of which harpers could easily
cut a full-sized message drum are similar to
Earth sequoias. The boles are formed of
many triangular stems fused together into
one massive trunk. They are inimical to fire
but tend to rot out into hollow shells of trees,
still the
branches high above the forest floor. Bam-

with healthy leaves growing on
boo grasses grow so swiftly that in the after-
noon a kitchen auntie has to cut down stalks
she planted in the morning, or they will be
too tough to eat at dinner.

The tropical rain forest was invaded by
wind-borne kernels from the maturing for-
ests planted by the original settlers at Boca
settlement, so there are as many Earth and
Centauri plants as there are native Pernese
flora on the high, flat plateau.

The Hold was established by the healers
and Weyr support staff who accompanied the
riders from Benden and the seaholders from
Ista. Even after abandoning the project to
raise more dragons in doubled time, ten
Turns before the Ninth Pass began, the
Southern Hold continued. Riders who were
badly
usually sent to the healers at Southern to re-

injured riding against Thread were

cuperate. After the duel between F'lar and
T'ron, the Oldtimer dragonriders who did
not wish to follow Benden's lead were exiled
to the Southern Weyr.

A young Holder with a large family and
a great deal of ambition, Toric of Ista took
Hold in Southern over the turns. At first he
was friendly to the Benden Weyrleaders,
sneaking new holders in and information
out, right under the Oldtimers' noses. But as
he explored farther into the new continent

and observed its size and richness, his charac-

Crafthalls,
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ter changed from one of bluff heartiness to
one of closer cunning and greed. He demand-
ed to be confirmed in his Holding of land
bounded by the sea to the Western Barrier
Range south of Drake's Lake, and ranging
from the Great Bay in the west to the Black
Rock River in the east, with more than a hun-
dred families looking to him.

The Benden Weyrleaders had in the
meantime learned the true extent of the conti-
nent and allowed Toric to think that he was
duping them, all the while securing for them-
selves a larger, more lush expanse of the land
than he had. Toric was confirmed as Lord
Holder learned the truth about
Southern's size.

Southern Hold broke many of the ac-
cepted traditions of the North. For example,

before he

instead of the rainbow sails that most Sea
Holds use to declare their port of origin,
Southern Sails are uninterrupted spans of
bright red. Southern imports wine and cloth
craft medicinal

and exports pelts, items,

plants, and fruit. Plants in Southern grow

bigger and healthier than any in the North.

As the Oldtimers decline and Benden's
influence allows more and more holders to
go south, more small holds are being estab-
lished in Lord Toric's Hold. The new holders
tend to be more independent because there is
less need to rely upon dragonriders. The land
is fully grubbed, and Toric only accepts men
and women with sense and daring into the
Hold. They have to be willing to fend for
themselves, even in the most pressing emer-
gencies, since the Oldtimers fly Threadfall
only infrequently. Toric employed the trad-
ers to enlist younger sons of the Blood, who
would otherwise be landless when their older
brothers took Hold on the death of their
Fathers.

Sinceitiseasier to exist Holdless, south-
erners can explore and establish new Holds
even during a Pass. More Holds have been
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built near the Great Delta south of the main
hold and on the island to the east. Indepen-
dent hunters and trappers live in thejungle,
bringing back any unusual animals they can
catch or kill, and pelts to sell or trade at Gath-
ers. The beastcrafters have a difficult task de-
termining what are sports and what
natural animals among the peculiar beasts
found in thejungle.

are

Toric was excited by the reports of
some strange ruins of a mine near the new
Delta holding. The shafts piqued his curios-
ity because the beams used to shore them up
appeared to be made of a substance harder
than stone or metal, but light and showing no
signs of rust.

He has been trying to get a Masterminer
to investigate the ruins for him. Notjust any-
one will do. Toric wants a tamable or black—
mailable man who will give him the findings
without reporting them back to the Master-
miner in the North. His demands that any
discoveries of Ancient Timer artifacts be
shared by all appears to apply only to others.
Toric argues that Southern is hisjurisdiction,
but every miner he has approached has ar-
gued back that all matters having to do with
mines are in Nicat's province. He fears that
Nicat will bring the matter up in full Council
before he has had a chance to learn all he can
about the ruins.

