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@ Anoetic cyphers

are simple to use: a pill
to swallow, a small
handheld device with a
switch to flip, or a bomb
to throw.

9 Occultic cyphers

are more complex and
more dangerous, but they
often have better and
more interesting effects.
An occultic cypher counts
as two cyphers for the
purpose of determining
how many you can bear
at the same time.

INTRODUCTION

There is as much romantic mystery found
beneath the sea as in the farthest reaches
of space. When we conceived of doing
a book about the worlds beyond the
Earth of the Ninth World (Into the Night),
we immediately knew that its natural
companion would be a book about the
ocean depths.

We'd already touched a bit on the deeps
in Numenera. A significant portion of the

to’

"

In the margins of this book, you'll find
occasional “search terms,” accompanied
by this symbol. These are real-world,
cutting-edge technological terms that
can start you on a journey of learning
more about some of the ideas you'll find
in these pages. You don'’t have to know
a thing about how suspended animation
works to have cryogenically preserved
creatures in your campaign. However, if
you're interested, you might find further
research informative and perhaps

inspiring.

Throughout this book, you'll see page
references to various items accompanied
by this symbol. These are page
references to the Numenera corebook,
where you can find additional details
about that item, place, creature, or
concept. It isn’t necessary to look up the
referenced items in the corebook, but
doing so will provide useful information
for character creation and gameplay.

adventure The Devil’s Spine is set in the
so-called Deep Dark. We put a few marine
creatures in the corebook, the Ninth World
Bestiary, and the Ninth World Guidebook,
and that latter book briefly describes a few
locations that are deep underwater (it was
the first meaty treatment of the octopi of
the Ninth World, beyond the enigmatic,
off-hand mentions of them in the Numenera
corebook).

But in some ways, just as Into the Night
couldn’t possibly begin to cover every
location in the rest of the universe, Into the
Deep can’t cover the entirety of the ocean by
any means. There is far more room in the
ocean depths than on the surface, and of
course we've barely begun exploring all the
surface in the Ninth World.

What we can do, however, is arm game
masters and prepare players for what
exploring the seas of the Ninth World
might be like. That’s what this book is all
about. We wanted to focus primarily on
underwater locations, but we knew there
were a few interesting places to go on the
surface of the sea as well. And most of the
time, you've got to travel across the surface
before you dive into the depths, anyway.

PLUMBING THE DEPTHS
Because the landmass of the Ninth World
is primarily a vast supercontinent, to most
of the world’s inhabitants, the sea is a
rumor or a myth. It’s much too far away

to be a part of their lives. For those that
do live near or along the coast, the ocean
is—if anything—even more unknown and
hazardous than the wilderness around
them. The Ninth World can be a dangerous
place, but the sea heightens that danger
level.
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The Seas to the West

Minifera

MILES O

KILOMETERS O

And yet most of the world is sea. The
majority of the earth’s solid surface lies
13,000 to 18,000 feet (4,000 to 5,500
m) underwater. Sailors and underwater
explorers cross it or even plumb its depths.
And it’s those depths where things get
particularly interesting.

What's down there? Ancient ruins? Gods?
Secrets? Treasures? The answer might be
yes to all of these things. And for a certain
brave, adventurous sort, the question of
what lies in the mysterious depths is too
great a temptation to resist. These stalwart
explorers typically base themselves in
coastal towns, and their presence has had
an impact.

In such towns and villages near the sea,
Aeon Priests, tinkerers, and builders have
developed, salvaged, or cobbled together
various means to go deep underwater.
Because of the presence of prior-world
devices that have allowed people to

Onisteles

The Island i
of Undoingg #

The Squamous
Coliseum

The City.
of Rust

The Nullified Harbor

o ® Morenel

The Fallen Tower

explore aquatic environments, some of
the otherwise simple coastal folk have a
surprising understanding of the challenges
of diving deep below the surface, and they
have some idea of how those challenges
might be overcome. Insights like these
provide some of the unique ways in which
the numenera has shaped the Ninth World.
This means that in Glavis, you might have
fisherfolk who use external waterbreathers
and pressure pills to descend hundreds
of feet on quick dives and collect fish and
crustacean traps. Or in a village west of
Qi, workers could employ diving bubbles
to help them drill for a substance called
pellin, found only in domelike pockets along
the seafloor, which is used in maintaining
the systems of the automatons known as
Zhev. Or in Kaparin, the small but well-
known crew called the Redfleets can use
submersibles to traverse the ocean.

3

Some explorers claim to have maps of the invisible corridors, but they are almost
always woefully incomplete or bear significant inaccuracies.
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Underwater cities are
sometimes called oceia.

WHY GO INTO THE DEEP?

The passage of deep time suggests that in
the history of Earth (a billion years or more),
the landmasses have shifted dramatically.
What was once underwater is now dry land,
and vice versa, which means that explorers
are just as likely to find a remnant of the
past on the ocean floor as on the land. Even
if one presumes that there are ruins and
mysteries beneath the sea, why go there,
when there are ruins and mysteries on the
land, and those are easier to reach?

That's a question that might answer itself,
really. Every good explorer knows that you
want to go where others have not yet been.
The harder a potentially treasure-laden place
might be to reach, the more likely that its
treasures are still there.

Further, once you’ve overcome the
survival challenges (detailed more
extensively below), particularly using
numenera solutions that are often so
thorough and near-mystical that the
challenges are utterly negated, operating
underwater is really not as bad as it seems.
In other words, while you need a way to
breathe, and a way to survive the pressure
and the cold—and most people do not have

those things—once you do have them, you
should be relatively good to go.

It's possible to set up a campaign where
the PCs have no choice in the matter.
Characters kidnapped and brought to an
underwater location may not have to deal
with how they got there, but simply find
themselves in a submerged city or structure.
Perhaps they're captured as slaves or as
the subjects of study. Getting back to the
surface might be a big challenge, not only in
terms of physically traveling (and surviving
the trip) but also in finding the way, because
orientation deep underwater is nothing like
on the surface.

CREATURES OF THE DEEP

The creatures that live in the ocean far
outnumber those that live on the land. Fish,
crustaceans, mollusks, cnidarians, and
more dwell in the depths. This book does
not try to catalog them all. Rather, the GM
should feel free to stretch her imagination,
describing the most bizarre beasts she

can think of amid what are perhaps more
familiar fish and other sea creatures.
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A few thoughts to help shape the
underwater environment:

« True plants usually live near the

surface so they can get sun. However,
many marine animals (cnidarians, for
example) can be mistaken for plants by
the unknowing, and they can dwell at
almost any depth.

« Many marine animals are predatory, and

a great many of these are venomous.

« A creature’s size is not always a good

measure of the danger it poses.

« Most marine life will have no interest in
PC explorers (much like on the surface).
Nearer the surface, fish swim in large
schools and packs. Deeper, more
animals are solitary.

No matter how weird things are near the
surface, they're weirder the deeper you go.

SURVIVAL UNDERWATER

Underwater adventuring presents some real
challenges to explorers.

DROWNING
If explorers can’t breathe underwater, their
expedition is going to be remarkably short.
If a character has no access to air, he will
drown. After every three rounds with no air,
he moves one step down the damage track
until he is dead. There is no roll to make if it
is impossible to get to breathable air.
Characters in a situation where they are
able to struggle for air (drowning, but near
the surface) can make a Might defense roll
(probably difficulty 4) to get a lungful. If
successful, they reset the process, but any
steps moved down the damage track are
not reversed until they rest and breathe
easily. For example, if a drowning character
fails five Might defense rolls but makes
the sixth, he has moved one step down the
damage track but reset the process so that
he can fail three more Might defense rolls
before moving another step.

PRESSURE

Once a character doesn’t have to worry
about breathing, the real danger becomes
pressure. The deeper underwater you go,
the greater the pressure on your body.

At about 33 feet (10 m) below the surface,
sea water exerts twice the pressure on the
body as air at surface level. For ease, we'll
call the amount of pressure one feels on

the surface “1 atmosphere.” For every 33

or so feet (10 m) of depth in sea water,

the ambient pressure increases by an
additional 1 atmosphere. So at a depth of
99 feet (30 m), the ambient pressure is

4 atmospheres—one caused by Earth’s
atmosphere, plus one for each 33 feet (10
m) of depth. Similarly, the ambient pressure
297 feet (90 m) beneath the surface is 10
atmospheres.

For solid objects, this added pressure
is not much of a problem. It does affect
a living character with air-filled spaces in
her body like the mouth, ears, sinuses,
and lungs. Air reduces in volume when
under pressure and does not support those
spaces against the higher outer pressure.
At a depth of only 8 to 10 feet (2.5 to 3 m),
this can cause pain and even damage to
an unskilled, unprepared, or unprotected
character. Worse, gases in breathable air,
such as nitrogen and oxygen, become toxic
at higher pressures. The effects of such
things might be vomiting, hallucinations,
or unconsciousness, in addition to
straightforward bodily harm.

Without sophisticated technological
assistance, it's extremely unlikely that
characters can deal with this issue,
which is really a multitude of issues with
complicated mechanics. Suffice it to say
that spending time below a depth of about
50 to 100 feet (15 to 30 m) of water is
likely to move a breathing but otherwise
unprotected character one step down the
damage track after an hour or two. Below
that depth, the time likely becomes minutes
rather than hours.

OPERATING UNDERWATER

As anyone who has spent time in the ocean
knows, moving, fighting, seeing, and doing
anything else in the water is very different
(and potentially more difficult) than doing
those same things on land. Being in
shallow water can make it hard to move,
but it doesn’t affect combat. Being in deep
water can make things difficult, and being
underwater entirely can seem as different as
being on another world.

Deep Water: Being in water up to your
chest (or the equivalent thereof) hinders
your ability to attack. Attacks made in such
conditions are modified by one step in the
defender’s favor. Aquatic creatures ignore
this modifier.
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As an optional rule,

add a drowning
character’s Might Edge
to the number of rounds
between moves down the
damage track. Thus, a
character with a Might
Edge of 1 would move
down the damage track
every four rounds rather
than every three.

The effects of pressure
and how they relate to air
toxicity and other issues
are too complicated to
simulate realistically
without becoming
needlessly complex.

—
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Steadfast, page 136
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Rayskel Cays, Ninth
World Guidebook,
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Search Terms:
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City of Bridges,
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Underwater Melee Combat: For
nonaquatic creatures, being completely
underwater makes attacking very difficult.
Melee attacks with slashing or bashing
weapons are modified by two steps in the
defender’s favor. Attacks with stabbing
weapons are modified by one step in the
defender’s favor. Aquatic creatures ignore
the penalties for underwater melee combat.

Underwater Ranged Combat: As with
melee combat, nonaquatic creatures have
difficulty fighting underwater. Some ranged
attacks are impossible underwater—you
can't throw things, fire a bow or crossbow,
or use a blowgun. Attacks with weapons
that do work underwater are modified by
one step in the defender’s favor. Ranges
underwater are reduced by one category;
long-range weapons work only to short
range, and short-range weapons work only
to immediate range.

SENSES

Starting about 650 feet (200 m) deep, the
light is dim—about the same as twilight
above the surface. Once you get to a depth
of 3,300 feet (1,000 m), there’s no sunlight
at all. Murky water, of course, makes these
conditions worse. There is dim light at best
even in shallow murky water.

Sound travels well underwater, but it
quickly becomes distorted because it moves
much faster than in air. Even if a human
could breathe and speak underwater,
speaking intelligibly is almost impossible.
Two characters must be directly next to
each other to talk without some kind of
communication device. Further, characters
will find it almost impossible to determine
the direction of sound while underwater.
The difficulty of all perception tasks based
on hearing is increased by five steps.

COLD

Water conducts heat much better than
air does, which means that unprotected
characters in cold water will lose heat far
faster than in cold air. They take 2 or 3
points of ambient damage per round.

TRAVELING ACROSS THE
SURFACE OF THE WATER

Many expeditions into the deep first

involve traveling across the water’s surface,
probably on a sailing ship or boat. The
Steadfast ports offer a wide variety of sailing
craft options, but most are likely designed
to stay fairly close to the coasts. These ships
include sloops, cutters, cogs, and in some
places, caravels.

Larger craft, such as the massive triremes
of Chan'’s navy and similar vessels, voyage
well past the coasts, and even across the
familiar seas to places like the Rayskel Cays.

Dangers of such travel include, first and
foremost, the weather. Storms can send a
ship off course, damage sails, knock sailors
from the deck, or, in some cases, capsize
and sink the vessel. Worse, the Iron Wind
moves across the sea as well as the land.

Celestial navigation is used most often
by Ninth World sailors, but a few ships are
equipped with magnetic compasses, or
perhaps even more sophisticated numenera
devices.

Most craft are relatively fragile (level 3
or 4). A few have enhancements, however,
plated with advanced materials or outfitted
with prior-world weaponry, defenses, or
propulsion. These craft might be more like
level 6 or 7. Most craft in the open sea can
cross about 50 to 60 miles (8o to 100 km)
on a good day. This varies from ship to ship,
of course, and those with exotic propulsion
systems might achieve far greater speeds.
For example, something like the infamous
Seskii Spike, a ship sailing out of the City
of Bridges, has an air-suction system put
together out of ancient parts by a woman
named Tyresial. It is said to be able to cross
300 to 350 miles (480 to 560 km) in a day.

GETTING INTO THE DEEP

As hard as travel can be in much of the
Ninth World, traveling to an underwater
location is probably far more difficult.
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REGIONS OF THE DEEP
As the PCs descend into the depths, the light
fades quickly, moving from a backlit blue to
a blackness so stark that even the brightest
glowglobe can’t invade the gloom. Each level
is different and has its own set of challenges.
The Shallows: Close to the surface is what
is sometimes called the Sunlight Zone,
named because sunlight reaches it, and
plants and animals can use it. This layer
goes down to around 800 feet (240 m).
The Gloaming: Here, the light is fainter,
the pressure higher, and the number
of chlorophyll-based plants almost
nonexistent. The level is filled with creatures
that have adapted, either via natural
mutation or genetic modification, to low-
light living. Here, you will find creatures
that exist nowhere else in the world, like
the bioluminescent alieds, the squamous
sharkfin, and the black kalium. This layer
goes down to around 3,000 feet (1,000 m).
This is sometimes called the Twilight Zone.
The Deep Dark: This zone begins around
3,000 feet (1,000 m). Complications of
entering this layer include utter darkness,
intense water pressure, near-freezing
temperatures, and creatures that want to

NEARTHEISHORE

The Shallows /

Jybril

The Deep Dark

Y £ NNTT C

eat you. Most scholars of the Ninth World
consider this layer to be the deepest part of
the ocean, although they are wrong. The Deep
Dark is called the Midnight Zone by some.
The Abyssal: Between 13,000 and 20,000
feet (4,000 and 6,000 m) is the Abyssal.
This layer is, in fact, most of the ocean.
Life in the Abyssal is very strange, even by
Ninth World standards. In most places, this
is the area along the ocean floor. But there
are deeper places still. The darkest trenches
sink to 36,000 feet (11,000 m) or more.
Another way to look at this involves using
broader categories of distance from the
shore. In this sense, there are places close
to shore, those that are far out to sea, and
those in the unfathomable depths. These
descriptions are more conceptual than
based on precise distances. For example,
there could be a place relatively close to the
coastline that gets very deep, and a location
in such a place might still be considered in
the depths rather than close to shore. This is
because these three categories speak more
to a location’s general nature, remoteness,
and survivability than to its literal distance
from land. In theory, then, places in the
unfathomable depths are almost always

HELUNFATHOMABLERDEPTHS)

Stinging
Cloak

Morigo

Kaorund

The Abyssal

Glowglobe, page 82

Alied: level 1

Sharkfin: level 4,
perception in water as
level 5; Armor 2; bite
deals 6 points of damage

Black kalium: level 5,
Intellect defense tasks

as level 7; health 20;
makes up to four attacks
as a single action with
tentacles, each of which
also inflicts 3 points of
Intellect damage if the
struck target fails an
Intellect defense roll; uses
telekinesis at long range
to grab and move objects
and creatures it could
normally move

&
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Navigation to a

particular underwater site

can

be difficult without

precise navigational tools
because visibility can be

very limited.

Redfleets, page 167

Kaparin, page 167

harder to reach and more dangerous than
those close to shore or out to sea.

DIVING DOWN

To get to a particular undersea site, the
most likely means is simply crossing the
water’s surface to a position directly above
the site and then diving to it. Diving suits
or some kind of submersible are desirable,
obviously, to deal with the dangers involved
and the needs of the divers.

Sometimes the craft used to cross the
water’s surface remain in contact with the
divers, feeding them oxygen or power from
pumps and generators on board. More
often, the divers have complete autonomy,
although the craft holds its position as best
as it can for when they come back up.

UNDERWATER VEHICLES

The Redfleets of Kaparin use small
submersibles called submergines. A few
other, larger vehicles are known as well,
both those that move through the water

and those that crawl upon the ocean floor.
Explorers who use such vessels probably
have no surface craft at all, and their entire
trip is beneath the waves. These vehicles are
often slower than surface craft.

Submersibles seem like stealth craft to
people on the surface, but to those who are
already underwater, they are no such thing,
often being noisy and relatively large.

All underwater vehicles are considered
artifacts. They are prior-world creations,
or—in very rare cases—Ninth World replicas
of prior-world creations. The only widely
known exception is the submergines, which
were designed by a Redfleets founder, using
knowledge gleamed from the numenera.

SOLO SUBMERSIBLE

Level: 1d6 + 3

Form: An almost coffinlike vehicle

Effect: One human-sized occupant can
survive at any known depth, warm
and able to breathe, for up to a week
before the vessel needs to surface. The
submersible moves a long distance
underwater each round and can travel
up to 100 miles (160 km) in a day.

The submersible has a mechanical arm that
the pilot can control to interact with the
undersea world. Use the artifact’s level,
not the pilot’s level, to determine what
the arm can accomplish.

Depletion: 1-2 in 1d100 (check each day)
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What's down there? Ancient ruins? Gods? Secrets? Treasures? The answer might be
yes to all of these things.

SUBMARINE

Level: 1d6 + 4

Form: A lozenge-like cylinder (more or less)
100 feet long and 20 feet across (30 by
6 m)

Effect: Despite the standard “form,” these
large vehicles come in numerous
shapes and configurations. Many have
a bulbous chamber at one end or the
other with extensive viewports.

