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Chapter One: A History or Luclin

Chayter One:
A History of Luclin

Luclin is a realm of exiles. From the loyalist refugees of
the Combine Empire and their pursuers, the Inquisitors, to
the evil shissar and the luckless kerrans known as the Vah
Shir, all of the major races that inhabit the lost moon of
Luclin were cast out or voluntarily fled Norrath.

They found a world that was a strange wonderland, one
side sunk in eternal shadow, the other in constant sunlight.
Beneath the surface of the world were vast caverns where
strange plants and bizarre creatures throve. The surface of
Luclin was a place of mountains, deserts, oceans, and
plains. Over the generations, these exiles (and those born
of them) came to think of Luclin as home, and when
adventurers from the kingdoms of Norrath once more
began to arrive, the established peoples of Luclin were well
removed from the races that had given them birth.

The Gobddess Luclin

Luclin gets its name from its creator, the Goddess of
Shadows. For untold ages, Luclin dwelt in the darkness of
Norrath, watching as the other gods fought and squabbled
over the land and its inhabitants. At last, she could stand
no more, and left the world altogether, moving to the
world’s ringed moon.

From the security of Luclin’s dark side, the goddess
allowed Veeshan’s seeds of life to germinate, and then
nurtured the creatures that crept forth. All the while,
Luclin watched over Norrath as the gods continued to
squabble. As they descended into open warfare, Luclin yet
lurked in shadow. She remained neutral in the great con-
flict between Tunare and Innoruuk, bewildered by their
foolishness.

The creatures that grew from the seeds of Veeshan spread
across the once-lifeless moon. Luclin herself created other
life forms as well, the first and most powerful being the
Akheva, those immortal four-armed creatures who even
today remain her most loyal subjects. Elsewhere, other
species grew and thrived. The insectoid shik’nar built their
hive complexes, galorians carved out tribal territories in
the moon’s rugged wilderness lands, and the tegi spread
across the entire orb, dividing themselves into numerous
independent tribes. Beneath the surface, great burrower

beasts carved labyrinthine tunnels among which fungal
fiends and tentacled thought horrors thrived. Though it
seemed a bleak and distant world to those who watched it
from Norrath, Luclin was a place of life and vitality.

And then, after countless years of isolation, Luclin was
once again visited by outsiders.

TheShissar

The rise of the shissar snake-people on Norrath did not
escape the observant goddess’s notice. As their empire grew
more powerful, the shissar became increasingly arrogant,
eventually convinced that their power rivaled that of the
gods themselves. At last the gods punished the shissar for
their hubris, sending a deadly green mist that caused the
snake-folk to sicken and die. The shissar faced destruction,
but a handful of survivors found a way to escape from
Norrath, fleeing to Luclin’s moon. Their empire had been
destroyed, and the few snake-people who remained were a
fearful, superstitious, and paranoid lot. Luclin thought long
about their fate, but at length she allowed them to stay in
the region now known as the Grey.

Back on Norrath, most believed that the shissar were
gone forever, driven to extinction by the vengeance of the
gods. The iksar, who had been enslaved by the wicked
snake-people, rejoiced and soon became one of the fore-
most races of Norrath. Memory of the shissar faded until
they became little more than creatures of myth. No one
knew that the shissar still lurked in their refuge on the
moon of Luclin, still served by the descendants of their iksar
slaves.

The surviving shissar began construction of anew temple
and covered the vicinity of their new home with a vast
dome of magical force, drawing all the air from the region
save immediately around the temple itself so that the
Greenmist would have no means of reaching them. Now
safe, the shissar began to settle into their new home. But all
was not well for the snake-folk, for the wizard Vyz'dra began
plotting to seize power.

The writings of the renowned shissar wizard T’sharnell
speak of the snake-folk’s curse and their flight to the moon.
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— Almost all are dead. VWhy have the gods cursed us so? W dared to reach to them, we dared to become as them,

and they found fault with this. Our crime was arrogance, sotme say. Js the desire for greatness arrogance? Js ambition

a sin? Jn the eyes of the gods, apparently, it is.

— "The Greenmist has taken most of the Emperor’s court. Only a few, including Emperor Ssraeshza, his loyal
councilor the great "Uyz dra, myself, and a few retainers survive. J have managed to hide the royal heir in my wing
of the palace; isolated from the rest we have a chance of surviving. J must find a cure for the Greenmist sickness or

our whole civilization is lost. J, first wizard of the Cmperor’s court, am the only one left alive who can find an answer.

— J have found something. J know not if it will work but it is our only chance. J pray to whatever deity is still
listening that J may stave off this dreadful plague.

— ow the gods torment us! Js our suffering simply an amusement? _My spell was partially successful, and we
are now safe from the plague, but not as J had imagined. Somehow my spell transported us to a new world, which
we have since discovered is the moon Luclin. Jt is a harsh and unforgiving realm, but at least for the moment we are
safe. We have set slaves to building temporary dwellings for us and we are making plans for a temple. “Che Greenmist

may return, even here, so J am drawing up plans to transform this entire region and protect us from harm.