Moreover, under thejungle vegetation
in the land south of the Island Hold, there are
numerous buildings,
settlements that are smooth and melted to-

left over from ancient

gether as if they had been formed of one
piece. Something cut the stones perfectly
square. Toric believes that they date from the
Ancient days, but he will not reveal their dis-
covery until he finds out how they were
made. All explorers report privately to him,
and he makes it worth their while to keep the
news under wraps.

Farther south of his Hold, there are
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traces of other Ancient settlements. Most of
the metal implements brought back are so
badly corroded that no one can tell what they
were, but thereis the occasional find of a cur-
ious tool wrapped against the tropical weath-
er in a clear envelope. Toric considers these
artifacts of the Ancient Timers his reward for
patience and good management of his Hold,
and refuses to share them.

Toric was angry whenJaxom and Lessa
uncovered the Plateau and the Ship Meadow,
feeling that he should have reached those sites
first.

SOUTHERN WEYR

Southern  Weyr:
Bend Sinister in light green
and emerald-green,
separated in  black

After twenty-four during

which no one crossed back to the South, the

hundred years

their first
The lush
tropical forest, thicker than any in Southern

dragonriders were surprised by
view of the Southern Continent.

Boll or Ista, was fruitful and healthy, exceed-
ing the hopes ofthe Bendan Weyrleaders that
it would be merely safe to live in. A grassy
headland with a small freshwater lake that
proved to be a plateau without exit suggest-

ed itself as an ideal Weyr, though without
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wallows for the dragons, who were not as
upset to be sleeping in the open air as their
riders were.

The Southern Weyr began as a desperate
venture by the sole remaining Weyr on Pern
to build up their numbers of dragons before
the Pass began. T'bor and N'ton, bronzerid-
ers, and Kylara, Weyrwoman for Ramoth's
first daughter, Prideth, were sent down with
F'nor to breed as many dragons as possible
between times.

Because of Lessa's discovery of "timing
it" four hundred Turns, and because of the
effect such along period being doubled up in
time had on men and dragons, the Southern
venture became obsolete, but the Weyr con-
tinued. The main Weyr and the west Weyr,
honorary names for buildings and sand wal -
lows instead of the volcanic homes to which

“v ‘ mm“_____m the northern dragonriders were accustomed,
Southern  Weyr

F'nor and Graff

the usual cavern complex. The Hatching
Grounds were situated in a small extinct vol-
cano sloping down onto the beach between
the main Weyr complex and the Hold. Plenty
ofrocky hollows would provide comfortable

Hatching Fire-Lizard
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became the infirmary for any rider who was
badly injured. It was while convalescing here
that F'nor, napping on the beach, redis-
covered fire lizards and learned that they
were Impressable.

Southern Weyr changed leadership fre-
quently, reflecting the political situation up
north. First Kylara and T'bor were the Weyr-
leaders, then T'ron and Mardra after they
were banished by F'lar from the North, and
finally D'ram of Ista, who leads the Weyr
alone, sadly waiting for most of the Oldtim-
ers to die before requesting a Weyrwoman
and queen from another Weyr.

The Southern holders, immune to most
ravages of Threadfall in a thoroughly
grubbed land and adequate stone buildings
for protection, have a different attitude to-
ward dragonriders than those in the North.
They are used to protecting themselves by
stowing beasts and humans under cover and
flaming any remaining Thread with flameth-
rowers and agenothree. They do not need the
dragons to fight for them. Nowhere else on
Pern arc the Weyrs considered expendable.

The Weyr's relationship with Hold and
craft runs cyclically, depending on the phase
of the Red Star. Before and during the early
part of a Pass, Holders and craftsmen are so
afraid of Threadfall that they will go so far as
to bribe dragonriders to save them. Unscru-
pulous riders can extort nearly anything they
want in this phase. As the Pass progresses,
the three parts of the society fall into a mutual
interdependence in which the Weyr is sup-
plied by the other two groups itis protecting.
When the Pass is near its end, the Weyr be-
comes the supplicant. While the dragonriders
are still entitled to a tithe of the harvests and
goods from each Hold and Hall, the immedi -
ate need for their services is ended.

Itis this third part of the cycle that Lessa
and F'lar of Benden are working on changing
by opening up the eastern half of the South-

ern Continent as dragonrider land. In the
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Present Past there is still a need for dragons
and riders to sear Thread from the skies, but
once grubs are established in the North, the
Weyr'sjob will be limited. When that hap-
pens there will likely be new disillusionment
with the concept of the Weyrs, and the drag-
onriders want to be prepared.