Regardless of appearance, submarines
normally require a crew of at least ten,
and they work best with double that
number. They can also carry as many as
thirty more people or a lot of cargo.

Submarines fire underwater torpedoes up
to 1 mile (1.5 km) that explode in a long
radius and inflict the submarine’s level
in damage. A submarine has 1d10 + 4
such torpedoes.

A submarine moves a long distance
underwater each round and can travel
up to 200 miles (320 km) in a day.

Depletion: 1 in 1d100 (check each day)

SUBMERGINE

Level: 1d6 + 2

Form: A transparent cylinder (more or less)
5o feet long and 10 feet across (15 by 3
m)

Effect: Submergines are clearsynth bioships
that can safely dive up to 5 miles (8
km) beneath the ocean’s surface and
stay there for up to six years. A creature
ensconced within a ship’s hull provides
food and fresh water and recycles
contaminants. The clearsynth allows
the crew of five to fifteen human-
sized people to see in every direction.
Submergines of level 5 or higher have
lights (including spotlights) and viewers
that magnify and penetrate murky
water, plus camouflage built into the
transparent hull.

A submergine moves a long distance
underwater each round and can travel
up to 200 miles (320 km) in a day.

Depletion: 1 in 1d100 (check each day)




TELEPORTATION AND PORTALS
Some underwater locales are connected
to each other or to surface locations via
gateways allowing instantaneous travel.
Some of these, even on the surface, are
underwater—in a pool or something
similar—to ease the transition. If not, or
if some means of teleportation is used to
get to an underwater locale, the traveler
should be prepared to instantly deal with
the pressure, the temperature, and the lack
of air, or the trip will be short, painful, and

ugly.

THE INVISIBLE CORRIDORS
Threading their way through the ocean

are tunnels made of water. These tunnels,
called the invisible corridors, were created
long before anyone can remember

and are maintained by forces beyond
comprehension. The corridors range from
15 to 20 feet (5to 6 m) across and stretch
for thousands of miles, bending and
branching in what seem like almost random
patterns: a three-dimensional maze within
the sea. The water inside the corridors is
highly oxygenated—so much so that an

air breather can safely breathe the water.
Water-breathing creatures can adapt to
these conditions, but the strange liquid
sometimes causes them to act erratically—
sometimes energetically, sometimes
lethargically.

Perhaps just as remarkable, the water
within the corridors is always at a pleasant
temperature, and there are no dangers from
pressure. Some have compared swimming
or floating within the invisible corridors
to being near the surface, but in truth it is
more like being able to float in the air.

The invisible corridors can sometimes
be seen from the outside or the inside,
particularly in the Gloaming or the Deep
Dark, because one will find creatures
moving about the tunnels that would
normally be found only in the Shallows. Not
surprisingly, these creatures are very adept
at sensing the edges of the corridors and
keep from passing through them if it would
be dangerous to do so. Strangely, even
plants that require the sun can live in utter
darkness within the corridors.

There is no barrier for a physical object
or creature passing into or out of one of
the invisible corridors, although there is an
obvious transition. A character on the inside
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who is not ready for the nonbreathable
water, the temperature, or the pressure on
the outside could instantly die when leaving
the confines of a corridor.

Because the tunnels are so extensive,
explorers from the surface can use
these “underwater highways” to travel
comfortably. The corridors don’t go
everywhere, or even most places, but they
do pass close to many major sites (although
the route is likely quite circuitous). Perhaps
the sites were established in places where
they would be close to a corridor. Who
knows which came first?

Some explorers claim to have maps
of the invisible corridors, but they are
almost always woefully incomplete or bear
significant inaccuracies.

EQUIPMENT FOR
UNDERWATER
EXPLORATIONS

Many characters will obtain cyphers or
artifacts to help them survive and operate
underwater, but in coastal areas, one can
sometimes find equipment devised by
the locals that will serve as well. Using
gleaned bits of knowledge or observations

of how prior-world magic operates, crafters,
inventors, Aeon Priests, and others who are
just extremely motivated have developed
ways to fashion items out of materials at
hand.

For purposes of the tables on the
next page, “Equipment” items are fairly
common, and “Special Equipment” items
are much more rare—the products of
particularly astute numenera tinkerers.
Some equipment and all special equipment
is local. That is to say, just because one can
find a pressure pill in the City of Bridges
doesn’t mean the same is true in Ledon or a
fishing village in between.

Some of this equipment can also
be found in underwater cities and
communities. Many such places have their
own currencies (shins are uncommon) but
also use a type of common trade currency
called abadis. An abadis is a pearlescent
lozenge about the size of a small nut. It is
the secretion of a rare type of anemone,
gathered by underwater explorers. Each
abadis is worth roughly 2 or 3 shins.
Webbing, which costs 8 shins on the
surface, would cost about 3 abadis in an
underwater setting.
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Breathing water is a
strange and even painful
experience for an air-
breather at first, as she
must allow her lungs to
fill with water. When she
moves back into an air-
filled medium, she must
expel all the water in her
lungs, usually through
vomiting.




ltem Cost
Lead shoes 2 shins
Waterbag 2 shins
Waterbreather 20 shins
(external)
Waterbreather 30 shins
(internal)

' Webbing 8 shins

ltem
Diving bubble

Diving bubble tube
and ventilator

Fish eyes

Pressure pill

Spraybreather

Vocal focus

Cost

100 shins

5 shins

20 shins

5 shins

5o shins

25 shins

@ EQUIPMENT — ==

Notes

Weighted boots that slow movement to half
but allow underwater walking.

Fits over an explorer’s pack (or items of an
equivalent size) and makes it waterproof and
slightly more hydrodynamic.

Creates a seal over your mouth and filters
the oxygen out of the water to make it
breathable for ten hours.

Injection that shoots a rice-sized device
into your neck. After 30 minutes, the device
opens, creating an internal filtration system
that allows you to breathe water. Lasts for
five hours.

Small bottle of material sprayed between
your fingers to create webbing. Lasts for one
hour and doubles swim speed.

SPECIAL EQUIPMENT — ===

Notes

Small round bubble converts water into
breathable air for up to five people who are
connected to it via a 50-foot (15 m) long
retractable tube and ventilator. Protects from
all pressure dangers as well. Each person
must have his own tube and ventilator.

Pair of anti-fog, pressure-sensitive goggles to
enhance underwater vision (turns darkness
conditions into dim light conditions) and
protect eyes. Requires ambient light to
operate.

Protects the imbiber from all pressure
dangers for 28 hours.

Tiny canister sprays an opaque gelatin

that forms around your head and creates a
permeable oxygen barrier, filtering breathable
air from the water. Doesn’t work above water.
Lasts for 28 hours.

Allows you to speak and be heard and
understood at up to long range underwater.
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Item Cost Type Notes

Cawold 5 shins Heavy weapon Similar to a greataxe; designed for great
hydrodynamics and swifter movement in water.

QOC

Elbow harpoon 8 shins Medium weapon  Short-range propelled harpoon for underwater
combat; returns to you through a cable-retrieval
system.

Fin piercer 1 shin Light weapon Dual-edged piercing weapon made of metal,

1.5 feet (50 cm) long. Designed for speed
underwater, but feels off-balanced when used
on land.

Narbos 5 shins Light weapon Bottle of liquid metal that you paint onto your
nails; the material hardens into pointed claws
that inflict 2 points of slashing damage (or 3
points if you paint and use both hands). One
bottle is enough to paint twelve nails, which
stay on until clipped or broken off.

Sonar stream 5o shins ~ Medium weapon  Projectile weapon that shoots a long-range
sonar pulse that inflicts Intellect damage. The
stream is pinpointed, so you must be able to
see your target to aim and hit it. Works only
when immersed in liquid. Shoots ten times and
takes one hour to recharge.

Supercavitation 10 shins ~ Medium weapon  Shoots high-velocity liquid projectiles that use
bubbler cavitation bubbles to aim true and reach long
distance.

5 liquid projectiles 1 shin

@ ARMOR —— ————

Item Cost Notes

Bubblewrap 20 shins Offers buoyancy and pressure protection, as well as heat
and cold protection for five hours. Does not provide
Armor but can be worn over light armor.

Cool skin 25 shins Provides +3 to Armor against heat. Disintegrates
after about a week.

Dive suit 50 shins Offers buoyancy and pressure protection, as well
as heat and cold protection for five hours. Treated
as heavy armor in all respects (and thus cannot
be worn with other armor).

Scaled skin 50 shins Light armor that provides protection from pressure
dangers and doubles swim speed.

Warm skin 25 shins Provides +3 to Armor against cold. Disintegrates after
about a week.
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GMinG UNDER THE SEA

Although your instinct while running the
underwater portions of an adventure might
be to make everything more difficult and
complicated for the PCs, that’s not really

the spirit of Numenera. Sure, you could
increase the difficulty of every movement
and encounter by one or two steps to make
everything harder, but that kind of gaming
experience can quickly get frustrating and
boring for everyone involved. Further, if going
into the deep means everything just becomes
far more cumbersome and difficult, no one
will want to play.

Instead of thinking of underwater
adventures as more difficult than land
adventures, try considering the ways in
which underwater combat is different,
especially in terms of flavor and story.

The goal shouldn’t be to make the players
fight harder, but to make them fight smarter.
In the sea, working together to come up with
innovative solutions is almost always better
than attacking with more vigor—and will
likely result in more interesting dynamics.

Some thoughts about making water
adventures more interesting instead of just
more difficult:

« Water makes it difficult to hear and

communicate. What devices, powers, or
other solutions could the PCs put into
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place to communicate with each other
more easily through the water?

Visibility is likely to be limited. What dark
creatures can come charging from the
shadows, and how can the PCs prepare
for that?

Cyphers, artifacts, and mechanized
weapons react differently in water. Some
won't work. Others will work better.

And still others might respond entirely
differently than the PCs expect.

Many deep sea creatures have never
seen a human before and may not react
as expected. They may follow the PCs
for a while, trying to figure the humans
out. On the other hand, they may decide
that these swimming forms are food and
attack without warning.

Play up the weird. What's down there,
and what does it look, sound, or feel
like? Do a little research on the bizarre
and scary creatures that exist in our
modern-day ocean, and then increase
the WTF factor tenfold.

Underwater is a great place to use GM
intrusions. Perhaps an unexpected current
moves a PC a short distance away, a
school of fish swarms around a character
and blinds her for one round, or whatever
breathing apparatus the PC is using
becomes clogged.
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Sailors have reported

hearing the island’s call
from as far away as 3
miles (5 km). At that

distance, the song is

barely audible and seems

fairly innocuous.

To those caught by
the song, the waters

around the island appear
deep crimson. Those
unaffected can't see the

change in color.

Works Miracles,
page 75

CHAPTER 1

THE ISLAND OF
UNDOING

GM SUMMARY

The Island of Undoing is a large metal
island located in the Sea of Secrets, 250
miles (400 km) northwest of the Island
of the Last Migration. During the day, the
island’s shape is reminiscent of a metallic
flower laid flat upon the water. At night, the
island’s petal-like structures fold up to form
a tightly sealed bud in the very center.

Something on (or in) the island creates
a noise that beckons to passersby, making
them want to get to the island at all costs.
Once someone sets foot upon the unusual
metal shores, they discover that the island
slowly leaches their health each night. On
top of that, warring groups of humans and
hostile creatures roam the land.

Despite all of the dangers, there are great
treasures to be found here for those willing
and able to overcome the odds.

WELCOME TO THE
ISLAND OF UNDOING

In the dark of night, the grind of metal
against metal inside the water. The hollow
thunk of two boulders being smashed
beneath the waves. The low squeal of wires
flowing over with water. Repeated over and

over until they mash together into a song
that is impossible to ignore.

To those nearby, the sound of the island
is the sound of a siren’s call, metallic and
melodious. The first whisper from a new
lover. The final death rattle of an old enemy.
The lullaby of a parent long dead.

The Island of Undoing isn't alive, but it
certainly sounds that way to those within
hearing distance. The metallic island’s long,
echoing song is hard to resist. The theories
are many. That the ghosts of past and
present selves walk the island’s glass and
metal shores, haunted by their own failings.
That every morning an ancient monster
among the machinery unspools, tangling
itself in the thoughts and fears of those
within reach, and then builds irresistible
songs from those fragments. That the island
itself is the predator, a trap built long ago to
lure beings that no longer exist within this
world.

Whatever the purpose or plan, the
island’s call is nearly irresistible to those
within its nearby waters. Vessel captains
on course for farther seas suddenly find
themselves turning toward a length of red
and grey upon the water. Those with access
to the ship railing find themselves jumping

o
Because of the island’s constant and inexplicable draining of health from those
nearby, living creatures lose 2 points of Might per night while on the island. This loss
cannot be regained by regular healing or recovery rolls until the character is at least
a long distance away from the island. Characters can be healed by devices, including
cyphers and artifacts, or by special powers, such as someone with the Works Miracles
focus. Many of the inhabitants are skilled at making healing devices that counteract
the island’s health drain. All other inhabitants have a way to shield themselves or
counteract the drain.
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overboard in the reddish-tinged water
around the shores. Most never make it;

the plentiful food source has also created a
plethora of daytime predators that circle the
waters, always on the lookout for the next to
fall prey to the island’s call.

Those who become entangled in the
auditory net and set foot upon the island
during the day may be surprised to discover
that nothing more dangerous than flora and
fauna awaits them. (And while these elements
are certainly dangerous, they are less so than
one might expect given the way in which the
island beckoned the visitors ashore.)

As night falls, however, visitors quickly
discover the island’s true threat: during the
dark hours, it draws the energy of living
things to power its mechanisms. The song
ceases as the light fades, rendering the
nights so quiet and still that every shift,
every step, every dying breath can be heard
for miles. As it grows fully dark, the island
closes up like a flower, creating a seemingly
safe space within its core—albeit one that’s
almost impossible to leave.

Still, despite the dangers, the Island
of Undoing offers much in the way of
discovery, fortune, and opportunity for
those who seek it. The entire island appears

LAND OF UNDOING

to be a giant machine, full of hollows and
hills ripe for excavation. The shores are
strewn with wrecked ships, and the island’s
core is filled with the abandoned camps of
those who were caught too long in its trap.

USING THE ISLAND

OF UNDOING

The GM can provide a number of hooks

to bring the Island of Undoing into a

campaign, including the following.

« The characters are on their way to
somewhere else when they or the
captain of their vessel are snagged by
the island’s call.

« The characters’ vessel rescues a
survivor of an echk raid. He tells the
story of the attack on his ship and
asks the PCs to help him seek revenge
for the loss of his family.

« On their travels, the characters meet
a Sarracenian named Rous Tordar,
who desperately wants a special
plant called a delnato creepvine
that’s rumored to grow only in Callay
Garden. Tordar will pay handsomely to
get a living plant or two in his hands.
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The island’s call causes
humans and other
creatures to want to draw
closer and closer. When
characters come within
sight or 1 mile (1.5 km),
whichever comes first,
they must succeed on

a difficulty 6 Intellect
defense roll to resist.

Echk, page 23

For whatever reason,
those with extensive
mutations sometimes
find themselves nearly
immune to the pull, even
when they are very close
to shore. Those with
more than one mutation
have an asset in resisting
the call.

Sarracenian,
page 226




Ziwoh the Redfin: level
4; Armor 2

Sewn lightning looks like
a very stretchy thread
made of crackling blue
light. If you pull pieces of
it apart slowly enough, it
eventually splits into two
threads. You can do this
endlessly, as the original
thread never seems to
diminish. Sewing the
thread through fabric
requires a needle made of
bone or stone. Touching
the thread to metal

of any kind “kills” the
thread, causing it to
dissolve into ash.

Mutation table,
page 128

Face dancing,
page 125

Banurno: level 4,
leadership and tasks
regarding knowledge of
the island as level 5

Gate guard: evel 3

Jagged Dream,
page 224

Sense numenera,
page 125

Burdler: level 4; level 5 in
sensing numenera

Carril: level 3

Myph and Matese:
level 3, constructing
devices as level 5

GETTING TO THE
ISLAND OF UNDOING

In most cases, the Island of Undoing gets
to you, rather than the other way around.
Once you're within its grasp, the island all
but ensures that you will find your way to it.

Getting there from any civilization
requires sturdy water or sky transportation,
and the journey is long. While it seems
prudent to arrive at night to avoid the song,
that's when the island is locked tight, the
walls of the closed bud rising more than
200 feet (60 m).

One sea captain, a double-headed mutant
named Ziwoh the Redfin, runs a regular
ship from various places on land to the
Island of Undoing, taking on passengers
for the low, low price of 5 shins. Of course,
once you're already under way, he gently
suggests that you might also want to
purchase your own set of his specially
crafted sound dampers for 20 shins each to
ensure that you don’t jump overboard and
drown—or worse—at the island’s first call.
He also offers a serum that gives you two or
more random mutations for a week. A drop
of the serum costs 30 shins.

DELORMI: THE CITY AT
THE CENTER

At the center of the island is Delormi.
Sometimes called the City at the Center,
Delormi is actually more of a village,
boasting around five hundred people. When
the island closes up at night, the city is
smack in the center of the metal “bloom.”

Run by a face-dancing mutant named
Banurno, the village is composed mostly of
those who were sucked in by the island and
found a way to survive there. Banurno is a
good leader, able to keep people from panic
and skilled at finding ways for everyone to
use their talents to help improve the village.
If you spend enough time with him, he
might let on that he is a former member of
a cult called the Jagged Dream.

Burdler, Banurno’s second in command,
is also a mutant, one with the ability to
sense numenera. Short and extremely thin,
Burdler spends much of her time fitting into
tiny crevices to retrieve things her mutant
abilities have pointed her toward.

The twin sisters Myph and Matese are
likely the reason that the town and its
people are able to persist. These two look

identical with their shorn heads, magenta-
dyed clothing, and tool-gloves. Working
together, they can turn almost anything

into a healing device of some capacity.

Their specialty is garnet tea, an oily red
liquid full of nanites that you suck from

a special device. The tea and the device

cost 10 shins. Refills cost 2 shins. The tea
restores 2 points of Might each day for three
consecutive days.

THE TOWER OF LIFE

One of the main features of Delormi is a

tall, thin machine. It rises nearly 25 feet (8

m) into the sky and is about g feet (1.5 m)
square. It seems to be built mostly of fabric,
but strands of blue lightning run between the
bits of fabric, as if they sew the bits together.