— J worry about “Uyz dra. He does not seem happy with Emperor Ssraeshza’s rule. J fear he will rebel, and
this J cannot allow. “The Emperor’s bloodline has remained unbroken since the davn of our history, and it must not
end now. My agents tell me that "Uyz'dra is delving into forbidden subjects, possibly black magic and necromancy.

HAction mustbe taken, for we cannotallow him to bring destruction upon us all, not when we are so close to destruction

already.

— Work continues on the great temple. Our people still fear the gods’ vengeance, and the Emperor seems worst of
all. Hehas decreed thatmy barrier must keep out thevery air itself. J am now researching away to fulfill the Emperor’s
command. Hopefully this solution will ease some of the fear of my people.

— My work is completed. “The temple is finished, and the great spell appears to have sealed us into this airless void
where the Greenmist cannot come. CAt last we can rest in safety from the vengeance of the gods and from the green death
that ravaged our people.

Al the same, some things are lost forever. J mourn the loss of our great empire; we are a race of refugees now,
cowering in our temple, afraid of everything and everyone. Our food is plain, our lives simple, and our young people
grow harshand wild as this lost moon. J lament the lost empire, but J shall do what J can to ensure our race’s survival.

— Anew race of beings has appeared, tunneling in the caverns beneath our temple. We have captured one of them
for study. “They seem to use some power of their minds for battle, but we are largely unharmed by such primitive tactics.
We have determined that the rulers of this race want to study us and learn our weaknesses. “The Emperor is not at
all concerned and, in truth, neither am J, for we are sure to prevail if they choose to attack.

— “Uyz'dra has turned against us and now threatens us all with his madness and treachery. “Chere is only one way
to contain him, for J fear even in death he will be uncontrollable. J have devised a spell that will, J fear, require the
power of my own life force to entrap “Uyz'dra. J pray to the nameless deities — even to those who cursed us — that
this will save my Emperor and my people. My life ends, but in dying J leave my legacy to those who come after.

Long live the Emperor, and long live our mighty people.
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T’sharnell did, indeed, sacrifice himself to trap Vyz'dra,
but even today the shissar continue to fear him and his
minions. Meanwhile, the mysterious new race that plagued
the snake-folk proved to be the humanoid monsters known
as thought horrors. Children of Luclin herself, the horrors
dwelled in the lightless abyss known as the Deep and
eventually made their way into the halls of the Ssraeshza
Temple. Fearful of the shissars’ power, these creatures
resented the intrusion of the snake-people and, soon after
T’sharnell’s sacrifice, began to move against the shissar in
large numbers.

Little is known of the conflict between the thought
horrors and the snake-people, but it is a contest apparently
still going on in the tunnels beneath the Grey and in the
adjacent caverns of the Deep. At first, the thought horrors’
mentally enslaved creatures assaulted the Temple. The
height of the assault came when a horde of burrowing
worms emerged into the mines near the lower levels,
accompanied by an army of murderous thought horrors.
The shissar and their slaves met the enemy in the narrow
tunnels and pushed them back, though the cost was great.

As a result, and given the ever-present threat of the
Greenmist, the shissar have been cautious about venturing
beyond their airless homeland, but the war with the thought
horrors has convinced Emperor Ssraeshza that they cannot

remain isolated forever. An especially cruel and power-
hungry race, the shissar have begun once more to
contemplate founding a new empire in which they can rule
unchallenged. Perhaps the humans and kerrans will make
worthy slaves to help build this great new empire, but so far
the shissar have contented themselves to planning and
dreaming of a return to greatness.

The opening of the gates and the subsequent arrival of
adventurers from Norrath has made the shissars’ position
even more precarious, for now they fear that they may once
more come to the gods’ notice, and that divine vengeance
may be redoubled upon them.

The Comingorthe Combine

The lost Combine Empire, first and greatest human
nation, survives on the moon of Luclin, though it is a mere
shadow of its ancient self. Luclin herself prevented the
Empire’s return and drove the geomancer Grieg to mad-
ness. The conflict between the Combine Loyalists and
their Inquisitor foes amuses the Maiden of Shadows, and
she is reluctant to allow either faction to leave lest they rob
her of her entertainment.

Combine historian Aliane Rainmist, an elven druid of
Tunare, tells the tragic tale of the Combine’s collapse and
its survivors’ flight to Luclin.
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J speak now of the Combine Empire, the greatest commonwealth ever to exist on Norrath. Jtis said by some uninformed historians
that the empire was ruled by humans, being the first great human state. et these historians do not know the truth. On our prime, we
— all those folk who comprised the Empire — ruled almost all of Norrath, and under our rule, we of the premier races lived in harmony
and peace, in an enlightened alliance not only of humans, but of elves, Northmen, dwarves, halflings, and gnomes.