COVE HOLD

Cove Hold:
On a tight greenfield,
a rich blue Harp

Cove Hold is the newest of the modern-day
holds.
Robinton on a reconnaissancejourney to the
Southern Continent. He described it as
" ... the most beautiful place l've ever seen, a

It was discovered by Masterharper

perfect semicircle of a white sanded beach,
with this huge cone-shaped mountain far,
far, in the distance, right in the center of the
' (The White Dragon). When he suf-
fered a heart attack and made the decision to
turn over the responsibility of the Harper
Hall to Sebell, the Holds, Weyrs, and crafts

cove ...'

chose to honor him by building a new, com-
fortable Hold where he could retire. The re-
sultant building and grounds were designed,
built, and furnished with love.

In only eleven days, hundreds of men
and women constructed a Hold in the South-



Experiment

First

Robinton's

Apprentice
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BUBBLY PIES

Every Hold has its own special
method for making bubbly pies.
The traditional fruit used in this
special dessert is Terran blueber-
ries, though any berry can be sub-
stituted. This recipe makes half a
dozen dessert-sized pies or a dozen
hand-sized snacks.

Crust:
1/2 cup butter or margarine
2 tablespoons granulated
sweetening
2-1/2cupsflour
1/2teaspoonsalt
1/2 cup ice water

Cut the butter into chunks. Com-
bine the dry ingredients in a bowl.
Work the butter gently into the
dry mixture with a fork until
pieces the size of peas form. Sprin-
kle the water over and work it in.
(Do not overwork the dough.)
Form the dough into a ball.

Filling:

5 cups blueberries (or one 20-ounce

package, frozen)
1 cup granulated sweetening
VA teaspoon powdered klah bark
(cinnamon)
2 teaspoons citrusjuice
1-2 tablespoons butter or
margarine

Gently toss berries with sweet-
ening and klah bark in a large
bowl. Sprinkle citrusjuice over
mixture. Spoon berries into crust
and dot with butter.
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ern fashion, suspended offthe ground on pil-
lars of black reef rock to allow cool air to pass
below the floors. The corridor
through the building from end to end to act as
a breezeway, and the sliding door that leads
into the main hall is situated to form other

runs right

breezeways, at crossing angles to the first,
with the windows in the main hall and those
in two of the guest rooms.

In order to prevent Master Robinton's
concentration from being interrupted by the
clatter of food preparation, the kitchen is at
the far end of the Hold from the study. The
entire building is surrounded by a wide ve-
randa shaded by a wide, tiled roof. The house
is designed for comfort. In addition, special
gifts add to Master Robinton's pleasure: a
wooden chair from Masterwoodsmith Ben-
darek made to the Masterharper's measure, a
full set of the Traditional teaching tunes, and
most important, a supply of Benden white
wines. Robinton's favorite bubbly pies are al-
ways available in the kitchen.

Master Robinton's personal harp was a
gift given to him by Harper Evarel and Weyr
Harper C'gan on behalf of Hold and Weyr
when Robinton, was
made assistant to Evarel in Benden Hold. Itis
said to be there that he perfected his virtuo-
identifying Benden wines by taste

then journeyman,

sity in
alone.

The harp, crafted in the Harper Hall by
Mastercraftsman Liesult, Master Sharmut,
and Journeyman Joilin, was constructed of
two layers of white honey-wood sandwich-
ing a layer of the same wood dyed harper
blue, a deep, rich color associated with that
craft. In the outer curve of the sound bow is
carved a pattern of dragons in flight taken
from the tapestry entitled Threadfall Over Bi—
tra, woven early in the last Interval by Mas—~
terweaver Wikvalen. The dragon pattern is
repeated around the top and bottom rims of
the pillar. The harp is otherwise unadorned.

The sounding board, which is rounded in-
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For Six Tarts
1 crust recipe

1 filling recipe

Divide the ball into two pieces.
Work with one at a time. Form
each into a ball and press out into a
circle. Divide each circle into six.

Crafthalls,

and Weyrs

of the archaeological investigation, employ-
ing the talents of the Smithcraft, the Mine-
from every

craft, volunteer

Weyr, and workers from Southern Hold, all

dragonriders

of whom are eager to help uncover the mys-
teries of Pern's past.