The tower seems as old as the island,
and no one remembers being here before it
was built. It does appear to draw people to
it; when Banurno first arrived here, people
were already living around it.

The machine thumps quietly during the
night, shaking the ground around it violently
for about 100 feet (30 m) out. Those who
are within the area of the vibrations for the
entire night are not affected by the island’s
vampiric quality. For this reason, many
inhabitants fight over their “vibe rights,”
attempting to ensure that they and their
family are within the machine’s radius,
despite the vibrating ground.

Most houses are also built from the fabric
and sewn lightning. They are similar to the
configuration of the tower, but not exactly the
same. The houses do not prevent the loss of
health, although many people have tried to
replicate the machine’s powers with them.

A large metal wall around the village
keeps the island’s many creatures from
attacking. It's topped with bits of metal
cut into points. The only gate is constantly
watched by two guards at any given time.
No one is allowed into Delormi unless they
bring an offering, typically a piece of the
island or an item that might be used to
create a healing or protective device.

CARRILS

Recently, a small cult of worshippers formed
just outside the village walls. These Carrils,
as they call themselves, have come to
believe that the island is the voice of their
true god. They believe that it asks for a
small bit of their health as their penance for
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past wrongdoings and as a show of their
faith. Most believe that when their god has
taken all it can from them, they will be lifted
into the farthest edges of the petals when it
closes and remain there forever.

A few of the group members originally
lived in Delormi, but the vast majority were
part of a crew on a ship that wrecked here a
few years ago. The ship had set sail from a
port town in the Steadfast called Glavis to
spread the gospel of their gods, Relia and
Bianes, to the world. The wreck, and the
death of many of the crew, caused most of
the survivors to lose faith. When Tiass, the
current leader of the Carrils, found them,
they were eager to believe in a new and
more present deity.

Tiass, a fiercely strong redhead who
refuses to talk about her life before the
island, is trying to find a way through
Delormi's metal wall and destroy the
machine inside. The island has told Tiass
that the machine, and those who live within
its protection, are blasphemers.

FLORA AND FAUNA

The majority of creatures that thrive on the
island either have the ability to constantly
regenerate their health or have good

shields against the constant draw. The land
is mostly various types of solid metal or
metal covered in drit. There are occasional
hollows where enough sand and soil have
settled to make it look like ground. One
such place is Callay Garden, on the northern
section of the island.

Most plants on the island take the form of
multicolored molds that cover the vertical
surfaces, orange-hued rust plants that
suck their nutrients from the rotting metal,
and flylay, a tufted plant that grows on the
backs of many of the island’s larger-shelled
insects. The flylays in particular are useful,
as each contains a small bulb of fresh water
at its center.

ANGUSKS

Angusks are giant lizardlike creatures with
four prehensile limbs and a large snout
filled with multiple rows of teeth. Although
they walk on only four legs, they typically
have up to twelve smaller legs in various
stages of growth. The lizards have evolved
so that when the island pulls its energy from
them, they are able to guide that leaching

toward one of their legs. After a few nights,
that leg withers and falls off, and a new one
begins to grow. The following night, the
island begins to draw from another leg.

CEPHALEEN SPIDERS

Cephaleen spiders, sometimes called god’s
assassins, are meat-eating spiders covered
in golden-yellow hair. They can grow as
large a small seskii. The spiders each have a
purple marking on their abdomen,; although
it seems as if no two are alike, it’s difficult to
know for certain, as cephaleen spiders are
exceptionally hard to kill.

They have two sets of fangs on the top
of their mouth, so their bite leaves four
perfectly lined-up puncture marks. After 28
hours, the skin around the bite swells and
turns purple in a pattern that matches the
one on the spider’s abdomen.

Rather than build webs and wait for prey,
cephaleen spiders spin out their webs as
lassos, chasing down and catching prey on
the run. Each round, they can run a short
distance and throw their lasso web. They
have a biomechanical heart that restores
up to 1 point of the spider’s health per
minute—more than enough to compensate
for the island’s effect.

ZUNAK

Known just as them by most people who
actually talk about them, these abhumans live
in the crevices and crannies of the island. They
are heterogeneous, but most have flat, almost
featureless faces and some type of tail.

Wildly bloodthirsty, zunak relish in
hunting and killing for the sport of it.
Typically traveling in groups of four or five,
they sometimes join forces and hunt in
packs as large as twenty. Their hunting cries
are a complicated series of chilling call-and-
response whistles and growls that carry for
long distances across the island.

Zunak seem to have developed a
tolerance for cephaleen spider poison and
often build their camps close to the hairy
creatures’ nests. Not only do they roast
and eat the spiders for sustenance, but
many of their weapons are crafted from
scavenged webbing. Bows, snares, and nets
are sometimes used, but the most common
weapon is a web flail: a long bit of web with
something heavy and spiked attached to
the end of it. Zunak also use the webbing to
create clothing and bags.
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Steadfast, page 136
Glavis, page 168

Relia and Bianes,
page 168

Seskii, page 258

Tiass: level 5

Cephaleen spider: level
6; Armor 2; regains 1
point of lost health per
minute; uses a level 6
lasso web to snag prey;
venom is a level 4 poison
that inflicts 4 points

of damage every hour
until the victim makes a
successful Might defense
roll, checking each hour

Those who have the good
fortune to kill a cephaleen
spider, or come upon the
body of a dead one, can
scavenge up to 100 feet
(30 m) of strong, sticky
webbing from inside the
corpse. The webbing
provides an asset to all
tasks related to climbing.

Poison, page 95

Zunak: level 4; Armor 1

Callay Garden, page 23

Angusk: level 3; Armor
2; bite does 3 points of
damage

Carrils call zunak the
felled, believing the
abhumans were once
their god’s favored
messengers but have
fallen from grace. Truly
devout Carrils spend
many an evening
attempting to understand
and transcribe the
howled “messages” of the
hunting creatures.




Large round door: level 9

Long-winged bat: level 2;
echolocation cry releases
a fiery blast that can
quickly set flammable
materials alight

Blind canine: level 4; bite
and claw do 4 points of
damage

Dirshmouse: level 1

Unlike other living things, zunak don’t
seem to be affected by the island’s health-
draining nature, due to either a natural
resistance or a created protection.

PLACES TO EXPLORE
BENEATH

A number of large round doors, each
about 6 feet (2 m) across, dot the island’s
landscape, suggesting that something

lies beneath the metal. The doors have no
visible handles or obvious locks, but upon
each is inscribed three symbols. They look
like the symbols found on the stomachs of
the cephaleen spiders.

Anyone who's been bitten by a spider and
whose bite mark has turned into one of the
symbols on a door can open the locking
mechanism just by pressing her flesh to the
indents of the matching inscription.

On the other side of the doors are long,
square tunnels with metallic walls, ceilings,

and roofs, about 20 feet (6 m) on each side.

The tunnels seem mostly undisturbed and
largely unexplored. They open into rooms
of a variety of sizes and shapes, and seem
to go on endlessly. It's very easy to get lost,

and the most obvious sign that anyone has
been there before is the occasional long-
decaying skeleton or abandoned belonging.

A number of creatures make their homes
in the dark winding of the Beneath, possibly
because there is no health drain here. The
occasional creature from above finds its way
down through some unknown opening, but
either it doesn’t stay long or it gets lost in
the tunnels, where it wanders until it dies.

Long-winged bats swoop through the
shadows by the dozens. They’re insect
eaters and not aggressive, but their blazing
exhale risks lighting hair and clothing on
fire. Those who watch closely might be able
to tell that the bats use their spew of fire for
directional guidance. A confused or lost bat
is a true danger, as it's likely to set a room
ablaze trying to find its way out.

Blind canines travel the halls in packs
of three or four, hunting the skittering
dirshmice and the long-winged bats. The
canines are pitch black and nearly silent.
Because they are used to hunting their prey
from beneath, they can slink almost flat
to the ground while moving at surprising
speeds and then spring upward to grab
their prey in their paws or jaws. They're
sometimes called shadow dogs, although if
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there is any light at all, their four large white
eyes give off an eerie reflection.

Automatons the size and shape of
tumbleweeds, sometimes known as
tumbletons, are also common. They zip
along the corridors as though they have a
purpose and place. Following one, however,
often turns out to be a dangerous wild
goose chase as they turn back on their
trails, disappear and reappear, and release
chemical clouds in their wake. A “dead”
tumbleton can be carefully broken apart
to reveal interesting and often usable
mechanisms inside.

The hallways are filled with the constant
sound of running water, but the air is dry. It
is entirely possible—likely, even—that dying
from thirst is just as large a risk as that from
the creatures that dwell in the dark.

CALLAY GARDEN

On the northern side of the island is a cliff
just offshore where the giant red ormvora
whales beach themselves to die. No one
knows why—perhaps they too heed the call
of the island, possibly as part of a unique
mating ritual, or maybe some deeper, more
ancient relic guides their way—but each
year, hundreds of whales throw themselves
upon the shore and then wiggle their giant
bodies, snakelike, until they reach the edge
of the cliff, where their weight and gravity
cause them to plummet off.

The hollow beneath the cliff is so riddled
with whale carcasses that a giant garden
has grown up. One of the few places on
the island where plants thrive, Callay
Garden has become a sacred place for
many islanders. The stark contrast of the
surrounding steel against so much vibrant
green makes it almost hard on the eyes.

Not surprisingly, it's much harder on the
nose. The stench—and the possibility of being
crushed by a falling whale—keep people away
unless they must approach out of necessity.
However, the prospect of fresh edibles entices
even the most sensitive of noses. Botanists,
Sarracenians, and other experts with a focus
on plant life will find plenty here to keep them
interested, including the rare predilict plant,
the so-called crocodile cactus, and the ever-
bearing rodimo fruits.

Predators, too, appreciate the garden,
although for entirely different reasons. The
stink of rotting meat and fat draws them
from all over the island.

The stomachs of the fallen whales are
filled with treasures they’ve accidentally
ingested from the sea. A man named Sayir
has built an enterprise at the outer edge
of the garden, selling equipment, treasure,
and other useful items he’s harvested from
the whales. His prices are quite high, and
everything smells like the inside of a dead
whale, but his offerings are often unique.

DEATH COVE

Tucked into a small cove near Callay Garden
is an odd structure—a half-island, half-
stationary ship that rests on the water.
Upon it, towers of warped metal rise from
blue-lit bottoms, each one ending in a
thistle-shaped roof. The creatures that live
here are humanoid and look like humans,
but one would be hard-pressed to call them
such, for they left their humanity behind
long ago. Not abhumans except in their
own brutal minds, the echk rob, steal, cheat,
and plunder without remorse.

Nearly a hundred echk, dressed in heavy
bone and metal armor, call Death Cove
home. It's impossible to tell their gender,
true size, or much of anything else about
them, as their armor covers them from
head to toe. Even their faces are hidden
behind skeletal masks. They carry stolen
weapons that they've often upgraded—not
to be more deadly, but to be more painful,
gruesome, or menacing. Fast deaths are not
their preference, although death of any kind
is reason for rejoicing.

Those who've traveled the world enough
to run across other pirates, such as the
Jaekels of Aras Island, might find the
similarities remarkable, as both groups
favor simple but brutal weapons, paint
their skin in symbols from the blood of
their prey, and place great value on bodily
experimentation. However, that is where
the similarities end. The bloodthirsty nature
of the echk is so rampant and furious
that it makes the Jaekels seem downright
restrained by comparison. The echk have
been known to take out entire ships full of
passengers and crew on one of their raiding
parties, just because they could.

These parties attack in groups of a
dozen, riding on water striders. These
long motorized boards can carry up to
three people and are fast, silent and easily
maneuverable.
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Tumbleton: level 4;
releases a cloud of
chemicals that does

2 points of Intellect
damage to everyone in
short range

Sayir: level 3; bargaining,
scavenging, and haggling

as level 4

Echk: level 5, all tasks
related to being in or

on the water as level 6;
Armor 4; medium ranged
weapon that is modified
to have one effect in
addition to damage when
used by a knowledgeable
echk. Roll 1d6 for each
weapon’s effect.

1-2  Fear force (causes
victim to flee for one
round on a failed
Intellect defense roll)

3-4 Blind ray (causes
victim to go blind for
one round on a failed

Might defense roll)

5-6  Brain blaster (victim
suffers 1 point of
Intellect damage and
cannot take actions for
one round on a failed

Intellect defense roll)

Ormvora whales have
large bioluminescent
teeth that grow up to 20
feet (6 m) in length.

Ormvora: level 8; Armor 3

Jaekels, page 169

Sarracenians, page 226

Eating the predilict plant
raw provides an asset to
mental powers such as
telepathy for one hour.
Eating it boiled is not
recommended.

Rodimo fruits are small,
round, and spiked. They
glow similarly to ormvoras’
teeth, but with a slightly
paler light.

Water strider: level 5;
cover 100 feet in one
round




Echk steal anything they can get their
hands on, except people—people they just
kill. The echk have very little use for other
humans, unless they are convinced that a
particular person is of great value to them
for the knowledge or experience. “Dagger
in, blood out!” is a common echk battle cry.

The one saving grace to anyone running
from the echk: the cruel humanoids will not
put foot on dry land, other than their own
island. In fact, they seem almost fearful of
land and the creatures it contains.

There are many rumors of the echk,
told and retold by sailors and others who
spend their lives upon the seas. That the

echk towers are filled with unnecessary
treasures and junk and everything else
they’ve stolen, the objects piled so high
and deep that it’s hard for the echk to live
in the remaining space. That a giant silver
water snake guards their hoard of treasures
and commands the echk to do its brutal
bidding. That under the bright light of the
new moon, the echk turn into giant silver
snakes themselves and course across the
water toward unsuspecting sailors.

Who knows what of the echk is true, and
what is fable? Only those who've been face
to face with an echk’s brutal blade can say.
And they don’t survive to tell.

THE ISLAND OF UNDOING
HEARSAY

Antivenom: A Carril was recently bitten

by a cephaleen spider. He believes that
because he’s not dying the proper way,

he has fallen out of his god'’s favor, so he
seeks to forestall his death. He says he
can make a large amount of antivenom—
enough to share—from a red sea star that
is harvested just off shore.

Shipwreck: A large ship has crashed on
the west side of the island. A group from
Delormi is heading to check it out. Half
of them want to save any survivors. The
other half want to loot and pillage the
wrecked vessel, survivors be damned.

THE WEIRD OF THE ISLAND OF
UNDOING

Cold Reception: Along the southeastern
shore, a large block of what appears to be
extremely durable and strong ice recently
washed ashore. Anyone who attempts to
break it or move it develops a sheen of
frost over his skin for 28 hours.

Yesterday’s Sorrow: At twilight of some
evenings, a shimmering yellow arc
appears in the sky. Golden drops fall from
it. Anyone touched by a drop is suddenly
overcome by intense sadness for a
previous crime, loss, or tragedy.




JROWNED CITY OF CLE

CHAPTER 2

THE DROWNED CITY
OF CLE

Cle is a prior-world city that met its end

in a self-triggered cataclysm that sunk it.
Portions of the city remain in brooding,
water-filled silence. A handful of new
explorers arrive every year, thanks to rumors
of immortality-granting artifacts located in
drowned city vaults.

GM SUMMARY

A previously extinct race of creatures
dubbed cleoids are using “tainted” devices
to resurrect themselves in Cle. Tainted
artifacts and cyphers found in the city can
transform unwitting explorers into freshly
awakened cleoids, in both body and mind.
Newly awakened cleoids recall the ancient
genocide visited upon their race in a prior
world. Now in the Ninth World, cleoids seek
to renew themselves by transforming ever
more victims into cleoids. When enough
cleoids have awakened, they will likely
spread out from Cle. But for now, the threat
of this powerful race of creatures remains in
the drowned city.

CLE BACKGROUND

An Aeon Priest named Darnet found Cle.
Darnet and his exploration team discovered
that disturbingly appalling creatures lurked
in the ruined, partly drowned chambers.
On the other hand, they also discovered

a trove of cyphers and artifacts that had
miraculous life-sustaining abilities. (It was
rumors of such treasures circulating around
the Steadfast that brought Darnet in the
first place, though those rumors failed to
mention the guardian entities, which he
called “cleoids.”)

CLEOIDS

Cleoids are extinct, but their influence
lurks in certain tainted cyphers and
artifacts. Creatures who find and use
these compromised objects are gradually
transformed into shelled monsters with
mental abilities of ferocious strength, unless
they're strong enough to resist the change.
Remembering the genocide that brought
them low, newly born cleoids want revenge
against all things. But first, they need to
renew their race by any and all means.

USING THE DROWNED CITY

OF CLE

The GM can use Cle in a campaign

in several ways to engage character
interest or attachment, including the
following hooks.

« The PCs are tracking down Darnet
because his wife died after a long
illness in the village of Halfstar, and
they volunteered to be the messengers
of the sad news.

Rumors of the wondrous artifacts and
cyphers that prolong life, renew vigor,
and even render a regular character
into an immortal being have reached
the PCs.

The PCs uncover an old map (an oddity
that projects a map onto a nearby
surface) that shows the location of
what could be a prior-world city just off
the coast, suggesting that something
valuable could be under the waves.
The PCs find themselves in Cle by
accident. The only way to get out

of the city is to explore it, looking

for exits and dealing with whatever
threats materialize.
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Cle pronunciation: clay

Cleoid, page 27

“Drowned” cities once
thrived above the water
before rising seas sucked
them beneath merciless
waves. Such sites are
further buried in sand,
mud, and the detritus
of yet older ruined
structures.

Aeon Priest,
page 269

Darnet: level 5, defends
and resists mental effects
as level 6




Cleoids have partly translucent spiral
shells, spiny water wings, a whipping tail,
and a hideous face whose eyes glow with
mental supremacy.