“The great bard “Usaph Katta was our benevolent and wise leader. is policy was to judge every being on his or her actions and
to allow each being to prove itself. Birth, wealth, prowess, and influence were not used to determine an individual's status: No citizen
of the Empire had greater privilege than another. None were above the law, and none outside it. Guided by Katta's enlightened wisdom,
we prospered, and all grew together in peace and love. On the end, though, it was Katta's very kindness that sealed his (and our ) doom,
for though he had conquered the injustices of office, he could not conquer the envy and evil that dwelled in the heart of many of his subjects.

Katta's greatest general was a man called Seru. “This grand duke had won many battles on behalf of his lord, bringing strength and
security to our empire. Handsome, intelligent, and charming, Seru rose through the ranks of the imperial army and soon became
Emperor Katta’s most trusted minister. Many distrusted him, however, for they knew that Seru concealed a heart consumed with
ambition and greed. Emperor Katta would hear none of this, however, wise though he was, and chose to see only the best of his friend,
willfully blind to Seru’s cruelty and thirst for power. MAssured of the emperor’s trust and secure in his position, Seru began to plan
his great betrayal.

Seru’s motives for betrayal are not certain. (Most believe that he was simply black~hearted and evil, envious of the love and respect
paid to “Tsaph Katta by his people. Some try to justify his actions as having been motivated by Katta's plans to incorporate the ogres
of Oggok and the trolls of Tnnothule into the Combine Empire. ‘Regardless of his reasons, Seru brought about the end of the empire
and extinguished all hope on Norrath.

“The end occurred at a great state banquet, where the representatives of many other races and nations attended. Seru’s assassin was
there as well, unknown to our emperor. When Katta shook the hand of a seeming well-wisher, he did not know that the stranger’s
glove had been coated with a terrible poison — within a few minutes the emperor lay dying. And the Combine Empire was dying with
him, for Seru and his minions had bequn their great rebellion.

But the emperor did not perish. Ais loyal druids wove protective spells, holding him in stasis, and the elves took his inert body
to their forests, where they concealed and protected it. Katta’s chiefadvisor, his wife the bard Lcea, called a council for those of us still
loyal to her and her husband's cause.

“Che Empire was naught but a corpse; mere days after Katta's fall, it was irreparably sundered. On our great council, we hit upon
a desperate plan. CAs Lcea contemplated our future, she gazed upward and saw the moon of Luclin. She decreed that this would be
our refuge, from which we would recreate Katta’s vision of peace and security, and hopefully one day return to reclaim our empire.

Months passed, and thousands of Loyalists gathered around the greatest wizard spire on “Uelious. Elsewhere, the Empire writhed
in its death throes as many of its subjects declared independence and moved to plunder its riches. “The armies of Seru and his so-called
Onquisitors sought out the remaining Loyalists, but through acts of heroism and self-sacrifice, Seru was held at bay.

At last, Luclin was at its closest approach to Norrath. “The man chosen to perform the ritual was Grieg, a powerful geomancer
and a master of teleportation magics. Mided by others from among the greatest spellcasters of the ,ﬁoyalists, he performed the ritual,
and as one we were carried, in our thousands, through space to Luclin.

When we arrived on Luclin, though, we discovered that Grieg had miscalculated. Onstead of transporting us to the surface of the
moon, his spell had placed us in the caverns below it. (A strange black orb, which we called the Nexus, had apparently drawn us there,
to the center ofa vast cave complex. “Fear assailed us. Were we trapped? Would we starve to death without ever seeing the open sky
again? _Many of us vented our rage at Grieg, but after several months we were able to find safe routes to the surface.

By this time, some of our people had grown accustomed to the caves, and wished to stay there — their devotion to the Empire was
never great to begin with, and J suspect that many of them had joined us simply to escape the scourge of the Inquisitors. “The majority
of our people ventured into the eternal twilight above, where we built our new city: Katta Castellum. Our ruler remained with us,
still maintained in a magical slumber, though one day we hoped to reawaken him.

Grieg the geomancer stayed behind in the new community of Shadow Haven. By this time we had grovon wary of him in any event,
for his loyalty had become suspect, and most of us believed that he had joined with us simply as a way of gaining greater wealth and
power. UHis miscalculations had almost been the end of us, and we were happy to see him gone.

Foratime, Grieg remained in Shadow aven, aiding the others in constructing their new settlement. “Unfortunately, he continued
in his old ways, and his spells often did more harm than good. “He continued to seek greedily for knowledge, driven by his own lust

for power and caring little for the safety of those around him. CAfter an especially disastrous incident in which several caves collapsed,
killing dozens, the “Crade “Families that ruled Shadow “Haven demanded that he leave.
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Grieg found no refuge with us, for we knew his nature and that he cared nothing for the lost glory of our Empire. Besides, we had
learned that, as a result of another error in his calculations, we were trapped on Luclin for the foreseeable future, for the moon would
not approach Norrath again for millennia.