Cove Hold's peace and quiet arc also
broken by the arrival ofthe occasional travel-
er on his way to or from Southern Hold, or

Roll each piece into a ball. Flatten
to 1/8-inch, cut into 5-inch circles,
and fit six into the tart pans. Fill
with berry mixture. Moisten the
edge of each tart and top with sec-
ond circle of dough. Seal and flute
the edges. Cut dlits in the top of
each tart with a knife. Cover edge
of each tart with foil.

Bake at 375° for ten minutes.
Remove foil. Bake for 8-12 min-
utes more, or until crust is golden.
Serve hot.

stead of squared, produces a mellow, almost
introspective sound when the harp is played.

The harp, like all of Master Robinton's
personal instruments, resides permanently in
Cove Hold on the Southern Continent, but it
may be lent to Instrument-Craftmaster Jerint
forjourneyman instruction in the crafting of
lute-back style harps.

Cove Hold acts as a base of operations
while the Ancient Timers' Plateau and the
Ship Meadow are being excavated. The Mas-
Hall became a
Lord Lytol left
leaving Lord

terharper's quiet retirement
center of activity when

Ruatha for a fresh challenge,
Jaxom and Lady Sharra to be confirmed in

their rank. Lytol chose to act as administrator
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For Twelve Gather-Pies:
1 crust recipe
1 beaten egg

1/2 fillingrecipe

Roll out dough on a floured sur-
face to a 1/8-inch thickness. Using
a 3-inch cookie cutter, cut out 24
circles. Lay out 12 on a lightly
greased cookie sheet. Divide fill-
ing among circles, spooning ap-
proximately 2-3

tablespoons into the center of
each, leaving a 1/4-inch border.

Brush the border with egg. Lay
the second circle on top of each
pic, and press edges together with
a fork all the way around. (Stretch
the top crust gently to fit if neces-
sary.) If desired, mix together 1/4
cup water with 1//2 tablespoons
sweetening; brush top of each pie
with mixture for a sugary glaze.
With a knife, cut three or four
short slits in the top of each pie.

Bake at 400° for 20-25 minutes,
until crust is golden. Slide gently
off cookie sheet with spatula.
Serve hot.
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students from the Harper Hall who have
come to learn techniques and tunes only Ro-
binton can teach them. Dragonriders from
Benden fly Threadfall over the Hold, and
Robinton has a housekeeper to look after

him, so his retirement is not a lonely one.

THE ANCIENT TIMERS'
PLATEAU (LANDING)

The Plateau was the site on which the shuttles
landed. There is not much to find of Land-
ing's original beauty in the present Pass, but
it was once very handsome.

Under the regular mounds preserved by
the volcanic ash lie the hemispheric and half-
cylindrical buildings that were set around
squares instead of streets for a cozier neigh-
borhood feel, not to mention more efficient
use of space. It is clear from an aerial view
that the mounds are not natural. Like the ar-
chaeologists who discovered the Incan and
Mayan ruins buried deep in the Central
American jungle, the curious Pernese investi-
gators would not know where to look if they

had not seen the site from above.
The buildings were intended to be func-

tional but not beautiful. The engineers put
them up quickly from extruded silicon- and
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carbon-based plastics and galvanized metal.
They are not unlike Quonset huts. The roofs
are half-dome shaped for most efficient dis-
tribution of heat.

When the earthquakes began, there was
time to move out nearly all of the personal
effects of those living in Landing. But some
left behind, and
were vacuum-sealed in the Catherine Caves
all around the perimeter of the Plateau. One

things were deliberately

of the items that remained was the voice-acti-
vated computer, which was in a protected
room in Landing's main administration
building. As the volcanic ash has preserved
and protected it from time and dirt, it is very
likely operational and needs only a voice to
ask it questions—in the right language, of
course.

Voice Activated Computer Bank in the
Building

M ain  Administration
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XI.

Pronunciation Guide

t0 Names on Pern

Most two-syllable names are emphasized on
the first syllable (Desdra, Talmor). Three-
syllable names can be emphasized on cither
the first or second. Four-syllable names arc
almost invariably stressed soft on the first
syllable and hard on the third (Ratoshigan).

Dragonriders’ honorifics are slurred,
pronouncing the initial letter as though 1t
were followed by a schwa (a), as in Sh’gall or
N’ton, or ignored completely, as in Flar.
The purpose of shortening the name mn this
fashion 1s to make it casier to pronounce in
haste.

