WHICH ELEMENTAL
WOULD CHOOSE YOU?

Child of Air, Water, Earth or Fire: now that she is thirteen Storm must undertake
The Choosing and be claimed by one of the Elementals, which will determine
her whole life’s work. And now it’s your turn.
Will you be claimed by the WATER, FIRE, AIR or EARTH Elemental?
Which magical pet would you
choose?

Which magic power would you
like to have?

A. Fire-breathing dragon
B. Story-telling owl
C. Riddle-solving octopus
D. Wisdom-bringing sloth

A. Superhuman strength
B. The ability to fly
C. Invisibility
D. The ability to time-travel

What qualities do you prefer
in a best friend?

Which combination of colours do
you prefer?

A. Brave and adventurous
B. Imaginative and creative
C. Fun-loving and jokey
D. Understanding and kind

A. Red and orange
B. Blue and purple
C. Blue and green
D. Green and yellow

Which of these activities would
you rather do?

Which of these inventions do you
think will most help our planet?

A. Building a campfire and
roasting marshmallows
B. Zip wiring
C. Rock pooling
D. Hunting for fossils and geodes

A. Solar power
B. Wind turbines
C. Hydro-power
D. Planting trees and safeguarding
habitat

Your ideal birthday party would include:
A. Pepperoni (or veggie chilli) pizza, hot fudge sundays, a fireworks spectacular
B. Fizzy lemonade, chocolate profiteroles, a hot-air balloon ride
C. Savoury and sweet pancakes, ten kinds of jelly, a swimming pool party
D. Vegetarian burgers and hotdogs, triple layer cake, visiting a glow-worm cave
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Mostly A = FIRE
Mostly B = AIR
Mostly C = WATER
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WHAT DOES YOUR
CHOOSING MEAN?
WATER

The Elemental spirit of Water is the Dolphin, trickster of the seas. The Dolphin is
mercurial and unknowable, alternately playful and terrifying, like the sea itself.
A merciless joker who loves playing tricks, the Dolphin is often (and sometimes unfairly)
blamed by humans when loved ones drown. Water is the sworn enemy of Fire.

FIRE

The Elemental spirit of Fire is the Salamander. The Salamander was born from the
sun and yearns to return to a world of Fire. The Salamander’s rage is controlled by the
other Elementals, who know they must keep The Balance of All Things for life to exist.
Imprisoned by Earth as magma, when Fire spews forth through volcanoes, it is
extinguished by Water, its mortal foe.

AIR

The Elemental spirit of Air is the Albatross, who rides the wind unceasingly,
observing all with cool detachment. The least emotional Elemental, the Albatross is
the best thinker and planner of the four. The Albatross leads Earth and Water in the
struggle to keep The Balance of All Things – the arrangement of power between the
Elementals that allows life to exist.

EARTH

The Elemental spirit of Earth is the Tortoise. Parent of all life, this ancient spirit is
the only Elemental that empathises with and loves the humans, animals, insects and
plants of Storm’s world. It sometimes appears to Earth-witches in the form of a snake
or giant sloth.

WHAT HAPENS NEXT?

The island’s Elders assign each newly Chosen to an apprenticeship according to their
talents and personality. The young person is not consulted, but if the apprenticeship
does not go well they will be reassigned to a new Mistress or Master. Elders want all
members of the community to be happy, but in a world where survival requires
everyone to work together, the community must come first.
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WATER APPRENTICESHIPS
Dyer

Spinners and weavers of silk, linen and hemp want their threads and cloths coloured
red, blue, green, yellow and brown. An apprentice dyer must learn which plants, barks,
lichens, leaves, nuts and insects yield colour, and how to extract the colour from them.
Madder, woad, weld, indigo, saffron, cochineal . . . A dyer is a magician of colour!

Miller
Every island with a river or stream uses a tidal water mill to grind their grain – rice,
millet, wheat, soybeans and barley. Millers live away from the village with their wheels
and must be self-reliant. Apprentices learn about all the grains they will grind, how to
fashion mill stones from solid rock, how to build and repair the mill building, wooden
wheel and gears. They must know about tides and be able to predict storms. In a world
where everyone is self-employed, millers are the super-entrepreneurs.

Papermaker
In Storm’s world, paper is both luxury and necessity. There is no written language, but
tally-keeping is supreme in a world of barter and exchange, and each island needs a
constant supply of tally books. Islanders use oiled paper to let in light at their
windows during the monsoon season and keep out the worst of the wind and rain.
Paper is made from rags boiled to a mush with gelatine, then spread on a bamboo
screen to dry. Papermakers enjoy creating textures and colours and emboss each sheet
with their personal stamp.

Boatwright
Few people are more important in a sea-faring world than those who build the boats
and ships. Being a boatwright is a technical, highly-skilled job that requires many
years of training, a talent for understanding wood, and an intuitive grasp of engineering.
Many dream of becoming boatwrights, but few are chosen.

Basket maker
Basket makers are creative, independent types who like being out of doors and are
happy in their own company. Baskets are constantly in demand: they carry and hold all
the islander’s possessions, for wood is too scarce and expensive to use for containers.
An apprentice must know all the islands trees and plants, when to gather reeds, withies,
bark and grasses, and how to use them to weave their many types of baskets.
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FIRE APPRENTICESHIPS
Blacksmith

Blacksmiths are always children of Fire. They understand the spirit’s hasty and
dangerous nature and use the Element’s strength to forge arrow and spear heads,
axes, swords, knives, boat anchors and chains. Every scrap of metal is recycled and
used over and over again. A new apprentice will be set to work the bellows, spending
months and even years observing the ways of fire, before they are allowed to
work with iron.