TAINTED ARTIFACTS AND CYPHERS
Unless an artifact or cypher was brought
into Cle by a recent explorer, such as the
Blade of the Sun, it is probably tainted.
Anyone who uses such a cypher risks
initiating cleoid transformation. A taint
on an affected object isn’t obvious even
to someone who identifies the cypher or
artifact, though someone might be able to
trace back the origin of the transformation
with some study (and a successful difficulty
4 Intellect task). Cyphers, artifacts, and
other devices brought into Cle do not
become tainted; only those found within the
structure possess this nightmarish quality.
Aeon Priests belong to Tainted objects are identified as “Tainted
the Order of Truth. | Cypher” or “Tainted Artifact” in their titles. A
tainted object remains tainted until it is used
(like a cypher) or destroyed. Someone trained
in the numenera who discovers an object’s
taint can attempt to remove the malefic effect
with a successful Intellect-based roll with a
difficulty equal to the object’s level, though on
a failure, she would be subject to the effect of
the taint (cleoid transformation).

Order of Truth,
page 222

CLEOID TRANSFORMATION

Cleoid, page 27 | |f a character uses a tainted artifact, which

is an artifact with a cleoid transformation

risk, she must make a difficulty 5 Might
Varjellen, page 121 | defense roll or begin the transformation

process. The process isn’t immediately

CLEOID TRANSFORMATION TABLE

noticeable, nor is it obviously traceable to
the tainted tech. The effect described for
each step in the transformation occurs after
a character makes a recovery roll.

When the process begins, the character’s
abilities improve. At first, she likely doesn’t
realize that anything bad is ultimately
in store for her. After each benefit noted
below is gained, the character can choose
to attempt a new difficulty 5 Might defense
roll to end the process. If she succeeds on
three of these before she fails (or chooses
to forgo) three, the transformation reverses,
and the character eventually returns to
her original state (unless another tainted
artifact, cypher, or effect triggers the
transformation anew).

DARNET AND HIS TEAM

Darnet, Aeon Priest: Darnet, a thin
man with a shaved head, was trained in a
village called Halfstar, which specialized in
maintaining artifacts that prolonged life. A
few years ago, those artifacts finally failed,
and several people who'd been helped by
the process fell ill. Darnet’s wife Delona
was one. He immediately set off looking
for something better hinted at in explorers'
journals from hundreds of years earlier, and
he found Cle. With him came another Aeon
Priest named Kasanth and a glaive called
Yellow Sword.

Kasanth, Aeon Priest: Five Aeon Priests
resided in Halfstar. They worked as
one when times were good. Kasanth, a
varjellen, was considered an oddity among

Recovery Rolls Transformation Effect

1 action Add 1 to the points regained when making a recovery roll

10 minutes +1 to Might Pool

1 hour +1 to Speed Pool

10 hours +1 to Intellect Pool (hallucinations featuring a “friendly” consciousness helping the
character)

Second 1 action +1 to Armor (character begins to grow a snail-like shell)

Second 10 minutes +2 to Might Pool (hallucinations and nightmares grow worse, and when character is

impaired or debilitated, an alien presence takes over her mind and attempts to convince
allies to come with her to find more tainted cyphers in the garbage vault)

Second 1 hour +2 to Speed Pool (except for the rigid shell, character’s flesh becomes slimy and partly

translucent)

Second 10 hours Character emerges from next recovery roll completely transformed into a cleoid; nothing

of the original character remains
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outsiders, because visitant Aeon Priests

are a remarkable thing. When their artifacts
failed beyond all repair, Kasanth set off with
Darnet to search for a solution. Though
humans have a tough time determining it,
Kasanth usually adopts the female gender.
In fact, she was pregnant when she, Darnet,
and Yellow Sword set off to find Cle.

Yellow Sword: A female human glaive of
uncommon size and strength and many
golden body markings, Yellow Sword
decided to serve Darnet and the other Aeon
Priests after they saved her daughter from
cragworm venom. She wields a massive
artifact shaped like a yellow greatsword that
can break into two separate weapons that
she fights with simultaneously.

Klarmac Dal: This male human man-at-
arms with an alarmingly deep voice was
hired from a nearby fishing village as a
guide for the expedition.

CLEOID

The city of Cle is located 3 miles (5 km)
off the coast of the Beyond near Harmuth.
Its uppermost chambers lie under 30

feet (10 m) of water plus a layer of silt
and slow-moving sea life, including an

OWNED CITY OF CLE

especially robust colony of spiny sponges.
The tumbled terrain beneath the waves
seems unremarkable, though characters
with experience in undersea landforms can
see evidence of a series of islands near the
mainland, all now collapsed or sunken.

ENTERING CLE

With a map, knowledge of the proper
landmarks, or just a discerning eye, a
character can find one external entrance
directly above Cle on the seafloor, described
under Unnatural Amphitheater. Another
entrance is located in a ruin several miles
inland, described under Unknown Temple.
Otherwise, the PCs might use one of the
means suggested in the introduction to
travel to Cle via the deep tunnels. If they use
some sort of instantaneous travel to gain
entry, such as a gate, they probably arrive in
the courtyard.

CLEOID ENVIRONMENTAL
CONDITIONS

A few areas within the city retain bubbles
of breathable air and other areas are half
drowned, but most sections are completely
filled with water. Luckily for surface
creatures exploring Cle, the drowned
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Cragworm,
page 236

Deep tunnels, page 32
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Invisible corridors,
page 12

Weird Event GM
Intrusion: The character
must succeed on a
difficulty 6 Intellect
defense roll or be
convinced that an ally
is just on the verge of
transforming into a
flesh-eating monster, a
sensation that lasts for
several rounds.

areas are saturated with the same breath-
enabling, pressure-equalizing quality
possessed by the invisible corridors. Thus,
surface creatures can generally survive in
the city without drowning or freezing.

1. UNKNOWN TEMPLE

Located several miles inland, a larger ancient
ruin contains a sealed dome of brittle synth
(level 4). The dome’s interior walls depict
an island city that might well be of the prior
worlds. Though dust and other signs of a
great passage of time is evident, some tech
in the chamber still functions. Investigators
can salvage 3d6 shins and a couple of
random cyphers (but not tainted cyphers
like those described later). If they make

a difficulty 3 Intellect roll to understand

the numenera, explorers discover how to
energize a temporary portal that transfers
anyone in the dome to the unknown island
city. Of course, the island city depicted has
since sunk, so when PCs appear, they do so
underwater in the outer vestibules.

2. UNNATURAL AMPHITHEATER
Approximately 30 feet (10 m) beneath the
surface, the seafloor dips in a series of
steplike depressions that culminate 20 feet

2 UnnaLuraI'/\mphl heaf&"h
“Outer Vestibules
. Courtyard
. Central Road
. Cle Gestation Vaults
. Waste Separation
. Power Station
. Garbage Vault
. Deep Tunnels

(6 m) deeper on a chunk of silt-covered
material that is similar to a dais. By day,
light from above illuminates the depression
so that anyone within short range of it has
a chance to notice the potential artificial
nature of the formation. If that realization

is made, study of the central cavity reveals a
sealed circular hatch beneath a layer of silt.
Opening it (a difficulty 5 Might task) reveals
a drowned tube 10 feet (3 m) in diameter
leading downward. The tube descends at
least a long distance.

3. OUTER VESTIBULES

Marine plants overgrow this series of
chambers. Dim light illuminates most of the
area, filtering up through the water from holes
in the floor, which are obviously the result of
past collapse and damage, not natural.

A search among the marine plants
infesting the connected rooms uncovers
various defunct mechanisms, as well as 3d6
shins and a couple of cyphers (including
a regeneration engine cypher). The same
search also reveals an explorer’s pack,
partly rotted from exposure to water, but
abandoned only within the last few months.

Weird Event: One PC feels a strong sense
of wrongness in the area generally, though
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whatever lies farther down seems to be the
actual source of the feeling. If the character
takes the time to explore the feeling, she has
a daydream-like experience where one of her
allies transforms into a mind-eating monster.

REGENERATION ENGINE
(TAINTED CYPHER)
Level: 1d6
Internal: Pill, ingestible liquid
Wearable: Adhesive patch that activates
when slapped
Usable: Injector
Effect: Each time the user uses a cypher,
an artifact, or a special ability from
her type or focus during the next 28
hours, she also restores a number
of points to her Pools equal to the
regeneration engine’s level.

4. COURTYARD
This massive underwater open area is lit by
red crystal globes that top lamplike pillars.
The pillars are scattered randomly and reach
to varying heights. Collapsed corridors,
domes, and other structures litter the wide
floor, which approaches a half mile (1 km) in
diameter. The entire area is overgrown with
marine plants and animals.

The courtyard also holds a floating,
rotting corpse. The corpse is human,
male, and obviously the subject of much
violence. Investigation shows that the
body’s slimy, partly translucent appearance
might be more than mere rot; the man
was apparently a mutant. The man’s
possessions identify him as Klarmac Dal,
a man-at-arms contracted by Darnet. In
addition to rope, rotting food, and 20 shins,
Klarmac has a mind rejuvenator cypher.

@ MIND REJUVENATOR
(TAINTED CYPHER)

Level: 1d6 + 2

Internal: Pill, ingestible liquid

Wearable: Adhesive patch that activates
when slapped

Usable: Injector

Effect: Substance adds +1 to the user’s
Intellect Edge for one hour. In
addition, the user’s maximum Intellect
Pool increases by 4 for three days.

WNED CITY OF CLE

Weird Event: A character misjudges an
innocuous-looking marine plant. Plant tendrils
wrap around him and hold him fast, requiring
a difficulty 5 Might roll to break free. While the
character is held, he can mentally hear what
his companions are thinking.

5. CENTRAL ROAD

The same red lights found on the courtyard
columns occur at irregular intervals along
this road. Marine plants, rubble, and various
mechanical hulks and devices (which are
perhaps vehicles used by the people who
once lived in the city before it sank) litter the
road. Various side streets and tunnels give
off the main way, though most are partly

or totally collapsed. Investigation of one or
more of the relics garners 3d6 shins, but
nothing more substantial.

Weird Event: A female voice hails the PCs.
Swimming toward them is a huge glaive
who gives her name as Yellow Blade. She
says that she came into the city of Cle with
two Aeon Priests, Darnet and Kasanth (and,
she admits, a man-at-arms called Klarmac
Dal). She says she was separated from her
group and has been looking to reunite with
her companions ever since. Anything more
than that, she claims not to know. She’s

GM Intrusion: The weird
marine plant attacking
the character not only
holds him fast, but

also injects venom that
attacks his brain each
round, inflicting 1 point of
Intellect damage (ignores
Armor). However, instead
of being painful, the
damage seems intensely
pleasurable.

GM Intrusion: Yellow
Blade suspects that the
character has realized her
secret, and attacks.

Yellow Blade: level 5;
health 22; Armor 2;
attacks with two blades
(Blade of the Sun) as
level 6, inflicting 4 points
of damage with each
blade as a single action;
can mentally attack a
target in long range like
a cleoid; carries a life rod
artifact

The Blade of the Sun
artifact was brought into
Cle and is not tainted.

-
LIFE ROD (TAINTED ARTIFACT)

Level: 1d6 + 2

reduced in apparent age by ten years.
Depletion: 1 in 1d20

BLADE OF THE SUN

Level: 1d6 + 2

Sun manifests, replacing the stand-in.

current owner.)

Form: Synth rod with elongated snail-shell shape

Effect: If the rod is touched to a character, she regains 10 points
in one Pool, gains the ability to see in the dark and in silty
water as if in bright light within short range, and, if elderly, is

Form: Golden great sword or twin golden long swords

Effect: This two-handed sword functions as a hormal heavy
weapon or as two one-handed medium swords. The wielder
can change the artifact conformation as part of any other
action. The difficulty of attacks made with the weapon (or
weapons) is decreased by one step. The blades emit bright
light (daylight) within short range upon command.

If the wielder becomes separated from the artifact, the weapon
returns to her if she can find any other bladed weapon to
grip as a temporary stand-in. The first time the wielder
attacks another creature with the stand-in blade, Blade of the

Depletion: 1in 1d20 (Check each time the blade returns to its
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Cleoid transformation,
page 26

Reforging, page 121

Cleoid, page 137

GM Group Intrusion:
The cleoid personality
takes control of Kasanth
for several rounds, and
it tries to ambush the
PCs, sabotage whatever
task they attempt to
accomplish, or betray
them to Darnet.

Kasanth: level 5; Armor
2; attacks with speargun
artifact as level 6; carries

a corpse reviver cypher

lying; in truth, she has been transformed
into a cleoid mentally, and she is on the way
to being transformed physically as well.

6. CLE GESTATION VAULTS

This series of shattered structures, like
rounded treasure vaults, each contain
masses of gelatinous eggs in stasis. In
some cases, the eggs are visible through
transparent synth; in others, the synth
barrier is shattered, though the eggs remain
in stasis.

Investigation reveals that any particular
vault can be voided by fiddling with
the controls and making a difficulty 2
Intellect roll. When a vault is voided, seven
glistening eggs, each larger than a human,
are shunted out into the central area. Each
contains a rapidly gestating cleoid, which
hatches over the course of the next few
minutes (one every minute), unless the PCs
halt the process by smashing the hatching
eggs. The hatchlings are reduced strength
cleoids (level 2).

Kasanth: Kasanth, the varjellen Aeon
Priest, has taken shelter in an empty
gestation vault. She emerges to investigate
the sounds of PC activity. Kasanth explains
that she and her compatriots contracted
some kind of plague in Cle, one that began
to transform her friends into monsters.

Thanks to her varjellen biology, she proved
partially immune, though she has to
concentrate each day—using her reforging
ability—to keep the changes at bay. Kasanth
doesn't realize that the source of the
“plague” is the tainted cyphers that she and
her companions collected in the city. On the
other hand, she can fill in other pieces of
information regarding the city’s background
to PCs who are interested.

Aid Requested: The varjellen Aeon Priest
asks the characters to help her detonate the
whole city from the ancient power station,
where the thing that was once Darnet has
holed up. Kasanth says blowing up the city
has the best chance of ending the cleoid
threat now and in the future, by destroying
all tainted cyphers and artifacts in Cle.

Weird Event: Sometimes while she’s
speaking, Kasanth pauses and winces as
if in pain, and portions of her anatomy
shift about in a varjellen-like fashion. She
tells anyone concerned that it's all okay;
sometimes she just needs to spend more
time concentrating on keeping her situation
in check. Kasanth says she can feel an
alien mind within her own clamoring to get
free. Luckily, she claims, she’s more than
varjellen enough to handle it.
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CORPSE REVIVER
(TAINTED CYPHER)
Level: 1d6 + 2
Usable: Synth spike
Effect: Restores life to one corpse (if
dead no longer than one minute
and still essentially in one piece) or
restores a number of points equal
to the cypher level to a character’s
Pools.

- - |

SPEARGUN

Level: 1d6 + 2

Form: Handheld device with a few
simple controls

Effect: Emits miniature, self-propelled
spears at targets within long
range through airy or aqueous
environments. The difficulty of
hitting a target is decreased by one
step due to the self-aiming feature of
the tiny spears. Living targets hit by
an attack move one step down the
damage track from a toxic poison in
each spear.

This device is a rapid-fire weapon and
thus can be used with the Spray
or Arc Spray abilities that some
characters have, but each round of
ammo used or each additional target
selected requires an additional
depletion roll.

Depletion: 1 in 1d10

7. WASTE SEPARATION

A faint current sucks into the mouth of this
drowned passage, tugging at the characters
and any loose objects. At the mouth, the
current is so gentle that even relatively
small objects released in the water are not
pulled in, unless they happen to be naturally
buoyant. Just past the mouth, the current

is stronger, pulling any object or creature
along that doesn't resist it (a difficulty

1 Might task). At the far end, a circular

arch set in the corridor contains a vertical
swirling whirlpool that is the source of the
current. Anything entering it seems to pass
through easily enough, though to where is
not apparent. In fact, objects that enter are
separated into their constituent elements.
Those elements are spat out in handy
pelletized form from a niche in the side

wall. (Creatures that enter take 10 points of
damage each round and must succeed on a
difficulty 6 Might task to swim free.)

8. POWER STATION

This area exists within a bubble of trapped,
breathable air. A central synth mechanism
extends into both the floor and the ceiling.
The mechanism pulses with ancient energy,
the residue of the power that once fueled an
entire city. It is the source for lighting that
still casts red glows across the courtyard
and along the central road. It also enables
the same breath-enabling, pressure-
equalizing quality as that possessed by the
invisible corridors.

A character who spends about ten
minutes studying the synth mechanism
and who makes a difficulty 5 Intellect roll
gains a limited amount of control over the
power and environmental functions of Cle.
With that control, the character could turn
off the lights, turn off the effect that makes
the water breathable and equalizes the
pressure, and achieve similar effects. More
dramatically, a character with control who
spends ten rounds and makes a difficulty
5 Intellect roll could blow up the entire city
of Cle. (If this “self-destruct” selection is
activated, PCs have only a few minutes
to clear out of the city before it is pulled
into a crushing implosion that rocks the
nearest portion of Beyond coast like a minor
earthquake.)

Weird Event: Darnet. The Aeon Priest
Darnet is holed up in this chamber—or, at
least, what Darnet has become is here. It
is essentially a cleoid that retains Darnet’s
physical head. However, the mind within
that cranium, though it possesses all the
knowledge the Aeon Priest had, is all cleoid.
As a cleoid, Darnet plots how to best spread
the influence of his transformation far
and wide in order to create more cleoids.
He decides that PCs who enter the power
station have a role to play. He may pretend
to be cowed by them, or offer them a few
random cyphers (tainted) from the garbage
vaults, if they agree to leave and cease the
ridiculous fighting. He lies, indicating that
all he and the other cleoids want is to be left
in peace and isolation.

If fighting breaks out that Darnet can’t
end through diplomatic lies, he tries to
adjust a control on the power core that
shuts down the field that provides oxygen
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The speargun artifact was
brought into Cle and is
not tainted.

Spray, page 30

Arc Spray, page 31

Weird Event GM
Intrusion: Darnet
summons another active
cleoid to help him defeat
the PCs.

Darnet: as cleoid; bears
bio-stabilizer artifact




Drowning, page 7

Maintenance
automaton: level 4, tasks
related to maintaining
the numenera as level 7;
Armor 1; swim a short
distance each round;
manipulator grip attacks
as level 3

Deep Dark, page 9

Phayclor, page 148

and low pressure to the water filling the
station. PCs who don’t have their own
protection and means of breathing begin
to drown. Flipping the control back is
something PCs can do if they make a
difficulty 3 Intellect-based roll; however,
the process requires two rounds to fully
re-engage.

