Review of Robert Jordan’s

The Great Hunt

The second book in Robert Jordan's epic Wheel of Time saga is another fantastic book in this series. Set in the most vivid fantasy world ever created, Jordan takes readers further into this world, weaving new plotlines, introducing new characters and growing the roles of characters first met in The Eye of the World. 

In the first book, Rand, Perrin and Mat, three young men from the village of Emond's Field were forced to flee from minions of the Dark One. They were accompanied by Egwene, a village girl who wanted adventure, and Thom Merrilin, a gleeman who had come to the village to entertain at the village's spring festival. Guided by Moiraine, a member of the mysterious order of Aes Sedai, women who can channel saidar, the female half of the One Power, and Lan, Moiraine's Warder, the group were soon joined by Nynaeve, the village's Wisdom, who had followed them to protect the young people from her village who had been swept up in an Aes Sedai “scheme”. The group, minus Thom, would eventually be joined by Loial, a young member of the long-lived race of Ogier, a gentle giant of a bookworm who had left home to see the world. 

One of the joys of the first book was the maturing of the characters, all of whom would change in significant ways: Perrin discovered he could talk with wolves, and now has the yellow eyes of them, and has also run afoul of the Whitecloaks, an intolerant military order of zealots. Mat had been uttering the Old Tongue in moments of battle and stress and has been tainted by a cursed dagger from the foul city of Shadar Logoth. Egwene discovered she had the ability to channel and now desires to become an Aes Sedai. Nynaeve learned that she could already channel, having survived what only one in four women do, channelling on her own without Aes Sedai training. Nynaeve has also fallen in love with Lan, a love he also feels, but does not believe he should return. Rand has discovered that he is a man who can channel. Men who channel inevitably go insane, and have ever since the breaking of the world some 3,000 years ago. 

The Great Hunt picks up shortly after the end of The Eye of the World, with everyone in the borderland town of Fal Dara. The Amyrlin Seat, Siuan Sanche, head of the female order of Aes Sedai, arrives to meet with the three young men from Emond's Field, all of who are ta'veren. A person who is ta'veren has a certain ability to manipulate events and chance, in example a leader who intends to reject a treaty might end up signing it. However, the Amyrlin has arrived for reasons of her own, with plans she means to make with Moiraine. 

But before any of these plans can be implemented, a sudden raid by Trollocs and Myrddraal, minions of the Dark One, results in the freeing of the peddler Padan Fain, a Darkfriend who had been altered to hunt for Rand, Perrin and Mat, and who had been further changed by following them into cursed Shadar Logoth. The raid resulted in Fain stealing Mat's tainted dagger, and the Horn of Valere, which is locked in its own box. Whoever sounds the Horn of Valere will bring forth heroes of legend who will fight for the Light against the Dark One. Or so it is believed. In truth, these heroes will fight for whoever sounds it. 

Rand, Mat and Perrin, accompanied by Loial, set out to recover the Horn and Mat's cursed dagger. Verin, an Aes Sedai who has motivations of her own, will join them. On this journey, Rand will meet a beautiful woman, Selene, who also has motivations of her own. 

   Egwene and Nynaeve head for the White Tower in Tar Valon, to begin their training to become Aes Sedai. They also meet Liandrin, a “might become evil” Aes Sedai whom also has motivations of her own. On the other hand, they get new friends in the face of Elayne, Daughter-Heir of Andor, and Min, a young woman capable of seeing auras around people, both of whom we briefly met in Book One. 

Nevertheless, people who are ta'veren have a way of drawing to them people of whom they have need of and our characters may well meet before this book is over. 

In this book, readers learn the fate of Thom Merrilin, the missing gleeman; learn about the mysterious invaders called Seanchan; meet up with ship captain Bayle Doman again; learn more about the mysterious Aes Sedai; get involved with The Game of Houses in Cairhein; witness the plots of Darkfriends and the forsaken named Ba'alzamon. Not to forget, this is the book where we meet an Aiel for the first time. 
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