Alessaan (3 1&s' on) Lord Holder of Ruatha,
Sixth Pass

B’greal (ba grel") weyrling, Fort Weyr,
Sixth Pass

B’lerion (ba 1ér' € on) Wingleader, rider of
bronze Nabcth, High Reaches, Sixth
Pass

Belior (bé [€' 61) Pern’s larger moon

Berchar (bér' chir) Masterhealer, Fort
Wevyr, Sixth Pass

Bitra (bit' ri) major Hold in the Northern
Continent, named for Avril Bitra
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Brekke (bré' ke) queen rider of Wirenth
(deceascd), Benden Weyr, Ninth Pass

Briaret (bri' 4 rét') Masterherder, Keroon
Hold, Ninth Pass

Burdion (bé&r' dé &n) healer, Igen Sea Hold,
Sixth Pass

C’gan (sgin) Weyrsinger, deceased, blue
dragon Tagath, Benden Weyr, Ninth
Pass

C’ver (kvér) brown rider of Hogarth, Telgar
Weyr, Sixth Pass

Campen (kim' pan) heir to Tolocamp,
Lord Holder of Fort, Sixth Pass

Cr'not (kr' nét") Weyrlingmaster, High
Reaches, bronze Caith, Sixth Pass

Crom (krom) major Hold in the Northern
Continent

Dalova (di lov' i) Weyrwoman for golden
Perforth, Igen Weyr, Sixth Pass

Declan (dé&k' 1in) Candidate, Fort Weyr,
Sixth Pass

Desdra (d¢z' dra) journeywoman healer,
Fort Hold, Sixth Pass

Domick (d&'mik) composition master,
Harpercraft Hall, Ninth Pass

Elgion (&l' jé 6n) journeyman harper, Half
Circle Sea Hold
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F’lar (flir) Weyrleader, Benden Weyr,
bronze Mncmenth, Ninth Pass
F'neldril (fnél' drily Weyrlingmaster, Fort
Weyr, Sixth Pass

Fnor (fnér) Winglcader, Benden Weyr,
brown dragon Canth, Ninth Pass

Falga (t6l'gd) Weyrwoman for Tamianth,
High Reaches Weyr Ninth Pass

Fandarcl (fin' da rél) Mastersmith, Telgar
Hold, Ninth Pass

Fergal (f&r' gil) runner handler at Ruatha
Hold, Sixth Pass

Fortine (f6r tin'} Master of Archives, Harp-
er Hall, Sixth Pass

Gemma (jém' 3) mother of Jaxom of
Ruatha Hold, deceased

Gianarth (ji narth') bronze dragon of S’li-
gar, High Reaches, Sixth Pass

Groghe (gro' g€) Lord Holdcr of Fort
Hold, Ninth Pass

Idarolan (1d' 3 rol' 3n) Masterfisherman,
Tillek Hold, Ninth Pass

Igen (ig' an) desert Hold in Northern
Continent

Jaxom (jiks' 5m)} Lord Holder of Ruatha,
rider of white Ruth, Ninth Pass

K’lon (klon) blue rider of Rogeth, Fort
Weyr, Sixth Pass

Keroon (kér oon') plateau Hold in North-
ern Continent; founder of Hold, Ezra
Keroon

klah (kli) popular drink brewed from fra-
grant bark of klah tree

Kylara (ki l3r' 3) queen rider for Prideth
(deceasced), High Reaches Weyr, Ninth
Pass

Laudey (loud' €) Lord Holder of Igen Hold,
Ninth Pass

Leef (lef) Lord Holder of Ruatha, Alessan’s
father, Sixth Pass

Lemos (I¢' mds) major Hold in North,
known for its forests, named for Bart
Lemos

Leri (1&' ré) Weyrwoman for Holth, Fort
Weyr, Sixth Pass

Lessa (1&s' i) Weyrwoman for Ramoth,
Benden Weyr, Ninth Pass

Ligand (i gand') journeyman tanner, Fort
Hold, Ninth Pass

Lytol (I"' t6]) Lord Steward of Ruatha, de-
ceased dragon brown Larth

M’barak (mi bir' ik) weyrling, Fort Weyr,
blue dragon Arith, Sixth Pass

M’ray (mi ra') son of Morcta and Dsay,
dragon brown Quoarth

Mtani (mi td' né) Weyrleader, bronze Ho-

garth, Telgar Weyr, Sixth Pass

Manora (mi nor' 3) mother of Fnor, head-
woman of Lower Caverns, Benden
Weyr, Ninth Pass