BIO-STABILIZER (TAINTED

ARTIFACT)

Level: 1d6 + 1

Form: Harness that attaches via spine
tendrils

Effect: While wearing the harness, the
wearer gains +1 to Armor and has
an asset on Might defense tasks. In
addition, he can choose to ignore
the effects of becoming impaired or
debilitated. Finally, he can choose to
ignore the effects of death itself for a
limited time.

Depletion: 1 in 1d20 (Check for each
minute spent either impaired or
debilitated, and for each round the
user would otherwise be dead.)

9. GARBAGE VAULT

Accessing this area requires a character to
make a difficulty 5 Intellect-based roll to
disengage the sealed doors.

The area is not so much a vault as a
massive, drowned chamber filled with the
detritus of a collapsed city. If the vault were
in open air, it would be nearly impossible
to move through the tiny mountains of
overgrown material. But swimmers can
hover over the mounded material, some of
which is debris, chunks of synth, and, here
and there, bits of functioning tech. PCs who
search through the vaults can pull out a
couple of random cyphers and one random
artifact after a few hours of searching.
Objects found in these piles are from
the original builders of Cle, but some are
tainted (roll a d6 per item discovered; on a
1-2, the item is tainted).

While in the garbage vault, characters
who activate any device that has a power
charge draw the attention of a school of
phayclor looking for easy access to energy.

10. DEEP TUNNELS

Excavations beneath the city of Cle existed
prior to the city’s submergence. These deep
tunnels provided routes for networks of
tech that supported the city above. Nearly
all of those mechanisms are defunct now. A
handful of marine-adapted automatons that
have seen better decades patrol the tunnels.
The automatons keep sea life—both plants
and animals—from colonizing, repair what
tech they can, reinforce tunnel structures,
and clear collapsed tunnels. Unfortunately,
there are far too few automatons left to
keep ahead of things. They generally ignore
intruders, unless those intruders attempt to
salvage shins or cyphers from the various
panels and related tech. If activated to
defend the integrity of the tunnels, 1d6 + 2
maintenance automatons appear every hour
to eliminate a detected threat. (Characters
can find a total of 3d6 shins and maybe a
cleoid eye artifact if they spend a few hours
salvaging in a tunnel.)

Getting lost in the tunnels is a real
concern for those who don’t know the
routes. However, eventually—in about 100
miles (160 km)—the tunnels provide access
to various locations in the Deep Dark.

- - |

CLEOID EYE (TAINTED

ARTIFACT)

Level: 1d6 + 2

Form: White orb the size of an eyeball

Effect: Serves the user as a prosthetic
eye, though only by sacrificing one
of the owner’s original eyes. In
addition, the eye grants the owner
several abilities, including the ability
to see underwater and in the dark
for up to ten hours at a time, the
ability to see invisible creatures for
up to one minute at a time, and the
ability to command the actions of
a creature within immediate range
who meets the eye’s gaze for a
period of one minute.

Depletion: 1 in 1d20
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NULLIFIED HARBOR

CHAPTER 3

THE NULLIFIED HARBOR

Not far—relatively speaking—from the
islands known as the Rayskel Cays lies an
undersea locale known by some as the
Nullified Harbor, and by others as the
Garden of Garralos. Filled with a variety

of aquatic flora and fauna, it also has a
surprising number of shipwrecks of ancient
providence, and something even stranger—
but possibly more rewarding—farther below.

GM SUMMARY

Below the waves lies a graveyard of sunken
ships. Why are they all clustered together?
No one knows. But the area is surrounded
by undersea life. The wrecks offer interesting
opportunities for exploration and treasure-
seeking, although not without a variety of
dangers. Perhaps most interesting, however,
is the large cavern below the seafloor,
reached only by passing through a series of
ancient archways. This machine-filled cavern
promises respite—and long life—for weary
travelers, if they can figure out how to bring
the prior-world mechanisms to life.

REACHING AND SURVIVING

THE NULLIFIED HARBOR

The Nullified Harbor lies about 350 feet
(106 m) below the waves. Here, the daylight
is dim but not so much that the plants of

the garden don't thrive. The network of the
invisible corridors goes nowhere near the
Nullified Harbor, and thus those tunnels
cannot be used. Traditional diving methods
are required, with gear enough to not only
provide the means to breathe but also cope
with the dangers of increased pressure.
Most explorers from the surface will likely
wish to use one of the southern islands of
the Rayskel Cays, 130 miles (210 km) away,
as a base of operations.

The garden is well lit day and night by a
species of bioluminescent barnacle called
garrala, which gives the garden its name.
Although not as deep as some undersea

USING THE NULLIFIED HARBOR
This location serves as a fantastic
motivation to get PCs to go into the
deep. Salvaging numenera from the
sunken vessels is a straightforward
hook, and the mysteries of the garden
are alluring as well. But tales of the
secret to immortality—that’s a goal
for almost any explorer to go through
whatever it takes to reach. GMs can
use even an off-handed reference to
the Nullified Harbor in a conversation
taking place anywhere, above or below
the waves, to draw explorers in.

&

Knowledge of the Nullified Harbor is traded as a valuable commodity in
coastal towns and taverns catering to sailors. Much of it, however, is false
information, inaccuracies, or outright lies. Few know the truth, and few of

those have found a way to make use of the information, but for those
who have, it has saved lives.
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Ghost crab,
page 241

Britner: level 1; Amor 1

Spirril, page 152

Varramoy: level 1,
perception as level 5

Perou: level 2; drains an
exposed level 4 or lower
device of power in one
round

Chardu eel: level 3;
bite inflicts 4 points of
damage

Tharnicun: level 3; makes
three bite attacks (or one
bite that inflicts 6 points
of damage) as a single
action

Issik: level 4, attacks and
Speed defense as level 5;
Armor 3

locales, it is still deep enough that the greatest
danger to explorers comes from the pressures
of being so far underwater. The waters of the
Nullified Harbor are surprisingly warm—
which is to say, cool but not dangerously cold.

FLORA AND FAUNA
OF THE GARDEN

Aside from the garrala, a common sight in
the garden is the violet-leafed eval plant,
which grows as a long vine. Even more
interesting, however, is the marrudi, a rare
sort of leafy plant that is almost transparent.
When collected and properly brewed, a
patch can produce 1d6 + 1 viable doses of
a drink that increases Might Edge by 1 for a
week. On the more dangerous side, hidden
amid the more typical plants are the spirril,
ready to grasp at available prey.

Swimming amid the flora are a wide variety
of fish, including the golden varramoy, a
species with eyes located all around its wide
body. The perou is a dangerous nuisance
fish that harms almost any powered device
it can touch by draining it of energy. (Woe to
the diver using a device to breathe or negate
pressure issues.) Preying upon the varramoy
and other fish are chardu eels and tharnicun,
the latter being predator fish with multiple
mouths. Another predator is the issik, a
carapace-covered, sharklike creature with
lightning-fast reflexes.

Crawling along the seabed, explorers might
find a variety of crustaceans, including ghost
crabs and the brilliant green-shelled britners
with their twelve spiderlike legs. Britner eggs
are valuable baubles, each usable as a shin in
most places.

Other barnacles, anemones, and similar
creatures cling to the various shipwrecks as
well.

THE SHIPWRECKS

The Nullified Harbor gets its name from

all the sunken vessels lying wrecked in one
place—like a harbor whose very essence has
been nullified. These wrecked craft are clearly
all ancient, but some seem far older than
others. Most have distinctly different designs,
as if built by entirely different civilizations.

Most of the wrecks are corroded
skeletons of ships and submersibles (and
possibly flying craft), with just a few metal
spars jutting up from the sand. Many others
are empty shells, providing home to marine
life. A few, though, still contain ancient
treasures in the form of shins, oddities, and
even cyphers and artifacts.

The wrecked ships are plentiful, and each
is different. If characters explore some, roll
randomly (or choose) on both the Nature of
the Wreck table and the Complication table.

THE NULLIFIED
HARBOR'S SECRET

Within the confines of the garden lies

the true treasure of the Nullified Harbor.

In fact, when knowledgeable sailors and
aquatic explorers refer to the respite of the
harbor, they're not really talking about the
shipwrecks or the surrounding garden at all,
but something more secret. This location is
not an obvious thing to find. In fact, it looks
very much like a series of three large stone
arches, covered with underwater plants and
creatures, including the bioluminescent
garrala found elsewhere in the garden.

THE THREE ARCHES

In the middle of the harbor, three stone
archways rise from the seabed, each 20
feet high and 8 feet wide (6 by 2.5 m). They
are spaced about 100 feet (30 m) apart.
Although there are no nearby shipwrecks,
the garden itself does a pretty good job of
concealing these archways.
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NATURE OF THE WRECK

Lair: an intelligent and not automatically hostile creature (like an octopus,

Some components intact: 1d6 + 10 shins, 1d6 random oddities, 1 random cypher

Many components intact: 1d6 + 10 shins, 1d6 random oddities, 1d6

Treasure trove: 1d6 + 20 shins, 1d6 random oddities, 1d6 + 1 random

Repairable craft: the wreck is not so badly damaged. With about fifty hours
of work, a few level 4 replacement parts, and four Intellect-based rolls
(difficulty 6), the characters might salvage a functioning submarine.

such platforms in the harbor, each about
12 feet (4 m) across. The edges of the
silent cavern, 300 feet (100 m) across,
are covered in strange metal and synth
machinery. Parts of these workings also
glow softly, but for the most part the
machines seem long dead.

The ceiling is 100 feet (30 m) above, the
floor an equal distance below, but both are
dark, so that distance remains unknown.
The darkness is absolute—even a dropped
torch or glowglobe winks out.

Time spent on the platform is beneficial.
Characters’ Pools are restored at a rate of

01-40 Empty shell: nothing of value
41-50 Mostly empty shell: a patch of marrudi grows
51-60 Mostly empty shell: 1d6 + 10 shins
61-70 Mostly empty shell: clutch of 2d6 + 10 britner eggs
71-80
a vroaordun, or an automaton) lives in the wreck
81-90
91-96
random cyphers
97-99
cyphers, 1 random artifact
00
COMPLICATION
01-50 No complication
51-65 Unstable wreck: at some
point, all within must make
Speed defense rolls or take
4 points of damage.
66-70 A school of a dozen perou
71-75 A pack of 1d6 + 3 issik
76-80 A spiny scishan
81-85 A stinging cloak
86-90 A hostile disassembler
91-95  Ajybril
96-00 Skeane scavengers

A visitor must pass through all three
archways within just a few minutes of each
other before she can discover the safety offered
by the location. Once she has done that, the
seafloor below her ruptures, and a 20-foot
(6 m) long biomechanical tongue lashes forth,
wraps around her, and drags her underground.
The hole quickly seals up behind it.

This process is preprogrammed somehow
by mechanisms of the prior worlds. It is the
only known way of entering the Nullified

Harbor.

SAFETY IN THE HARBOR

The true Nullified Harbor is not for the
safety of ships, but for sailors—that is to
say, for living creatures. It is a massive,
dry, underground cavern at least 200 feet
(60 m) below the ocean floor. The tongue
deposits a character on a circular platform
of soft, glowing metal. There are many

1 point per two minutes. They are infused
with nutrients at a slow but steady rate.
It's likely that after an hour or so, even a
character at death’s door is hale and healthy.
She even feels well rested as though she has
slept a full night. All recovery rolls are reset.

To do anything else in the harbor, a
character will have to reach the machinery,
which probably means getting to a wall.
That most likely entails jumping from
platform to platform. Each platform is
about 10 to 12 feet (3 to 4 m) from its
closest neighbor. That means that the
jumps, assuming a bit of a run, range from
a difficulty of 5 to 7. Some of the leaps will
be toward platforms lower than the current
one, decreasing the difficulty by one step,
while some will be to higher platforms,
increasing the difficulty by one step. Five
or six jumps will get a character to the
machinery at the wall.

Obviously, characters able to fly will have
a much easier time of it.
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Octopus, page 146

Viroaordun, page 157

As a GM intrusion, one
or more characters in
an unstable wreck might
find themselves caught
within it.

Spiny scishan, page 151
Stinging cloak, page 153
Jybril, page 141

Skeane, page 59

Disassembler,
page 238

Characters who wish

to avoid the tongue
(perhaps not expecting
entry into the harbor to
be quite so startling or
strange) can attempt

to do so with a Speed
defense roll. It is a level
7 creature in all respects.
Success means that the
tongue does not grab the
character, and it resets
into the ocean floor.

Characters who fail at a
Jump fall. They have one
chance to land upon or
grab a lower platform

(a level 4 Speed task). If
that fails, they suffer 10
points of damage from
the fall.
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THE MACHINERY

If a character reaches the sides of the cave,
she can find purchase and maneuver across
and up and down without much trouble,
with plenty of handholds and places to
stand. There, a number of control panels
can be found. These could be looted
(vielding 1d20 + 5 shins and one or two
cyphers), or they could be used to gain
access to the chamber’s various functions.

The machinery here controls the tongue
and the rejuvenation, both of which are
currently set on automatic. This can
be altered, putting a character in direct
control of what the tongue does (up to
and including having it return and take a
character to the garden) or granting the
ability to turn off the healing and restorative
function of the platforms. The machinery
also includes an even more amazing
function: the lengthening of the target’s
lifespan. If the controls are properly set, in
addition to the other boons, a platform will
restore a character to a healthy, youthful
state (at the point of about full adulthood—
for a human, that’s about 18 or 19 years
old), and increase life expectancy by about
50% (for a human, that might mean living
to be well over 100).

The life extension and age restoration
requires about six hours on a platform.
Halfway through the process, someone
must readjust the various controls.

Interacting with the machinery is difficult,
even for those skilled in such things.
Characters might note that after a while, it
seems as though the interface works against
them. This is because there are two semi-
intelligent systems interwoven here, and
they do not cooperate or get along. Whatever
a character does, one system attempts to
comply and cooperate, and the other does
not. This is all internal—nothing physical.

In the end, what it means is that every
time a character wishes to do something—
identify the functions of the machine,
operate the machine, and so forth, she
must succeed at two different rolls: one
with a difficulty of 5, and the other with a
difficulty of 7.

Any time a character fails a roll, the lights
of the room fade to black for a second and all
living creatures in the room suffer 3 points
of ambient damage and move one step
down the damage track from the dangerous
radiation loosed into the chamber.

THE FLOOR (AND THE EXIT)

The way to exit the harbor is on the floor,
in the darkness. With no way to illuminate
this area, explorers will likely have to
stumble about in the dark. Eventually,
however, they may find a pentagon-shaped
raised platform. If they stand atop it, they
immediately appear in one of the three
archways above, teleported. Of course, they
are suddenly underwater and had better be
prepared for the transition, or the exit may
be their final exit.
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NULLIFIED HARBOR HEARSAY
Down in the Dark: In the unnaturally dark
floor of the underground cavern, there’s
said to be a passage that leads to a deeper
cavern still, with more machinery and
more wonders.

Buried Danger: The mystery of all the
shipwrecks is said to be a device, buried
under the ground in the garden, that draws
in craft and disables them. If it actually
exists, it could be a powerful weapon.

Harvest Time: A learned sage claims to
have discovered a recipe for the cure of a
terrible island disease, but it requires the
spines of a rare anemone that dwells in
the Garden of Garralos. She will pay for
samples, should anyone be able to obtain
them for her.

THE WEIRD OF THE NULLIFIED
HARBOR

Shipwreck: One of the shipwrecks appears
to be a fully intact submersible craft. In
fact, it has illuminated lights on its hull
and has the appearance of something
that could start moving at any moment.
But it’s been sitting like that for at least a
century, if the stories are to be believed.
No one has been able to get in or
communicate with anyone who may be
inside.

Automaton: A humanoid automaton was
seen wandering amid the shipwrecks

and brought to the surface, where it
immediately transformed into a biological
human and then died. Now another walks
amid the garden.

&

When knowledgeable sailors and aquatic explorers refer to the respite of the Nullified
Harbor, they're not really talking about the shipwrecks or the surrounding garden at
all, but something more secret.
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“I do believe there are
other peoples such as
ourselves, out there in
our world. That there are
other granthu such as our
own. And that someday
the orbits of our granthu
will overlap and we will
come to meet and know
our true kithkind.” ~Diu

While in the Shallows,
the granthu molts,
shedding patches of its
algae-covered shell until
it reveals the new, pink
exoskeleton beneath.

It does not molt in the
places where the city is
built.

Granthu: level 10; health
1,000; Armor 7

CHAPTER 4

JORIA

GM SUMMARY

Joria is a city located on the back of a
behemoth crustacean known as a granthu.
The city moves with the creature, slowly
traveling from the Deep Dark to the
Gloaming to the Shallows on a roughly fifty-
year orbit.

The inhabitants are highly adaptable
humanoids known as Jorians. Typically shy
but curious, they are masters of camouflage
and disguise. Although they have and use
weapons, they are more likely to slip away
into the shadows—or disguise themselves
as a bit of ocean floor—than to fight.

Jorians think of the granthu the same
way other people might think of Earth. The
creature is their planet, orbiting through a
watery solar system. It rules the weather,
the seasons, and everything else about
their lives. It is their world, literally and
figuratively.

They believe there are other worlds out
there, similar to their own, that carry the
rest of their species, and they search for
these places constantly. A special group
of Jorians, known as blue mazars, keep
extensive records of this ongoing search,
inadvertently creating a much-sought-after
cache of oceanic knowledge.

WELCOME TO JORIA

The underwater city of Joria is ever-moving.
Located on the back of a behemoth
crustacean called a granthu, the city is at
the whim of the creature’s feeding and
migratory patterns. It moves slowly and
steadily, a movement that Jorians barely
notice (much like land dwellers don’t
notice the movement of Earth), but non-
Jorians will likely feel the movement slightly
nauseating at first, akin to being on a
storm-tossed boat. During its migration,

the creature spends an average of thirty-five
years in the Deep Dark, fifteen years in the
Gloaming, and only a month or so in the
Shallows.

The city is partly built on top of the
granthu but also part of the creature itself.
The first floor of Joria lies beneath the
creature’s exoskeleton. The structures are
massive—tall, thick walls built of molded

USING JORIA

Due to the far-reaching nature of the
Jorians’ call for their kithkind, their large
body of oceanic knowledge, and their
openness to receiving visitors, it's likely
that the player characters would hear
about them or the city at some point.
It's easy to incorporate that hint of
information into a campaign.