While we built Katta Castellum, expanded our defenses, and learned of our new and dangerous home, and while the Shadow
Haven folk recovered from the damage he had done, Grieq wandered Luclin, at last arriving on the light side of the moon, where he
raised up a new citadel south of the Dawnshroud Peaks. Here, in the fortress he called Grieg's End, he settled down to learn more
of geomancy, and to seek solace from the lunar refuge that had become our prison.

Grieg's quest ended in despair, for Luclin, the goddess who rules the moon, drove him mad for his presumption. “loday, Grieg's
End is a foul and cursed place, haunted by strange ghostly creatures and plagued by spells spavwned by Grieg's madness. Tt is said that
those who venture there are transformed into strange shapes and appear different to all who observe them. Jt is also said that Grieg
himself still lingers on as a tormented spirit, ever seeking knowledge that he can never attain.

But Grieg's fate was not relevant to us, not then. “For we learned all too soon that our enemies had followed us. Seru’s bid to take
over our realm had failed — instead of controlling the Empire, he merely destroyed it, and now Norrath was in a turmoil of chaos
and death. Vet even in defeat, Seru burned for vengeance when he learned that we had escaped. Surely he did not know that "Katta
still lived, else his anger might have been even greater.

“Upon learning how we had fled ;Norrath, Seru set his pet wizards to duplicating our feat, and after some time and great effort they
cast a similar spell, one that transported Seru and a good number of his Onquisitors into Shadow “Haven. Seru and his followers
arrived at the Nexus, but were shocked to see the fortifications and armed forces that Shadow “Haven raised against them. Alfter
long negotiations, the Shadow “Haven folk allowed the Inquisitors to depart, though many of Serv’s people also remained behind to
aid in researching the Nexus, determined to find a way to escape from Luclin’s pull.

Ms time passed, the Inquisitors who stayed behind ended up mingling with the folk of Shadow “Haven, while the others journeyed
to the daylight zone of Luclin where they constructed their own citadel, the city of Sanctus Seru. “Their magic sustains the wicked
Lord Inquisitor Seru even still, and he lives in perpetuity, spurred on by his desire to crush the last remnants of the old empire.

“Thus we remain in a continual stalemate with the Inquisitors, but J fear that this will not last forever. Our spies report that Seru
trains his Onquisitors to march on Katta Castellum, and that he seeks alliance with the dark powers of Luclin. “Che people of Sanctus
Seru are harsh and evil, holding gladiatorial games for entertainment, and reveling in death and slaughter.

Vet we are prepared to defend oursekves and to preserve our way of life for as long as we are stranded on the _Moon of Luclin.

The Inquisitors were not the only enemy faced by the
beleaguered Loyalists. Enemies assailed the followers of
Tsaph Katta both from within and from without. The city’s
most persistent foes were undead creatures known as
vampyres.

The first vampyres encountered by the Loyalists were
clad in the garb of Shadow Haven merchants, apparently
infected and transformed into undead by other vampyres.
Soon, the Loyalists discovered that the Tenebrous Moun-
tains were infested with the creatures, an alliance of
vampyres known as the Coterie of Eternal Night. The
struggle between the two factions began immediately and
continues to this day. Though they did not attack in great
numbers, a handful of vampyres once entered the city
through subterranean passages, or perhaps under the cover
of invisibility, infecting innocent citizens and recruiting
them as murderous minions. Today, some areas of Katta
Castellum are especially perilous, for the lack of sunlight
allows these horrific creatures to move and act with virtual
impunity.

Within Katta Castellum’s own walls, threats to the
security of the refugees continue to fester. Some chafe at
the rule of the Concilium Universus — the council that
leads the city in Tsaph Katta’s stead — and call for change.
Others see dark conspiracies in the city’s many shadows.

Q

Some have even gone so far as to claim that Tsaph Katta
himself has returned as an undead creature, transformed by
the vampyres, and now ruling the city as an immortal
monster.

The emergence of such factions and the continued
predations of the vampyres amount to unsettling evidence
that the Loyalists’ society is beginning to falter. As their
foes grow bolder and their own people nurse more and more
substantial doubts, the future seems less and less certain.

The recent arrival of outsiders — adventurers and ex-
plorers from Norrath — has fired the Loyalists with new
hope, however. With the gates to their homeland once
more open, some have begun to openly speak of a return, a
reconquista in which the Combine Empire takes back its old
lands and returns them to enlightened rule. Many Loyalists
are more pragmatic, however, soberly pointing out that the
Combine’s halcyon days are gone forever. They are
Luclinites now, these individuals say, and though the new
travel routes have improved life for those on both sides of
the gates, it is best that they remain on this strange world
that has become their home.

Thelnquisitors

The Loyalists’ oldest foes, Seru’s Inquisitors, are the last
remnants of the rebels who once tried to conquer the
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Empire but who instead destroyed it. Seru, the traitor who
tried to murder his lord and thus brought about the
Combine’s utter collapse, still lives in the depths of his
keep, the Arx Seru, within the city of Sanctus Seru, from
which he rules with an iron hand.