Gold /Silversmith
Only the smallest and poorest islands do not have their own maker of ornaments in
gold and silver. These are usually children of Fire, but occasionally a child of Earth
will become a goldsmith. It is delicate, skilled work using a miniature forge and tools.
An apprentice must have nimble fingers and much patience, but a good smith is a
highly-valued member of their community.

Charcoal-maker
Smiths cannot work without charcoal for their forges, and charcoal comes from
precious wood – that most scarce resource. Charcoal makers have high status.
They look after the tree and bamboo plantations of their island, replanting for the next
generation, and are skilled in the mysteries of charcoal making.

Glassblower
A single bead of glass is worth three times its weight in gold. Glass is the rarest of
treasures, and only rich islands have their own glassblower. Glass is used mostly for
beads for the most expensive jewellery. Storm was astonished to find that the rulers of
Bellum Island are so rich they use it in their windows to keep out wind and rain!
Again, an apprentice will work the bellows and gather sand and silica for years before
being allowed to attempt to create glass.

Baker
Most islands have bake houses, where skilled cooks create delicious savoury and sweet
breads and pastries for sale or barter. An apprentice baker must learn to build a large
outdoor oven of clay bricks, learn how to load it with the right quantity of dried
seaweed and driftwood and when the oven is the right temperature and they can rake
out the coals and load it with their food to be baked. They must also be great cooks!
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AIR APPRENTICESHIPS
Spinner and weaver

Many children of Air are apprenticed as spinners of thread and weavers of cloth, for it
takes many hours of labour and much skill to produce both the clothing and sail cloth
needed by their islands. Clothes are expensive and precious. Most people only have
three sets: sleeping clothes, work clothes, and ceremonial garments worn for
special occasions. Cloth is made from silk, linen and hemp.

Bowyer and fletcher

The people of Storm’s world cannot remember a time before the war between the
Islanders and Drowned Ones. Men and women alike must fight; even children, from
the age of twelve. Everyone in this world is trained to use a bow and arrow. Bowyers
use precious wood to make flexible yet strong bows. Fletchers make arrows, using
wooden shafts and the feathers of sea birds. An apprentice must learn about which
woods to harvest and how to form them into bows and arrowshafts. They must be
expert at feathering an arrow to send it flying straight and true.

Hunter

Wild pigs and goats roam many islands. Tracking and killing these animals with bow
or net is a skilled occupation. Meat is a luxury used to supplement the standard diet
of rice, vegetables, fruit, seaweed and fish. Drowned Ones live on fish, seaweed, and
any seabirds they can catch. They only get vegetables, fruit and meat when they steal it
from islanders. Apprentices must learn to track, and all about the habits of the
animals they hunt.

Navigator

Few people are more useful to a sea-going people than a good navigator. Navigators
learn the constellations of their skies in both dry and wet season. Boys who go to sea
with the fleet must memorise not only their island’s skies and seas, but those of every
region they visit. They are artists who make beautifully illustrated charts of stars,
currents and treacherous rocks.

Story-teller

Civilisations live and die according to the stories they tell themselves. Stories can
lead a society to peace or war. Children of Air are the greatest story-tellers in Storm’s
world and are called Chanters. Their job is to remember and interpret the history of
their people (the old tales) and create new stories to guide their tribe on the right path
and keep The Balance of All Things.
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EARTH APPRENTICESHIPS
Gardener

Most families grow the majority of their food, but an island needs a chief gardener to
plan and supervise the allotment system, the rice paddies, the millet and wheat fields.
Great gardeners, like Storm’s young cousin, Minnow, can also talk to bees, predict the
weather, and seem to have their own special plant magic which makes their crops grow
strongly. An island’s chief gardener will watch out for a youngster with properly green
fingers and take them on after their Choosing – but only once in a generation, so this
is the rarest apprenticeship.

Beekeeper

Bees are important pollinators for island crops, and honey is the only sweetener. All
islands keep beehives and need beekeepers to look after the hives and gather the honey
at the right time of the year. Beekeepers also pack the honey in pots for storage, which
is a skill in its own right. An apprentice must be able to talk to the bees, be able to
control a swarm, build a hive, extract honey without being stung, and store it.

Potter

Potters are loved by their islands, and good ones revered as artists. A great potter, like
Storm’s mother, Dain, will be a source of considerable income and prestige for her
island. An apprentice must learn to build a kiln; to dig clay from the earth, prepare and
purify it; to build pots by hand and throw them on a wheel; to create glazes from wood
ash and minerals; and to control the strength of Fire with their kilns. It is a long,
challenging apprenticeship, but the rewards are great. More rarely, a potter will be
a child of Fire.

Miner

Iron ore is abundant on the islands, but not always easy to extract from the ground.
An apprentice must learn to read the island’s geology to predict where deposits are to
be found, and engineer and dig the caves and tunnels needed to reach the ore. Miners
need to relish a challenge! Mining is hard work, both mentally and physically, but
miners work in teams and develop a strong sense of comradeship and achievement.

Healer

Every island has a hard-working team of healers who know which herbs, roots and
bark will heal or disinfect. They distil and concoct their own ointments and medicines.
They can set simple broken bones and treat sprains. An apprentice must learn all this
plus be able to tend the injured and ill without squeamishness. Death is often their
companion, and they must face it fearlessly.

Don’t miss the
epic fantasy series
full of magic
and wonder.
@NosyCrowBooks #UnderEarth