The most likely scenario is that the
PCs or someone they know needs to
gain unusual information about the
ocean and has heard of the blue mazars
and the Mazarium. The trip is long and
dangerous, and most will pay a decent
sum to ensure their safe voyage.

Perhaps the characters run into
someone who was born in Joria and
wants to return there before he dies.
He has spent much of his life tracking
the granthu’s migration and believes it
will surface sometime soon. Or perhaps
a scientist tracking and documenting
the world’s largest creatures has heard
rumors of the granthu and wants
to prove its existence. He'll pay well
for anyone who can help him find
it. Additionally, the PCs could meet
someone who claims to be kithkind to
the Jorians and is trying desperately to
find a way to visit the city.
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stone, large metallic orbs, membranous
orbs made of mesh and synth, and
triangular towers. About half of the interior
of the city is filled with water and half is
filled with air and pressurized, another
testament to the Jorians’ ability to adapt
quickly and easily across environments.

Most Jorians have the skills to repair and
keep up the building structures, but not to
design or create new ones. Some believe
that their ancestors built the city, but that
the knowledge of how to do so has been
lost through the generations. Others believe
that the granthu built the city for them.

It's not known whether the granthu is
the only one of its kind, or whether there
are additional such creatures in the world.
Jorians believe that other granthu do exist,
and thus so do others of their species. They
seek constantly to find their kithkind. Much
of their technology is created with an eye
toward finding and contacting these other
Jorians.

Blue Mazars: A special group of Jorians
known as the blue mazars is entrusted with
keeping extensive records of the ongoing
search. In doing so, they have accumulated
a large body of work that explores the ocean
in great detail.

The Peacebringer and the Warholder: The
city is always led by an elected couple, one
of whom is called the Peacebringer and the
other the Warholder. The current leader-
couple is composed of a Jorian named Heu
and a human named Shyphe.

Heu, the Peacebringer, is particularly
skilled in persuasion, mediation, and
diplomacy. It's the Peacebringer’s job to
calm rising tensions and diffuse difficult
situations.

Shyphe, the Warholder, was rescued
from a boating accident and brought to
Joria as a child. Shyphe, who is blind from
the accident, specializes in mobilizing
and motivating those around her. It's the
Warholder’s job to incite citizens into strong
action when necessary.

JORIANS

Jorians are humanoids with skin the color
and texture of malleable wet stone. Their
skin tones range in hue from light grey

and silver to dark green and near-black,
depending on their environment. Their dark
eyes are covered with protective lenses that
adapt to the amount of light.
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Heu: level 4; persuasion,
mediation, and
diplomacy as level 5

Shyphe: level 4,
motivation and
mobilization as level 5

The inhabitants of Joria
firmly believe the world
holds many other cities
like their own, but they
are in different orbits and
haven’t yet come close
enough to be seen or
contacted.

Blue mazar: level 4,
oceanic knowledge as
level 6




Deep Dark, page 9

Jorian: level 4;
camouflage, mimicry,
stealth, deception, and
adaptation as level 6

Jorian names are typically

a single syllable and end
with a vowel sound.

Gloaming, page 9

Shallows, page 9

The Truth, page 133

Most Jorians have a crest of thick, strong
tissue that grows atop their head. If left
unadorned, the crest is off-white and mostly
flat. Many dye their crests brilliant colors
and mold them into unique shapes. Some
colors and shapes signify rank and class,
while others are an expression of creativity
or rebellion.

Jorians move through the water via two
elongated undulating fins that run down
the sides of their bodies, starting at the
tops of their necks and ending around
their ankles. Their hands and feet are
lightly webbed, but they use their limbs for
direction rather than for propulsion. The
combination of long limbs and undulating
fins allows them to move swiftly and silently
in the water. They prefer to flee and hide
rather than fight, and they are masters of
mimicry and camouflage, blending into
their surroundings and appearing to be
something they are not.

They’re omnivorous, subsisting mostly on
the chemosynthetic plants that they grow,
and supplementing their diet with whatever
creatures and plants they can harvest and
properly preserve.

Although best suited for living in the
Deep Dark, which is where the granthu
spends the majority of its life, Jorians are
highly adaptable to their surroundings.
Their lungs fold up like accordions,
becoming small in the high-pressure
atmosphere of the Deep Dark, and then
expanding to accommodate lower pressure
and higher oxygen levels.

Even for a race as adaptable as Jorians,
the change in sea level has undesirable side
effects. When the granthu begins to rise
into the warmer, more oxygenated waters of
the ocean (the area called the Gloaming),
Jorians begin to feel lightheaded and overly
warm. A yellow fungus called blossom
sometimes grows on their skin, beginning
around their ears, eyes, and mouth. All of
these symptoms begin to pass in a matter of
days, as the Jorians’ bodies adjust to the new
surroundings. Their lungs expand slightly,
their metabolism begins to run at a slower
rate, allowing them to stay cooler, and their
eyes begin to adjust to the lighter waters.

The last section of the orbit is the
Shallows. While here, the granthu may even
rise above the water for short periods of
time. The Jorians’ skin begins to produce a
protective coating that shields them from
the increased sunlight, the lenses on their
eyes darken, and their lungs expand to their
full size and capacity.

Jorians can live up to 150 years, but
many expire after their second return to the
Shallows. They find the transition back to
the depths more difficult the second time
and often succumb to the high pressure and
cold temperatures on the return journey.

Most Jorians speak the Truth reasonably
well, as well as a smattering of other
languages picked up from visitors.

VISITING JORIA

Finding the city of Joria on purpose is quite
difficult. Although the granthu doesn’t
move very quickly and it's hard to miss a
creature of that size, its migratory pattern is
haphazard. And with an “orbit” that spans
around fifty years, it's hard to track and
predict its long-term pattern.
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Only one Jorian, Fea, made the complete journey from the Deep Dark to the
Shallows three times. Born in the Shallows, which is unusual for Jorians, she returned
again at age 50, at 100, and at 150. She died of respiratory failure shortly after.

It's more likely that people find the city
of Joria by accident. And people often
do. Motion trackers or heat-seeking
instruments easily detect the granthu
while it is in the Gloaming or the Shallows.
The Jorians put out a strong signal in an
attempt to contact their kithkind, and many
a scouting party or adventuring crew has
heard its message (even if they might not
have understood it). Additionally, any vessel
exploring underwater might come upon this
giant creature with an unusual structure
on its back, particularly when the granthu
passes near or directly through the invisible
corridors.

The granthu isn't likely to attack humans
or vessels approaching the city unless it
feels threatened, and honestly it's hard
to threaten a creature of this size. It eats
meat, but it prefers to scavenge the remains
of whales and other large sea creatures.
Humans and their devices are mostly
too small to be on its radar as threat or
food. They’re more likely to be accidentally
knocked over or crushed as the creature
makes its way to wherever it's going next.

Although many visitors come to Joria,
very few stay for long. Land dwellers in
particular find the creature’s odd swimming
movement jarring, and most are not able
to adjust to the changes in sea levels. But
“long” is relative in the life of a granthu and
a Jorian—a land dweller could live in Joria
for fifteen years in the Gloaming before
needing to worry about surviving the Deep
Dark.

At first, Jorians can be a bit off-putting
to newcomers due to their instincts to
run and hide at the first sign of a potential
threat. However, once they get past their
fear response, they warm up to visitors and
are kind and thoughtful hosts, particularly
to anyone with stories of the outside world
that could lead to a connection with their
kithkind.

THE LAYOUT OF JORIA

Joria is much larger than its number of
inhabitants would imply. The city could
easily hold up to three times as many
citizens as the 12,000 it currently has.
Many spaces are unused or abandoned.
Empty areas are closed up to prevent other
creatures from moving in and taking over
those spaces, but regular sweeps must still
be done to maintain the barriers and make
sure there are no openings for stowaways.
Most Jorians would not say it, but they hold
out hope that the extra space in their city
will someday be filled with kithkind.

The air-filled, pressurized areas of the city
are protected by a series of four ciliumways.
A ciliumway is a round door with a frame
made of living coral. The eggs of a creature
called a winglash are “planted” in the
coral. When the creatures hatch, they root
into the coral and grow long cilia that
wave and sweep across the door, creating
a displacement curtain that keeps water
out and keeps air and pressure in. The
doorways need constant upkeep, including
regular planting of new winglash eggs, but
four of them placed together do the job of
keeping most of the sea from entering the
air-filled spaces.

THE MAIN

The main is located at the front of the city,

under a large membrane of mesh and synth.

This common area is filled with air and
houses a large market, community spaces,
and water gardens (mostly filled with
chemsynthetic plants, but they also create
devices that produce synthetic sunlight in
order to grow small quantities of edible
algae and seagrasses).

Spreading out from the main in all
directions are long, high-ceilinged tunnels
that lead to various smaller communities.
Each community has its own schools,
manufacturing spaces, small markets,
chiurgeons, and other services. Some of
these communities are open to the water,
and others are air-filled.
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“INUMENI

It’s rumored that there
is a second, deeper set of
canals beneath the first.

Sealed round holes in the
floor seem to support this
rumotr.

&

Gastric juices taste as you'd expect—sour and metallic. They burn your throat and
the insides of your mouth and cause fierce headaches. They're also wildly addictive,
causing a few days of excitability and sleeplessness and then putting users into short-
term comas, where they experience vivid hallucinations depicting scenes from their
past. Breaking an addiction requires a difficulty 3 Might defense roll every day for five
consecutive days. Failing a roll means starting over.

MAZARIUM

The Mazarium is located near the center
of the city, in a large oval building that is
air-filled and pressurized. It is here that the
blue mazars keep their extensive records
of travel, searches, creatures, weather
patterns, weird structures, and more. The
floor is a work in progress, a carved map of
the ocean—or at least as much of it as the
Jorians have seen. It's clearly a map upon
which many hands, and probably many
generations, have labored, as some parts
are finely drawn and detailed, and others
are more crude. The walls, too, are covered
in etched notes, drawings, and diagrams

in various languages, all detailing some
unique element of the ocean.

THE CANALS
Over the years, the granthu’s thick
exoskeleton has grown around and inside
the city, much as a tree grows around an
object left against its trunk. Now the first
tier of Joria is actually below the surface,
an air-filled space carved deep into the
creature’s shell. This area is known as the
canal surface or, more often, just the canals.
These long, winding tunnels and low-
ceilinged rooms are dirty and dank, and
they smell sour and metallic, as they're
located in close proximity to the granthu’s
digestive gland. Although it’s clear that they
were once a regularly used part of the city,
that no longer seems to be true. Leftover
furnishings, belongings, and devices can




be found in the canals, although many such
objects have succumbed to the salt, sweat,
and mold of the tunnels.

Some residents still call the canals their
home, but they are few and far between,
and are mostly juicers—addicts who get
high from licking the gastric juices seeping
from the walls. The number of addicts is
disproportionately non-Jorian, with a lean
toward former land dwellers, as Jorians
are less likely to become addicted to (or
perhaps less likely even to try) licking gastric
juices.

THE TRIANGULAR TOWERS

The triangular towers are three-sided stone
structures that rise above the rest of the city.
There are three towers, and the Jorians use
them to send out their homing signal—a
single repeated message searching for their
kithkind. The towers are charged through

a direct connection with the granthu’s
ganglia, which seems to boost the signal
and allow it to broadcast indefinitely.

The communication is two way, allowing
incoming messages between the outgoing
ones.

THE EVOLO SPHERE

Inside one of the large globular buildings
near the front of the city is a room that
holds only one object: the evolo sphere.
The sphere is made of translucent metal
and filled with cerulean liquid. Inside are
five humanoid creatures called vunds that
are fused together by their long yellow hair.
The legends say that each of these finned
and scaled creatures long ago braided one
of their long locks into each of the other’s.
Now they swim eternally, their tangled
heads creating an inner circle, while

their long tails sweep slowly through the
water.

Most people consider the vunds the
keepers of Joria’s history and the alleged
watchers of its present and future. No one
knows how old they are, what their names
are, or even how to communicate with
them—other than by keeping track of their
changing colors. The color combinations
present a pattern too complicated to be
easily understood. Although it was once
believed that everyone could read the
vunds’ color language, now only one Jorian,
a self-proclaimed vund expert and human
named Kinderi, even takes a guess at it.
Kinderi was born in Joria and stayed on after
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Vunds: level 9

Whenever Jorians have
visitors who speak a
unique language, they
ask the visitor to record
the kithkind message in
that tongue and then
add it to the end of
the broadcast, so that
everyone hearing it can
understand it.

Kinderi: level 3,
knowledge of anything
in or around the evolo
sphere as level 4; wears
a sparksuit, a crafted
exoskeleton that protects
against 3 points of
electrical damage




“Living death crabs” is
likely another name for
ghost crabs.

Ghost crab,
page 241

“I have been stung by
those bastard jellyfish
hundreds of times.
Hundreds. But it is all
worth it, despite the fact
that I'm beginning to lose
feeling in my face and
fingers.” —Kinderi

Jellyfish: level 5; electric
tentacles deal 5 points of
damage

JORIA HEARSAY

A Dangerous Cure: A chiurgeon named
Fue believes he’s found a cure for gastric
acid addiction. One of the ingredients

he needs is the freshly plucked heart of a
living death crab, but the creatures are far
too tough for him to take on alone.

The Truth Is Out There: A Jorian named
Gea, who mans the honing signal in one
of the triangular towers, heard a response
to his recent transmission. It seemed
more like a distress call than kithkind, but
he wants to gather a crew to head out and
check it out.

THE WEIRD OF JORIA

Don’t Go Near the Water: One of the
aquatic gardens in the main has started
sprouting a rainbow-colored fungus. It
seems to be slowly growing in the shape
of a miniature granthu.

Fight Song: There is a strange, low
crooning coming from one of the
closed-off areas near the back of the city.
Something about it is affecting any Jorian
who hears it, making them want to attack
their loved ones.

his family went back to the land. He’s been
keeping intricate notes about the vunds’
hued patterns since he was a child, and he
believes he has cracked at least a few of the
most basic.

When vunds 1 and 2 (Kinderi has given
each of them a number) are blue and the
rest are orange, it portends the rising of the
granthu toward the surface. When vunds 3
and 5 are greenish and vund 1 is purple, it
signifies the beginning of a molt. Kinderi
has catalogued more than two hundred and
sixty-seven color patterns among the vunds,
and he still has no idea what most of them
mean.

It is rumored that the vunds exist only
within the evolo sphere. That to open the
sphere and remove them would cause
their existence—and perhaps that of the
entire city—to cease. Most regard this as
foolishness, but superstitions run deep, so
few residents are willing to risk opening the
door.

Still, every great while, someone decides
to try. For this reason, the sphere’s only
doorway is guarded day and night by
a bloom of amphibious jellyfish. The
jellyfish are the only creatures able to
enter and leave the evolo sphere at will. An
electrical current runs through their long
tentacles, which they can turn on and off
at a moment’s notice. The swarm attacks
anyone who attempts to enter or even touch
the evolo sphere.
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CHAPTER 5

THE CORAL
CATHEDRAL

The Octopoidal Queen has a palace off the GETTING TO THE
‘ coast of Draolis, in the deep inlet called CORAL CATHEDRAL
Draolis, page 148 | £|qan Firth. She travels extensively, however, The Coral Cathedral lies about 300 miles
Eldan Firth, page 171 and has other residences. One is a place (480 km) off the coast of Ghan, west—
farther out to sea called the Coral Cathedral.  northwest of the City of Bridges. It is in the
City of Bridges, | Here, her people have encouraged the region of the sea known as the Gloaming,
page 145 | building of a massive deep-sea coral along the ocean floor in a wide expanse
structure almost 1,500 feet (460 m) below about 1,500 feet (460 m) below the surface.
the surface. They have used various means
Gloaming, page 9 | tq shape the coral, creating a multicolored
temple of ominous and formidable USING THE CORAL
appearance. The cathedral extends almost CATHEDRAL
T G |1°° feet (30 m) tall anq t.en times that in The Coral Cathedral is difficult to reach,
of All Octopuses: as ength, 'Wlth an orb of living coral 150 feet both in distance and in depth. It is
standard octopus (page | (45 M) in diameter suspended in the deep difficult for surface dwellers to operate
146), except: level 10in | Water just above it. there. It is well guarded by a race
t”’/’ reg;’r'ds; health 45(; notoriously unwelcoming to outsiders.
elepatnic powers an .
e onisoresgont | G| SUMMARY i e P othan st
;en:e:,,”tzs/lz;;tstogi Zlgiz One ofthe home's ofthg queen of all than the illavium ore that can be found
of Intellect damage thar | ©Ctopi, and @ major spiritual center and there, as well as the startal treatments.
ignores Armor) at long | gathering place for all of her people, the Both of these are treasures without
range, Armor 5, and three | Coral Cathedral is a significant undersea equal, found virtually nowhere else in
or four other abilities as | |ocation. Although it is primarily a seafloor the world. If the characters learn of
needed | complex carved out of deep coral, the either or both, they might travel to the
cathedral itself is located in a coral sphere cathedral without further prompting, or
Nilstone, page 49 | that hovers, suspended in the water, above a wealthy aristocrat could employ them
the rest of the complex. Within this sphere T ey e
are gateways to two other universes—one In an entirely different sort of
called Ujehaar, and the other called the Roil. adventure, the PCs could be part of
Thanks to the ultraterrestrial connection, an envoy interested in establishing
in addition to their normal formidable more friendly relations with the octopi.
technology, the octopuses here possess a The Sea King of Ghan, for one, might
g Y material called illavium, which is a stone sponsor such an expedition, as he
that heals its own damage, among other desires their knowledge of the ocean
things, and a drug called startal that can and its mysteries. Such an envoy
grant immortality. would not be welcome, but persuasive
The queen is rarely in residence, but when diplomats might be able to accomplish
she is, the cathedral is far more active, more something.
heavily staffed, and much more fiercely
guarded.
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A pathway through the invisible corridors
leads to a location within 2 miles (3 km) of
the Coral Cathedral, although the nearest
surface access is more than 50 miles (8o
km) away, and the path is a total of 75 miles
(120 km) long.

Underwater travel in a vehicle, like a
submergine, would provide the most direct
access to the cathedral.