Blind to the terrible tragedy he caused, Seru became
obsessed with pursuing and finally defeating the Loyalists.
When they escaped to Luclin’s moon, the warlord’s anger
was terrible — it is said that in his initial rage he killed at
least four slaves and injured countless others. At a time
when he should have been consolidating his gains and
establishing his control over the Combine Empire, Seru
instead bade his followers find out how Katta and his people
had escaped. As subject peoples rose up and plundered the
far corners of the fallen Empire, Seru obsessively pursued
his research until at last he discovered what had happened.

As quickly as possible, Seru gathered up his armies and
had his wizards cast their own version of Grieg’s transpor-
tation spell. As the world fell into blood and chaos behind
him, Seru led his people in pursuit of his hated enemies.
After negotiations with the wary Shadow Haven folk, the
Inquisitors were at last allowed to venture to the surface.
There, they discovered that Katta’s Loyalists had fled into
the Tenebrous Mountains and were engaged in building a
great citadel. Weary, out of supplies, and to their own
horror trapped on Luclin, Seru and his army reluctantly
realized that they could not defeat Katta. Not yet, anyway.

Immediately, the Inquisitors began construction of their
own great city, which their leader arrogantly named Sanctus
Seru. A model of geometric precision and flawless architec-
ture, the city reflected its master’s cunning, mathematically
precise mind. Stone was brought from the neighboring
Dawnshroud Peaks, despite skirmishes with hostile galorian
tribes and predatory rock hoppers. Food was harvested from
the caverns below, and soon the Inquisitors learned how to
cultivate mushrooms and other indigenous fungi. Farms in
the Dawnshroud Peaks also produced food for the city.

The Inquisition’s influence spread into the neighboring
wilderness, soon renamed Marus Seru. This blasted waste-
land became a place of exile for those who had failed to
serve the Inquisitors, but who were not deemed worthy of
execution. These pitiful creatures, eventually known as
Recusos, formed a rough and violent culture in Marus Seru,
where they dwell to this day, fighting with the hardy
creatures who share the wasteland with them and attacking
outsiders or stealing what they can to survive.

The Inquisitors are strong. In their own region they are
virtually unchallenged. But their strength also lies in isola-
tion, for their hated foes, the Loyalists, are on the other side
of the moon — across a distance that not even Seru’s
fearsome power can easily cause his people to bridge.

Shavow Haven

In between the two major human cities of Luclin lies the
hidden complex called Shadow Haven. Extending far
beneath the moon’s rocky surface, this place is populated by
the descendants of those Loyalists who stayed behind when
the rest went on to found Katta Castellum. As well, it is
home to those Inquisitors who wished to research the
secrets of the Nexus, the mysterious black orb that ap-
peared to have drawn the humans to this location on the
moon.
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The days after the exodus from Norrath were harsh for
the people of Shadow Haven. Starting from the natural
caverns beneath the moon, they began to expand outward,
hollowing out new corridors and chambers. Initially, they
were aided by the geomancer Grieg, who had chosen tostay
in Shadow Haven rather than live with the derision of the
Loyalists, who blamed his faulty calculations for their
apparent entombment in the caverns. After several disas-
trous mistakes by the wizard, however, the Trade Families
— those wealthy merchants who had become Haven’s
rulers — ordered him to leave. The people carried on their
excavations and, perhaps not surprisingly, fatalities and
accidents indeed decreased substantially after the
geomancer’s departure.

The Haveners eventually expanded into the neighbor-
ing Paludal Cavern complex, discovering the great groves
of edible fungi there, as well as the dangerous creatures that
dwelt therein. Harvesting foodstuffs was made hazardous by
hostile tegi, predatory fungal fiends, and the Recondite
bandits, dissatisfied Haveners who sought to carve out their
own society free of the Trade Families’ oppressive regime.

Shadow Haven forces also ventured into the Fungus
Grove, where they encountered the shik'nar insect crea-
tures and the grove’s own band of renegades — outcasts
from sun revenant people who called themselves the Shadel
bandits. Despite these challenges, routes to both the Fun-
gus Grove and the Paludal Caverns had to remain open, for
the food obtained in these places keeps Shadow Haven
alive.

A neutral state comfortably nestled between the Inquisi-
tors and the Loyalists, Shadow Haven welcomed and
traded freely with both sides and with anyone else who
wished to approach them. In some ways, Shadow Haven
reflected many values of the old Combine Empire, allowing
anyone to live and trade freely within its boundaries,
regardless of race, religion, or outlook, as long as they
obeyed the city’s laws. Under the rule of the Houses Fordel,
Midst, Nota’Dal, and Earthcrafter (those referred to collec-
tively as the Trade Families), the city became a center for
trade and diplomacy. After a time the city prospered,
troubled only by occasional incursions of hostile shik'nar or
fungus fiends from outlying caverns.