Menolly (mén' ol' 1€) journcywornan
harper, Fort Hold, Ninth Pass

Merelan (mé' ré lan) mother of Robinton,
Fort Hold

Meron (mér' an) Lord Holder of Nabol
Hold, Ninth Pass

Mnementh (né ménth') bronze dragon of
Flar, Benden Wcyr, Ninth Pass

Morcta (mo ré' ta) Weyrwoman for Orlith,
Fort Weyr, Sixth Pass

N’ton (ne tén') Wingleader, Benden Weyr,
bronze dragon Lioth, Ninth Pass

Nabol (n2' bol} major Hold in Northern
Continent

Nerilka (n€ ril' ks) daughter of Tolocamp,
wife of Alessan, and Lady Holder of
Ruatha, Sixth Pass

Nicat (ni' kat) Masterminer, Minccrafthall,
Ninth Pass

Oklina {ok Ic' ni) sister to Alessan, Weyr-
woman for Hannath
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Oldive (ol' div) Masterhealer, Healercraft
Hall, Ninth Pass

Oterel (6t' ér él) Lord Holder of Tillek,
Ninth Pass

Petiron (pétch' ron) harper, Half Circle Sea
Hold

Piemur (p1' mer) journcyman harper,
Southern Hold, Ninth Pass

Pressen (prés' én) healer, High Reaches
Weyr, Sixth Pass

Raid (rad) Lord Holder of Benden Hold,
Ninth Pass

Ramoth (ri' moth) senior queen dragon,
Benden Weyr, Ninth Pass

Ratoshigan (ri o' shé' gon) Lord Holder

. of Southern Boll Hold, Sixth Pass

Robinton (ré' bin ton'} Masterharper,
Ninth Pass

Ruatha (roo ' thi) second oldest Hold in
the Northern Continent

Rukbat (rtik' bit) bluc-white star around
which Pern revolves

Sangel (sin' j&l) Lord Holder of Southern
Boll, Ninth Pass

Sebell (s¢' bél) journeyman harper, then
Masterharper, Ninth Pass
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Sh’gall (shi gil') Weyrleader, Fort Weyr,
bronze Kadith, Stxth Pass

Shonagar (sho' nil gir') Voicecraftmaster,
Harper Hall, Ninth Pass

Silvina (sil ve' ni) hcadwoman of the Harp-
er Hall, Ninth Pass

Suriana (560 ré 4n' 1) deceascd wife of Ales-
san of Ruatha

T’gellan (igd' 13n) rider of bronze Monarth,
Benden Weyr, Ninth Pass

T’ron (trén) Oldtimer Weyrleader at Fort
Weyr, dragon Fidranth, originally
Eighth Pass

Tagetarl (tig' & tarl’) journeyman harper,
Harpercraft Hall, Ninth Pass

Tamianth (tim' ¢ inth') queen dragon of
Falga, High Reaches Weyr, Ninth Pass

Telgar (&' gir) major grain-producing
Hold in Northern Continent, named
for Sallah Telgar

Timor (i’ mor) Pern’s smaller moon

Tirone (t¢ ron') Masterharper, Sixth Pass

Tuero (twé' ro) journeyman harper,

Ruatha Hold, Sixth Pass

weyr (wer) any place in which a dragon lives
wher (hwér') Impressable creatures bioen-
gineered by Wind Blossom Ping
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a beautiful world, where refugees from
awar-torn Earth can build a new life.

Pern—

aperilous world, ravaged by silver spores that fall
like rain and devour everything in their path.

Pern—

an amazing, world, where courageous men and women
ride fire-breathing dragons to combat the deadly menace.

Pern-
one of the most beloved worlds ever invented
in science fiction!

Lavishly illustrated, officially sanctioned,
The Dragonlover's Guideto Pern

brings to light the facts behind the bestselling, stories:
The dragons and how they came to be!

The people: How they live,
the clothes they wear, the food they eat!

The places: what to see and do in individual Holds and Weyrs!
The Dragonlover's Guide to Pern—

indispensable for all armchair travelers to the
wonderful world of Anne McCaffrey and her dragons!