SURVIVAL IN THE
CORAL CATHEDRAL

The entirety of the Coral Cathedral

is underwater, so surface-dwelling
characters need some way of breathing

and coping with the pressure and the

cold temperatures. The octopuses don’t
welcome outsiders—particularly surface
dwellers—so they make no concessions for,
nor offer assistance in, any of these matters.

OCTOPUS HISTORY

No one knows the history of the octopi, and
they aren't telling. What they do say is that
they have always been as sophisticated and
advanced as they are now. They have, in
their own minds, no origin tale.

Even though it seems unlikely, the octopi
have watched the evolution of other species.
They have seen them come and go. They've
watched as new civilizations have risen and
fallen—reshaping the globe more than once
with their knowledge—and for the most
part stayed well clear of all of them.

From their perspective, a new intelligent
race evolves or arrives from elsewhere,
flourishes for a few million years, and then
either leaves or dies out. In that time, they
likely make quite a fuss—consuming natural
resources, changing the environment,
populating the land and the sea, inflicting
incredible destruction in wars or raising up
fantastic creations, and so on—but to the
octopi, even ten million years is a short,
temporary stint.

Thus, octopuses have little to share about
the prior worlds, even if they wanted to.

To them, the worlds are fleeting. They are
simply not worth noting.

Some people believe that long ago,
octopuses were solitary, nonsocial creatures
that communicated through their skin’s
ability to shift colors. If true, that all ended
when octopi evolved telepathic powers.

ORAL CATHEDRAL

They still have the means of communicating
subtly through changes in skin color and
texture, but they do so rarely. They’ve never
had a verbal language and their need to
write is quite limited. Even today, among the
most sophisticated octopuses, perhaps one
in ten can read and write.

OCTOPUS OUTLOOK

There are many varieties of octopuses, but
they share basic physical and personality
traits. Most believe that their form has not
changed drastically in the last billion and a
half years. Generally speaking, octopuses
are aloof to the point of xenophobia. They
rarely willingly mix with other intelligent
species (aquatic or otherwise). Interaction
with non-octopodes seems to be a futile
waste of time to most. It's like talking to

a stone, or—perhaps more accurately—a
spark from a fire before it winks out.
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Invisible corridors,
page 12

Submergine, page 11

Despite being happily
Earthbound, octopuses
are well aware of other
worlds, both those circling
the sun and those in

orbit around other suns.




Even among their own kind, octopi are
not the most social creatures. Each lives
alone in its own small space and enjoys
solitude. Only over hundreds of millions of
years did they learn that true success and
security needed at least a certain amount of
cooperation. And that required leadership—
and thus a queen.

OCTOPUS TECHNOLOGY

People who encounter octopuses usually
believe that they have inexplicable, mystical
powers. Even those learned in the ways of
the numenera note that octopuses do not
usually wield recognizable devices of any
kind. This is because octopus technology
takes two forms, and neither presents itself
as obvious devices using electricity with
buttons or screens.

BIOTECHNOLOGY
Through unknown means, octopuses shape
and control living organisms like tools. The
Coral Cathedral, for example, was formed by
creating specific types of coral and controlling
them to craft particular shapes and spaces.
Another form of biotechnology arises from
the octopuses’ ability to alter themselves.

They closely guard these secrets, but when
they need to, an octopus might be able to
use a subtle application of a specialized
substance to gain the ability to fight better,
swim faster, or do something even more
dramatic. These alterations are usually
temporary, basically making them cyphers
from a human perspective. However, they
are difficult for nonhumans to use, as they
are small capsules that must be broken,
with a tiny bit of liquid inside designed to be
absorbed through the skin. For a human to
use a capsule, it must be placed in the eye
and then broken so the liquid enters the body
directly. This is painful.

Some of the biotechnological alterations
are permanent, more or less. Over the
millennia, they have enhanced octopus
brains, physiques, sizes, and ability. The
creatures have, in a sense, taken control
of their own evolution. One secret that
the octopodes guard particularly well is
their virtual immortality. For all intents
and purposes, they have arrested the very
concept of aging, and they did so long
ago. Although modern octopodes are still
vulnerable to harm, barring violence, they
do not die. The current queen, for example,
is well over a million years old.
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ULTRATERRESTRIAL TECHNOLOGY
Long ago, octopuses broke down the
barriers between universes. They explored
these strange regions and eventually
discovered a world called Ujehaar. The
thing they found most significant about
Ujehaar is a mineral called illavium.
Through means mysterious, this material
hosts nanoparticles that obey the will of an
octopus. They have used it to create objects
called nilstones, but non-octopi who have
gotten their hands on illavium have been
able to use it to create objects that heal
damage, or add the mineral to existing
objects so they heal existing damage.

Nilstones: Physical octopus technology
uses what are called nilstones. Small
objects of what look like mundane
stone, the nilstones contain millions of
ultraterrestrial nanoparticles receptive
to octopus telepathy. Depending on the
design, a nilstone can be used as a weapon,
a tool, or even more fantastic things.

Spatial Expansion: Octopus technology
sometimes incorporates an unknown
means of expanding space. This is not so
much an extradimensional space, nor does
it create a “bigger on the inside than the
outside” effect. Instead, the device literally
creates more space. It expands the size of
the universe on a minute scale. Instantly
created atmosphere (or, much more likely,
water) comes into being to fill the new
space. If this technology is used near the
ocean floor (or, in theory, on the ground
on the surface), land also is created by the
effect, as similar as possible to the original
land at the point of activation. The device
does not create living creatures or plants,
nor any kind of organic material.

Octopuses use this technology to
instantly create cavelike homes within what
were once tiny crevices in a small rock, or
to turn a small cave into a much larger one.
They use it as a weapon to create empty
spaces inside the bodies of their foes. They
use it for defense to put space between
themselves and a foe.

Use of this technology over the last billion
years or so has actually increased the size of
Earth, although no one knows for sure how
much.

Swim Portals: Octopuses have perfected
the technology of instantaneous travel
by harnessing transdimensional spatial
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warping. They call these “swim portals,” and
they are designed so that only octopi can use
them. Most are hoops of illavium no larger
than 2 feet (60 cm) across. By swimming
through one narrow hoop and exiting from
another, an octopus can cross vast distances.
Swim portals help the queen rule what is very
likely the largest empire on Earth.

OCTOPUS WEAPONRY AND
DEFENSE

In melee, octopus warriors use harpoonlike
weapons or grapple with their tentacles.
That said, they rarely engage in melee.
Most of their offensive and defensive
capabilities are telepathically triggered
nanotechnological devices of their creation.
This means that only beings with some
kind of telepathic or mental abilities, or
those trained at harnessing the power of
nanoparticles (such as many nanos), can
activate these weapons.

ARTIFACTS

BOILING ROD

Level: 1d6 + 3

Form: Short baton with a glowing red
nodule at one tip

Effect: Inflicts points of damage equal to the
artifact’s level on anyone touched by the
tip.

Use of a boiling rod underwater (which is
most of the time) creates a cloud of
steamy bubbles that obscure vision like
fog. They persist for one round after
each use.

Depletion: 1 in 1d20

BURSTER

Level: 1d6 + 4

Form: Pair of synth spheres with a curved
handle

Effect: Affects a target within short range,
causing a terrible rent to burst in its
flesh. Against a nonliving target, the
burster likewise tears matter apart,
expanding the space between the
existing portions. The potential victim
makes a Might defense roll. On a
success, nothing occurs. On a failure,
the victim sustains damage equal to the
artifact’s level.

Depletion: 1 in 1d20

Could illavium be
composed of natural
nanites, rather than the
products of fantastic
technology, like that of
the prior worlds? Most
people who are learned
in the ways of such things
would never believe it,
but in all the (possibly
infinite) universes, is
anything impossible?

Ujehaar (pronunciation):
Oo-jay-ha-ar

An illavium item repairs
damage at a rate of
about 1 point per hour (if
damage to an item is not
being tracked, assume

a damaged item is fully
repaired in 28 hours). A
destroyed illavium item
restores itself completely
in one day per level. The
only way to completely
destroy an illavium item
is total disintegration,
melting, or something
similar.




Octopi do not worship a
god, and the cathedral is
not a place of worship in

that sense. The nearest
any human has come to
understand, or is likely
capable of understanding,
is that octopuses worship
octopuses. That is, they
see their species as a
whole as the pinnacle

of life on Earth and
worthy of veneration.

This means, in a sense,
that all individual
octopuses are holy in
each other’s eyes, which
helps prevent them from
hurting or betraying each
other. In fact, octopus-
on-octopus violence is
extraordinarily rare.

POLAR TOUCH

Level: 1d6 + 3

Form: Long pike with a softly glowing
nodule at the tip rather than a sharp
point

Effect: The tip of this long melee weapon
drastically and immediately lowers the
temperature of whatever it touches.

A target struck by this weapon suffers
points of damage equal to the artifact’s
level.

Use of a polar touch underwater (which is
most of the time) also freezes the water
around the target. Characters who fail a
Might defense roll are hindered for one
round, which increases the difficulty of
all physical actions by one step.

Depletion: 1in 1d20

CYPHERS

. SAFE DISTANCE

Level: 1d6 + 2

Usable: A cube about 1.5 inches (4 cm) to a
side, made of utterly ordinary stone

Effect: The space between the user and
an adjacent target increases to a long
distance. The device literally “stretches”
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space to accomplish this—or to put it
another way, the device expands space.
This is a permanent change.

THE QUEEN'S CITY

You would never know that there was a

city of almost 10,000 individuals around
the coral reef in which the queen keeps her
cathedral. This is because octopus homes
are small, hidden, and fairly well spread out.
To the untrained eye, the area seems like a
typical deep seabed. Most individuals keep
gardens and schools of fish that they farm
for their own food.

THE CATHEDRAL

The Coral Cathedral consists of the portion
on the ocean floor, called the Lower
Cathedral, and the suspended orb, which is
sometimes called the Sanctum.

The Coral Cathedral is one of the homes
of the queen, but she is almost never here.
Instead, she tours about the ocean with a
grand retinue, visiting her subjects across
the world.

@S T FAVORED
SINDIVIDUALS IN
THE QUEEN'S|COURT
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Octopuses are very likely the most widespread of all intelligent underwater
species. They are disliked by virtually all aquatic peoples and creatures,
and the feeling is mutual.

Entrances and exits throughout the
cathedral are almost never at ground level,
as they were designed for and by swimmers.
Throughout the Lower Cathedral, all
manner of normal sea animals swim, crawl,
and scuttle about the coral. In fact, there
are more such creatures than one would
normally expect at this depth, as they are
tended by the octopuses.

ENTRANCE TO THE LOWER
CATHEDRAL

This area is open (octopi rarely use doors)
but protected by four guards with level 7
boiling rods. There are usually a half dozen
other octopuses here at any given time.

THE SILVER HEAD OF WISDOM
Just inside the entrance is a massive
sculpture that appears to be an octopus
without tentacles. It is telepathic and
sentient, and exists only to offer wisdom,
insight, and advice to all who ask. It does
not have much knowledge of its own and
cannot predict the future.

THE YOBI

This area consists of a central chamber
surrounded by a number of private
chambers. These side chambers are only 5
to 6 feet (1.5 to 1.8 m) across, and entrances
are located up and down the walls of the
central chamber as well as at ground level.

The yobi serve many roles in octopus
society. They are the closest things the
cathedral has to priests, and they shepherd
the general populace, offering counseling
and, in some cases, serving as judges in
disputes. They are also the queen’s advisors
and administrators.

The yobi employ a number of servants
and underlings: messengers, guards, law
enforcement, and administrative aides.
These underlings do not live here full time,
but instead live in the Queen’s City.

If the queen is in residence, there are
typically thirty yobi in this area. If she is not
present, there are about a half dozen yobi

here, the rest either with the queen or out
among the populace. There are always an
equal number of underlings here.

THE GATHERING

This is the main area of the cathedral, at
least as far as most visitors are concerned.
There are typically a few dozen octopuses
here, most in calm contemplation of
themselves, their species, and their place in
time and space.

If more than twenty individual octopuses
gather here, space begins to warp.
Specifically, it expands and contracts. To the
octopi, this is normal. They can navigate
this effect without issue. To any other
creature, this expansion and contraction
is disorienting, nauseating, and even
maddening. All such creatures must make
both a Might defense roll and an Intellect
defense roll each round.

Failed Might Defense Roll: The creature
suffers 2 points of ambient damage as
space pushes and pulls against his body.
Worse, nausea sets in, and the difficulty
of all actions increases by one step until
the lost points are restored. This penalty
cumulatively gets worse with each failed
Might defense roll.

Failed Intellect Defense Roll: The creature
suffers 2 points of Intellect damage (ignores
Armor). The creature has a difficult time
coping with the spatial warping. She can
close her eyes and take no action in the
round. Otherwise, she suffers 2 more
points of Intellect damage (ignores Armor).
Further, the difficulty of any action she takes
that round is increased by one step until the
lost points are restored.

Both Defense Rolls Successful: The
creature suffers no damage, but she is
disoriented and the difficulty of all actions is
increased by one step for one round.

THE INNER GARDEN

The octopi have cultivated a huge garden
of underwater plants here, and within the
vast coral cavern they have erected a sort of
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If the PCs come to the
Coral Cathedral, the

GM should decide if the
queen is present. If she is
not, the cathedral is still
a dangerous place, but if
she is present, any sort of
violence there will bring
literal armies of octopi
upon the characters.

Guard: ags standard
octopus, page 146

The Silver Head of
Wisdom is a level 6
artificial intelligence.

Yobi: as standard
octopus, page 146, except
level 5 for all Intellect-
based tasks

Yobi underling: as
standard octopus,
page 146




Tentacle plant: level 4;
rooted in place but can
stretch to attack foes up
to a short distance away;
creatures even touching
the plant must make an
Intellect defense roll to
avoid suffering 3 points
of Intellect damage

and seeing distracting
hallucinations that
increase the difficulty

of all actions by two
steps (hallucinations
stop when the Intellect
damage is restored)

false sun in the ceiling that provides enough

light and heat to sustain the plants that
otherwise would not survive at this depth.

There are typically at least a half dozen
octopi here, contemplating as in the
Gathering.

Among the various plants are six tentacle
plants. These are trained not to attack
octopuses, but other creatures are fair
game.

PORTAL TO THE ROIL
Although a single guard stands watch over
this swirling blue and white portal, access

is granted to any who wish to pass through.

The portal is a circle 30 feet (10 m) across.
All octopi spend at least some of their

lives in an alternate universe that they

call the Roil. The Roil is a universe that is

seemingly comprised entirely of liquid. This

liquid, while not water, sustains life for any

creature adapted to water (any breathing
apparatus that allows air breathers to
function underwater works in the Roil as
well). There are no pressure dangers in the
Roil, though the liquid is always moving
and churning violently. Octopuses find this
invigorating and thrilling. For non-native
swimmers in the Roil, the difficulty of
moving through the liquid is increased by
two steps.

The octopuses have special communities
in the Roil and those that visit the alternate
universe frequently undergo physical
training with others of their kind to become
even more proficient swimmers. Octopuses
that take on martial roles train here in mock
combats.

ENTRANCE TO THE SANCTUM
A narrow hoop here serves as a swim portal
to the entrance of the Sanctum.

Octopuses have little to share about the prior worlds, even if they wanted to. To
them, the worlds are fleeting. They are simply not worth noting.
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This area is open, but an artificially
induced current makes swimming into
the entrance more difficult, decreasing
movement by half. Four guards maintain
a watch here, each armed with a level 7
freezing touch.

A small hoop here serves as a swim portal
back down to the Lower Cathedral.

VARUNCLE
The minister of the cathedral, who oversees
all its functions and personnel on behalf
of the queen, is a red and black octopus
named Varuncle. He is an ancient, powerful
individual, fiercely loyal to his monarch
but otherwise utterly convinced of his own
superiority to all other beings.

However, if Varuncle encounters air-
breathers in the Sanctum, he might
be impressed enough with their
resourcefulness to give them a moment
of his time. Those who waste his time or
threaten him even obliquely soon face what
he simply calls the Monster.

THE MONSTER

Serving as a guardian here is a monstrosity
created by Varuncle. The Monster looks like
an enormous three-headed eel, although
only the central head has eyes and a brain.
The side heads are more like limbs that
end in toothy mouths. The creature is 50
feet (15 m) long and a brilliant yellow and

orange. If presented with a powerful foe,
or in particular multiple foes, it spawns a
swarm of tiny versions of itself, each about
the size of a regular eel. These creatures
swarm around foes, befuddling and biting
them. The Monster has no concern for its
young. It spawns them frequently, usually
devouring most of them itself.

PORTAL TO UJEHAAR

This portal is guarded by two warriors at all
times, one with a boiling rod and the other
with a freezing touch; control of the gateway
is extremely important to the octopuses.
On the wall next to the shimmering portal
is a small nilstone that controls its opening
and closing. However, behind it, hidden in
the wall, is another nilstone that allows an
octopus to permanently destroy the gateway.
This is meant to be used if the portal has
been compromised and non-octopus
creatures are using it to get to Ujehaar.

THE LIBRARY

Octopoidal record keeping was once done
on globular stones, grooved and shaped
intricately, meant to be “read” by the
complex touch of one of their own kind. An
entire book’s worth of information could be
stored on one small stone. This process is
now out of date, and such “books” are quite
rare, but the queen has a collection of tens
of thousands of these tomes.

CORAL CATHEDRAL HEARSAY
Ready for Trade: The yobi have made it
known that they have an excess of illavium
and are willing to trade it. In exchange,
they would like a specific artifact they
know is on the Skelirroth.

Outside Threat: A group of ebon have
been attacking octopi en route to the
Coral Cathedral from the south. Varuncle
wants to find outsiders who can deal with
the threat quietly so as not to alarm the
general populace.

Messengers: The yobi wish to have a
message delivered to Minifera and are
interested in employing non-octopi to
carry it, as their kind are not always
welcome by the inhabitants there.

THE WEIRD OF THE CORAL
CATHEDRAL

The Red Fish: A few specimens of a

rare red fish swim in the cathedral. Very
observant visitors may note that the
octopuses avoid touching the fish. If any
non-octopus catches the fish, no common
octopus will speak to the creature, but

the queen will offer one boon. No one will
ever explain why.