Research into the Nexus and its mysterious magical
qualities continued. In time, the Inquisitors who had stayed
behind joined Shadow Haven society, forsaking Seru’s
rigid, joyless rule. For their part, the Inquisitors chose not
to make an issue of the researchers’ actions, for Shadow
Haven was becoming vital to Sanctus Seru’s economy, and
not even Seru wished to antagonize the powerful Trade
Families.

The Nexus itself proved difficult to research. The Nexus’
emanations could be qualified or quantified, and were
clearly powerful, but the black orb itself proved impervious
to any such examination. It had helped to transport both
the Loyalists and the Inquisitors to the moon, but now
stubbornly refused to yield up its secrets or — to the
researchers’ even greater consternation — to be reacti-
vated to allow any further transportation either to or from
Norrath.

Some researchers speculate that the Nexus’ inactivity was
due to the moon’s location relative to Norrath, and that once
the distance between the two worlds decreased again, free
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transit would once more be possible. Others postulated that
the original exodus was possible only because of the sheer
amount of raw magical energy needed to travel to the moon,
and that such magical power, for some unknown reason,
could no longer be summoned on Luclin. Still others claimed
that Luclin herself had closed the gate, preventing any more
interlopers from entering her home world.

In the end, the answer appeared to be a combination of
all three theories. The moon was still far from Norrath
when the celebrated Al’Kabor made the momentous dis-
covery that led to the reopening of the lunar gates, but the
wizard and his assistants were able to summon up consider-
able magical energy, utilizing the power of the ancient
wizard spires. This combination of forces created asituation
that had not existed for ages — the opening of free trans-
port between Norrath and the moon of Luclin.

The first arrival of outsiders came unexpectedly, when
Al’Kabor and his fellow wizards emerged from the Nexus
and entered the Bazaar region of Shadow Haven. Their
arrival caused a sensation, and within hours the entire
community was abuzz with the news. The way to Norrath
was once more open, and a flood of adventurers, travelers,
and explorers was certain to come.

And come it did, much to the delight of the Trade
Families. Vital to human society on Luclin, Shadow Haven
now became a critical crossroads between two worlds.
Platinum, gold, and silver flowed freely, as visitors of a
dozen races came and went with relative freedom. Happily,
the Trade Families watched their riches accumulate, and
the cunning people of Shadow Haven happily offered to
trade even more openly with the newcomers.

This is how Shadow Haven remains today, as travel to
and from Luclin becomes more and more frequent. No one
knows how long this situation will last, and those research-
erswhostill probe the secrets of the Nexus cannot guarantee
that the gates will not close as unexpectedly as they opened.
For the time being, however, Shadow Haven is content to
be a critical waypoint on the road to adventure on Luclin.

TheVah Shir

The Vah Shir are an offshoot of the kerran race that
originated on the Norrathian continent of Odus. Legend
holds that the kerrans were once bitterly divided and in the
throes of a bloody civil war when a great leader, Kejaan
Kerrath, emerged to unite the tribes into a single nation. A
golden age followed, during which the kerrans became the
dominant species on Odus.

Kejaan proved a wise and resourceful ruler, drawing his
elite nobles from among the other kerran clans. From clan
Shir came nobles, generals, and warriors. From Kajek came
shamans and counselors. From the clan of Shahar, Kejaan
drew his hunters and farmers, and from clan Karani, he
selected his civil servants and bureaucrats. The so-called
Komiyat Kerrath grew in strength and influence.

The coming of the Erudites proved catastrophic for the
kerrans, even though relations between the two races were
good. When a small number of Erudites first took up the
practice of necromancy, however, the kerrans began to fall
ill, and soon plague raged through their cities and villages.
Convinced that the heretic Erudites and their dark magic
were responsible, Kejaan himself went to treat with their
leaders, but even he returned weak and sickly. He died soon
thereafter, and his son Vah took the throne.

Vah gathered his elite forces in the Shir city of Shar Vahl,
intending to join the Erudites in their war against the
heretics. Before he could act, however, a great battle broke
out between the heretics and Erudites, resulting in huge
pieces of Norrath being flung into space — and among
them the city of Shar Vahl.

The rogue Rejik tells the story of the Vah Shir and their
arrival on Luclin. He was a scout and a spy of middle rank
on the day of the great explosion. His account is a rare
record from the early days of Shar Vahl, since written works
have since been prohibited there.