The Ghost: Although octopi don't
believe in an afterlife, what appears to
be a shadowy, incorporeal “spirit” of a
dead octopus nevertheless haunts the
cathedral. The inhabitants try to ignore
it when it appears, but it is startling to
visitors. There is no explanation.
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Guard: as standard
octopus (page 146),
except each is an
exceptionally strong
swimmer

Varuncle: as standard
octopus (page 146),
except: level 6;
perception, Speed
defense, and all Intellect-
based tasks as level 7;
health 30; Armor 5 from
a water-permeable force
field created by a level 8
nilstone

The Monster: level

8; health 50; Armor

1; attacks with three
bites as a single action,
each inflicting 10 points
of damage; releases

a swarm of fifty or so
tiny spawn as a defense
mechanism (no more
than once per day)

Monster spawn: level

2; can attack as a large
swarm as a single level

5 creature inflicting 6
points of damage; can
obscure vision (increasing
the difficulty of all actions
made by foes in an
immediate area by one
step) and make an attack
as an action; if half the
spawn are killed, the rest
scatter into the depths

Skelirroth, page 77
Ebon, page 139

Minifera, page 96




Bay of Peyclin: Ninth
World Guidebook,
page 194

Lands of the Dawn:
Ninth World Guidebook,
page 181

Procreation among
octopi is discouraged
because they are
immortal, so breeding
risks overpopulation. [t
is also a dangerous time
for octopi, for ancient
instincts encourage risky
breeding behaviors that
can kill an individual
(male or female) that is
not careful.

Apricari: level 4; moves a
short distance each round

&

“Ninth World? What a ridiculous term. From our perspective, there has
been one world. Even from yours, nine seems like an arbitrary number. But
then, your perspective really doesn’t count. How could you possibly comprehend
the time that has passed before you? Why would anyone think your outlook
on such things might matter?”

Currently, octopus records and knowledge
are stored telepathically in nilstones. The
library contains ten of these, and they have
as much information, if not more, than the
stone-tomes.

THE ROYAL BROOD CHAMBER
Although breeding and procreation is
discouraged among octopi, the queen is
free to do so. She breeds rarely, but when
she does, it takes place here rather than in
one of her other homes. This chamber is
usually empty, but sometimes it has a clutch
of eggs attended faithfully by a half dozen
servants and an equal number of guards,
some of whom might be the father(s).

THE QUEEN'S CHAMBER

When Her Majesty, Queen of All Octopuses,
is in residence, this chamber is where

she dwells and—when necessary—holds
audiences. The walls here are not coral, but
a glittering array of crystals.

THE OCTOPUSES OF PEYCLIN
The nation of octopi in the Bay of
Peyclin in the Lands of the Dawn is

a mostly autonomous collective that
owes only superficial allegiance to the
queen. This particularly warlike group
attacks surface ships and even human
settlements on land using a variety

of technological aids, most of them
bioengineered.

The Peyclin octopi use a device that
makes their natural venom much more
potent (level 4 poison that inflicts 4
points of Speed damage) and water-
filled sacs called niols to explore dry
land. They also have living vehicles
called apricari that allow them to
move and even fight efficiently on land
for long periods. A council of eight
individuals rules these octopi from a
throne city called Guhaquah.




CHAPTER 6

THE CITY OF RUST

Long, long ago, before the land of man, before
the time of the eight-legs and the two-heads,
before the water bubbled up to form the
bowl of the sea, there was only one city. An
enormous, wondrous city. A city of giants and
gods. A city like no other.

~inscription in the Hall of Scin

GM SUMMARY

The City of Rust is a bustling underwater
city of more than 10,000 inhabitants,
the vast majority of whom are skeane, an
amphibious race that is at home on dry land
as well as in the water. The city is also home
to a variety of other humans and even a
few varjellen. Not surprisingly, amphibious
races such as the echryni find Rust a
companionable place to live. A few marine
races like the octopi or the vroaordun can
be found there as well. The only thing that is
obviously missing is mutants.

Led by priests called Veds, the city’s
inhabitants worship, fear, and sacrifice
to four volatile and benevolent machine
gods, the Four Scylines. Another leader, the
Russet, is supposed to be in charge of the
secular elements of the city, but the current
Russet is young and her foolhardy behavior
is creating tension.

WELCOME TO THE
CITY OF RUST

Rust consists of a number of buildings and
tunnels that spread out across the ocean
floor. A mile or so outside of the main city,
in four directions, stand the city’s machine
gods, the Four Scylines. Each has its own
personality and its own needs, and much of
the city’s daily activity goes toward pacifying
and placating these giant deities.

The City of Rust is named for the orange
metal that forms its main structures, and
for the dried-blood hue of the water around
it (due to leaching from the metal). Once
the city had another name, but no one alive
remembers what it was. Not even the Book
of the Scin tells of its name, nor have the
gods deigned to whisper it aloud these
many years.

The city’s inhabitants know only the
names of their four machine gods, passed
down from generation to generation. They
have been changed and warped with each
new mouth around the words until to most,
the names of the powerful have become
mere single syllables of what they once
were:

Ka

Em

Sa

Ny

The Four Scylines. The protectors. The
destroyers.

THE CULTURE OF THE
CITY OF RUST

Rust feels very much like a city torn between
gods and monsters. The majority of
inhabitants are devout believers in the Four
Scylines, but some follow a more secular
path, seeking a leader to guide them.

THE VEDS

The Veds are five high priests who watch
and listen to the gods constantly for signs
of displeasure. They currently guide the city
in taking the proper actions to keep each
god happy, aided by lesser priests known as
SCyros.
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Varjellen, page 121

The echryni are
amphibious humanoids
who hail from an
archipelago called the
Rayskel Cays. They're
strong swimmers who
can control and change
the structure of water.
For more information,
see the Ninth World
Guidebook, page 216.

Echryni: level 3
Octopus, page 146

Vroaordun, page 157

Ved: level 5; Armor 2

Scyro: level 3




Mask of the Will: evel

7; constantly shrouds
wearer in a sheen of ice
that gives +1to Armor
and, when activated,
emits a blast of cold in all
directions, doing 5 points
of damage to all targets
within short range

Enthum: level 4; tasks
related to diplomacy as
level 5

Thruird: level 3; wears
the Mask of the Wil

Veds can “hear” the gods and can talk to
the scyros via their telepathic abilities. They
coat their flesh in a waxy hazel substance
and wear cloaks made of long metal strips
that they believe increase their telepathic
connection to the gods.

THE RUSSET

There is another ruler who has long vied
for power: the Russet. The City of Rust has
not always had a Russet, but it has had one
for long enough that all but a few forget the
origins of the post.

The original Russet was Tanress, one
of the first humans who made their way
to the city long ago. Tanress came as a
prisoner, brought in by scyros who found
her attempting to injure Ny with machines
and hammering devices. Tanress, however,
could convince nearly anyone of anything
and quickly talked her way not only out of
jail, but also into the hearts of those who
didn’t believe in the power of the Four. She
set herself up as the rogue leader of the city,
despite the protests of the Veds.

Now, the current Russet is a human
teenager named Thruird, a name that means
“third incarnation.” She is believed to be the
third incarnation of Tanress. When Thruird
was born, the entirety of her eyes were a rust-
colored hue, a trait shared by the previous

two Russets. She was crowned the leader
when she was six days old and has been
ruling in one form or another ever since. She
wears the Mask of the Will, an artifact passed
from one Russet to the next. It shrouds

her face in a mask of shifting ice, provides
Armor, and allows her to emit a dangerous
blast of cold to all targets within short range.

Mostly, Thruird is guided by her trusted
advisor Enthum. Enthum is truly a stand-
up counselor, urging Thruird toward good,
smart choices for the city. Guiding a teenager
with a great deal of power is never an easy
task, however, and Enthum, for all her good
intentions, usually fails to get the Russet to
do much of anything other than scowl, half-
burn down the city with her ice armor, and
alternate between being the powerful center
of attention and crying that she wants to go
home to her mother. In light of this, Enthum
has begun taking over the leadership role of
the city, all in the name of Thruird.

Enthum works closely with the Veds,
attempting to calm the anger and divisiveness
that has been rising between the two factions
for so many years. Of course, every time
Enthum makes headway of any kind, Thruird
does something stupid and knocks the
relationship back a step. Thruird is sometimes
derisively called Baby Em by the people,
because her cold abilities remind them of Em’s.
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USING THE CITY OF RUST

The GM can use the City of Rust several
ways in a campaign. The following
scenarios can be provided as hooks to
player characters.

« The characters encounter a second
group of New Theologists who are
preparing to head to Rust to join the
first. The theologists tell intriguing
stories of the four gods and invite the
PCs to join the research.

The characters begin in Rust, either
as skeane or as humans. They are in
Enthum’s employ, and she has asked
them to look into a guard who may
be taking visitors into the city through
the illegal gates of the Rustway.

The characters are in need of a special
complicated device to complete their
current task. Someone tells them
about the crafters of Rust, stating that
he believes such a device would be
easy to obtain there—and quite cheap.

NEW THEOLOGISTS

Recently, a new group has arrived in the
city, and it is beginning to amass followers.
This group, which came from a city called
Rarrow, call themselves New Theologists.
Their stated purpose is to study and
catalog gods of the world, attempting to
divine whether any of them are true deities.
Having heard about the Four, they found
passage on a deep sea ship and came

here to study them. So far, they have been
denied official access by both the Veds and
Enthum. However, the leader of the group,
a man named Etti Yarem, has developed

a relationship with Thruird, and she has
granted him permission on the sly. Etti
claims to be an Aeon Priest but has no
proof that this is true. The group is currently
gathering the supplies and resources they
need to go out and make their first study.

THE FOUR SCYLINES

Rust is a city overshadowed by the whims
of four benevolent and angry machine gods.
Each god is different and has a specialty.
The gods are animate but don’t change
location. They're 400 to 600 feet (120 to
180 m) tall.

KA

Ka is the westernmost machine god.

An enormous device of blue tubes and
tentaclelike structures, Ka is a genderless
water god. Its wrath stirs deep storms into
being and draws swarms of thunderfish and
fierce inkeels. When it is hungry, it quickly
becomes angry. It begins to glow with a
bright blue light and spins in the water,
creating a whirlpool that sucks everything
moveable into the machine itself.

A pleased, full Ka is a calm Ka, quiet and
still, providing clear, placid waters full of
edible fish that are languid and easily caught.

When the Veds sense that Ka is hungry,
they ask people to offer the Prayer of
Softness and to fill their houses with
standing jars of liquid. They also send out a
team of the lesser priests known as scyros
to present offerings. These offerings are
typically heavy objects—stone, brick, or
sometimes large dead creatures—that are
laid upon the god’s “lap,” a large flat panel
of round black knobs. Once the offerings
are provided, the god turns off its blue glow
and sleeps until it is hungry again.

EM

Em is the easternmost machine god. She is
fierce and fiery, a tall triangle topped by an
oval. She glows red constantly, giving her the
moniker of the “flame god in a red dress.”

When she is displeased, she expels long
trails of an oily substance that does not
mingle with water. The substance catches
fire easily, spreading fast and burning
even stone and metal. It often burns out
before it reaches the city, but some of the
easternmost structures still bear the scars
of Em’s past destruction.

When Em is placated, she holds up
her “hands,” three complex prisms full of
reflective surfaces that shine rare bits of
sunlight down into the depths.

When the Veds sense that Em is angry—
she typically gives fair warning by lighting
the hem of her dress with a bright purple
fire—they ask people to offer the Prayer of
Breath and to carry bits of dried seaweed
and bones in their pockets and adorned on
their clothes and jewelry. They also send out
a team to kill one or two large sea creatures,
usually whales, and spread the fat all over
Em’s face and dress. Em burns hot and
bright while she decides whether to accept
the offering. If she accepts, she returns
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Thunderfish: level 3;
discharges electrified

eggs into the water that
explode on contact for 4
points of damage; attacks
in groups of five or six

Inkeel: level 5; spews dark
ink that leaks through
skin or suits; those who
fail a level 4 Might
defense roll suffer 1 point
of damage per minute
(ignores Armor)

Rarrow, page 169

Etti Yarem: level 3

Four Scylines: level 10;
health 1,000; Armor 20




In Rust, many mutations
are considered to be
physical signs of an
infection. Those with
discernable mutations
who wish to enter the city
may be quarantined for
days or even weeks.

Upon entering the city,
characters who have

no artificial means of
breathing and have not
had an ooroma shot
must make a level 4
Might defense roll or
suffer the short-term
effects of becoming
water-locked. Those who
become water-locked
must make a second
level 4 Might defense roll
or suffer the long-term
effects of becoming
water-locked.

to her typical red state. If not, the purple
flames rise higher.

The last time Em was displeased, she
exploded just as a team of scyros was
presenting the offering. Six of them were
killed outright, and four more were injured.

SA

Sa is the god of the north. The god of the
white. The god of death. Three-gendered and
three-faced, Sa is also the god of disease—
particularly the Drown, an infection that kills
more skeane than anything else. Sa takes
the form of a tall, three-sided tower topped
by a group of off-white orbs, interconnected
and ever-changing. The appearance of the
orbs is akin to a sac of eggs that constantly
moves due to the growing creatures inside
it. Sa gives very little warning of impending
ire, other than one or more orbs cracking
open. Typically the action is so small and
happens so fast that it's hard for the Veds to
catch. Once, long ago, the Veds stationed a
constant watch of scyros at the site of Sa, but
the god seemed to resent the intrusion and
was angry much more often. Now the Veds
watch from afar in the towers and hope that
they catch the warning signs in time.

When the orbs crack open, nothing
appears to come out of them. And yet,
shortly after, there is almost always a rise in
instances of not only the Drown, but other
infections and diseases as well.

Prayers to Sa are Living Prayers, in which
supplicants offer small pieces of their
flesh, blood, hair, or other body parts as
appeasement to the god. The parts are
collected in large containers around the city

and melted into a type of sticky liquid. Then
they are transported to Sa and stuffed into
the cracks of the orbs.

When Sa is pleased, there is a general
sense of wellness and health among the
population of Rust.

NY
Ny is the most volatile of the gods.
Although most wouldn’t say it aloud for fear
of calling down his ire, many think of Ny as
the baby god due to his tantrums. Ny rules
the weather, and the weather around Rust
can change abruptly with little warning. Ny’s
color is the grey of shadows.

Ny is a giant tripod of metal and stone.
Of all the gods, he looks the most like
skeane, which is still only a little bit: he
has a large beaklike shape on each leg that
is deeply carved with ancient runes and
markings. When Ny throws a tantrum, the
beaks open—sometimes all at once, and
sometimes slowly, one at a time—and
the weather changes. Ice folds, a type of
underwater snow that turns into smoke and
then freezes into folds, are common. Ice
folds are often followed by push glaciers,
large ice structures that form below Ny's
body and get shoved toward the city by an
unseen force. Rarer, but far more dangerous,
is boiling rain, drops of lavalike liquid that
ooze out of Ny’s beaks and increase the
temperature of the water to near boiling.

There is little that the inhabitants of Rust
can do to keep Ny from throwing a tantrum.
The god can be placated only by Prayers of
Sacrifice. Typically, it is three scyros who make
this sacrifice, a trio swimming out to the god
in unison. The three perform an elaborate
dance of undoing around the god—a dance
designed to keep them from dying in the
unleashed storm while distracting Ny—and
then each slides into one of the open beaks.
The beaks close around them, and Ny falls
into silence. For now.

GETTING TO AND SURVIVING
IN THE CITY OF RUST

The City of Rust lies deep on the ocean
floor. Visitors must take the usual
precautions against pressure, cold, and
other obstacles to safely arrive at the three
circular gatehouses. The city welcomes all
who desire to enter it provided that they do
not carry disease or infection.
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In order to enter the city, a visitor must
pass through one of the three gatehouses.
The gatehouses are complicated structures
with a number of porous and semiporous
membranes that visitors must walk or swim
through to reach the inner city.

Skeane are amphibious creatures, but
rather than breathing pure air or water, they
enjoy breathing a special oxygen-rich liquid
that they call ooro. Thus, the inner city is
filled not with air or water, but ooro. When
humans and other non-skeane enter the
inner city, they may become temporarily
water-locked. Their lungs quickly fill with
ooro, which their body is unable to process.
Within two minutes, oxygen deprivation
occurs and shock begins to settle in. Most
people’s bodies are able to adapt to the
liquid air before severe convulsions set in. A
few, however, never adapt. Without treatment
or assistance, they suffer more serious
consequences, such as brain injury or death.

Those who do adapt find that breathing
fluid becomes natural, but it also strips
their lungs of their protective coating. To
avoid getting—and possibly spreading—
an infection, visitors are required to drink
a fishy-smelling medicinal potion called
florrine once per day. They can purchase
florrine from the shops in the large building
known as the Point. Anyone who is tested
by one of the city guards and doesn’t come
up with traces of florrine in his retinas is
quarantined and fined.

A second alternative for visitors is to get an
ooroma shot. This injection allows someone
to begin breathing the ooro without any risk
of becoming water-locked. A large syringe
filled with dark green liquid is injected
through the chest directly into both lungs,
one a time. The procedure is known by
those who've had it, and those who give it,
as the “lung slug” for its intense feeling that
someone just punched the air out of your
chest. It's not uncommon for someone to
begin the ooroma shot process, get one lung
injected, and then change her mind without
getting the second one done. A single
injection, however, offers no benefit.

Last, those who enter the city for the first
time must sit through a short orientation
about the Four Scylines. This five-minute
presentation ensures that visitors know the
rules and do not accidentally provoke the
gods into action.

Once someone has entered the city safely
for the first time, she is issued a passtag.
The passtag shows that she has taken the
orientation and is safe to pass undeterred.

SKEANE

Skeane are furred, feathered, and webbed in
grey and white, with strips of orange-yellow
around their faces and along the edges

of their bellies. Their heads are similar to
those of both dolphins and birds, with soft,

pointed bills, small teeth, and long tongues.

Skeane have three sets of multipurpose
limbs. On the ground, they stand on the
back two sets and use the front set much in
the way that humans do. When swimming,
they can use all three sets, along with their
kite-shaped tails, to speed through the
water, or they can move more slowly and
deliberately, using their front limbs to hold

Ooro is very similar to
the oxygen-rich “water”
found in the invisible
corridors and may be
related.

Invisible corridors,
page 12

When skeane say

the word "ooro," it's
soundless, more of a
bubbling gesture of the
mouth than a sound.

It is onomatopoeic,
designed to represent
the sound that 