Acre F record what transpired when the great cicy of Shar Wahl was sent to the new land. Wiy name is Rejik

and 3 am a Tarvun of Shar WVahl. 3 have scroed both my guild and the city of Shar Vahl faithfully since 3 was
a cub, but now my faith wavers. Strange things haoe happened in the past few turns, things inexplicable and
unfathomable. Somehow, our fair city has been transported to the moon of Luclin, far from the safety of Norrath.
3 shall tell of these strange coents and how this misfortunc has befallen my people.

an those days, the magic-wiclding race of humans known as the Zrudites was engaged in a ferocious civil war, i
which a group of necromancers known as the Aeretics sought to ooerthrow their gentle brethren. Our great city was
caught between the two forces, and though we struggled to remain neutral, most felt it was only @ matter of time before
we were drawn into the conflict. 3 was assigned to personally guard and seroe our guildmaster, defending him from
focs and carrping his messages to others.

AW¢ receioed frequent updates on the Erudite AVar, and it was during the most ficrce fighting that tragedy stuck.
o liccermate Rhejinak was making report to the guildmaster when our entire city was rocked by a great explosion,
and a fearsome light blinded us all. Zoen as we fell, the ground beneath us scemed to fall away, and there was a terrible
sensation of rapid descent. Dust billowed, and the sound of falling masonry mixed with terrified screams.

Seoeral guards ran outside to see what was going on while Rhejinak and 9 stood with our guildmaster. The guards
retorned, telling of chaos in the city. There was destruction throvghout Shar WVahl, buildings crumbling and
collapsing, debris scattered across the streets. A great clovd of dust obscured the sk so that nothing could be seen.
‘@he normally disciplined people of our city were in @ panic, and the guards were hard pressed to keep peace.
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Wi guildmaster sent me out to cvaluate the sitvation while Rhejinak remained with him, and 3 ventured out alone
into the dust-choked chaos. ‘The city was in tumult, but slowly the survivors began to reestablish order. ‘The Dar Rhura
stood beside the Fharin, helping the injured. ‘The 3hala Dun were regrouping to face whateoer dangers threatened our
fair city. Ao one scemed to understand what had happened, save that something cataclusmic had befallen Shar Vahl.
JAone said what we all knew to be true: that the Erodite AVar had finally come to us, and that we would suffer for it.

After reporting to my guildmaster, we decided to confer with Ring Vah Rerrath. Once more 3 picked my way through
the dust, rubble-filled streets, this time with Rhejinak, both of us escorting our guildmaster. The palace was as chaotic
as the rest of the city, vet — thanks be to the ancestorst — Nis Wiajesty Vah Rerrath and the ropal family were
uninjured. 3n solemn council, the guildmasters of the city commanded that Rhejinak and 3 should leaoe the city to see
what the Frudites and ANeretics had done.

AVhat we found was bevond anuthing we could haoe imagined. The land surrounding Shar Wahl was deoastated.
‘@he city [ap at the bottom of a huge crater, surrounded by rubble. AVe picked our wap through the debris, finallp emerging
from the dust cloud, only to find that, ovcrhead, the stars were completely different.

Shar Vahl was not where it had been before. Something had moved the entire city.

AWc tried to determine where we were from the patterns of the stars, but it proved beond ovr abilities. Then came
the greatest shock of all, for in the night sky rose the moon Drinal, followed by a mighty blue orb that we only slowly
realized was Norrath herselfi 3t began to dawn on us. The city had been transported onto Luclin herself.

AV¢ hurried back to our Ring to report our findings. Wah Rerrath himself went with the guildmasters and his coort
astronomers to see this wonder. FEoentually it was determined that we were, indeed, on the moon. There was no wWay
that we could duplicate the magics that transported ug here, and we mourned the loss of our homeland.

JAow, as we seek to find our way, 3 haoe been commanded to venture bewond the great crater to see what perils and
challenges await ug in our new home. There is opportunity here, and 3 hope to explore and discooer this place’s depths
and uncover its mpsterics.
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Luclin is a jealous and somewhat petty deity, but she
chose in this case not to punish the interlopers, for she
knew that their coming was not by choice. Once more, she
allowed Norrathian aliens to remain on her moon.

Soon after arriving upon Luclin, the kerrans also discov-
ered that their connection to the spirits of Norrath had
been cut off. Only the great beast-spirit Sahteb Mahlni
remained in contact with the Vah Shir, leading many of the
cat-folk to turn to agnosticism or to worship the mighty
Sahteb exclusively.

The Vah Shir — now newly named for their ruler and
clan —struggled to survive on the new world. Most of their
great city had been devastated, and the survivors were
plagued by predators such as the shik'nar. Scouts reported
that there was game nearby, however, as well as edible
fungus in the caves below the city. The fungus was distaste-
ful to the carnivorous kerrans, but they made do with what
they could find while rebuilding the city.

Scouts discovered several deposits of a phosphorescent
mineral that they dubbed acrylia. Strong and durable,
acrylia was used to make weapons and armor, and marble
bearing veins of acrylia was found to glow softly in the
darkness. Large quantities of acrylia-veined marble were
used in the reconstruction of Shar Vahl, and to this day the
city shines with a faint glow, illuminating the gloom on
Luclin’s dark side. The greatest deposit of acrylia they
discovered was in the Tenebrous Mountains, a journey of
several perilous weeks from the growing city.

Acrylia caravans were forced to travel through the dan-
gerous reaches of Hollowshade Moor, where the indigenous
owlbears, sonic wolves, and shik’nar were a constant haz-
ard. Beyond lay the Mushroom Forest, less dangerous in
those days but still a challenge. Once the caravan routes
were established, however, acrylia began to flow regularly
into the city.

Elsewhere, kerran civilization spread into Shadeweaver’s
Thicket, the forest adjacent to the new city. There, the
native xakra silkworms were harvested, and sturdy cloth
was crafted from their tough cocoons. After Vah Shir
hunters became acclimated to their new environment,
they began to bring back game more regularly, and slowly
the city’s food shortage was eased.

All seemed well on the moon, for the Vah Shir were far
from Luclin’s other new inhabitants. Occasionally, Loda’Kai
poachers (an alliance of outlaws, exiles, and refugees from
the human cities) plagued the kerrans, attacking hunters or
robbing travelers, but Vah Kerrath periodically dispatched
warriors to drive out the brigands, keeping the region
relatively secure.

But greater disaster was yet to come. Within a decade of
their arrival, the Vah Shir had rebuilt their city into a
thriving and beautiful metropolis, well supplied and de-
fended both by its isolation and the brave, honor-bound
warriors who served Vah Kerrath and his family.

One fateful day, however, an entire shift of Vah Shir
miners disappeared mysteriously, followed by the squad of
warriors sent to find them. As the kerrans debated what to
do, the mines suddenly erupted with diminutive human-
oids, ferocious, merciless beasts possessed of a wicked
cunning and an apparent hatred for all other life forms. The
Vah Shir were driven from the mines, retreating back into
the Mushroom Forest before the enemy’s onslaught.
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The humanoids — dubbed grimlings for their dark,
hostile expression and character — completely overran the
mines, and retook the Mushroom Forest save for a small
Vah Shir outpost. The Mushroom Forest was renamed the
Grimling Forest, and became a place of danger and violent
death for the kerrans.

The struggle against the grimlings and their mysterious
ruler began in earnest. Their master was an individual
known only as Master Tashakhi, rumored to be a powerful
undead creature of some kind (possibly even an undead
Vah Shir). The grimlings continued to raid into Vah Shir
territory, while the cat-folk resisted ferociously.

In the midst of these terrible events, further tragedy struck
Shar Vahl. DarKhura, King Vah Kerrath’s chief shaman, told
him that he had discovered a strange race dwelling on Luclin,
a race known as the Akheva. Immortal, the Akheva were
resurrected when slain, but in the process they destroyed vital
members of the spirit world. Dar Khura and a band of warriors
ventured into the darkness in the south, seeking out these
Akheva. When Dar Khura did not return, King Vah Kerrath
himself followed, though his advisors begged him not to. The
king did not return from his quest, and to this day none knows
what became of him. Similarly, the great beastlord and
explorer Khati Sha had also disappeared while exploring the
region known as the Grey.

Today, the kerrans’ struggle with the grimlings contin-
ues. The Vah Shir outpost in the Grimling Forest comes
under attack regularly, but the cat-folk launch attacks of
their own, raiding into the Acrylia Caverns and returning
with enough of the precious stone to keep their city and
their craftsfolk in good supply. King Raja Kerrath, direct
descendant of the great King Vah, actively plans a cam-
paign to attack the caverns and take them back, possibly
defeating Tashakhi once and for all.

For their part, the grimlings have spread throughout the
regions surrounding Shar Val. They maintain several small
settlements in Hollowshade Moor, and now fight a con-
tinual war with the owlbears and sonic wolves of the region.

The Vah Shirhave emerged as the most vital and culturally
active race on the moon. Since the written word had such a
great role in the creation of Erudite magic and because the
cat-folk blame the Erudites for their exile, written records are
banned among the Vah Shir, and knowledge is passed from
generation to generation purely through verbal
means."Scribes" of a sort still exist among them, but they are
now specially kerrans who store valuable information in their
memory using an array of mnemonic devices and sheer
strength of will, and pass information to their successors. The
great history of the Vah Shir is maintained by a group of elite
kerran bards called hymnists.

The kerrans patrol surrounding lands such as Hollowshade
Moor and Shadeweaver’s Thicket, fighting a continual
battle with poachers, bandits, tegi and galorian tribesmen,
insectoids, and fungus fiends. Vah Shir beastlords wander
the moon of Luclin seeking knowledge regarding the other
races and factions of the world. So far, these agents have
remained aloof in the various conflicts of Luclin, though it
is known that King Raja is known to favor the Combine
Loyalists in their conflict with the Inquisitors, and that he
hates the cruelty of the shissar.

Aswith the other lunar races, the Vah Shir were changed
irrevocably by the arrival of outsiders from Norrath. Real-
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izing that their old homeland was once more accessible
from Norrath, some cat-folk began to discuss returning.
This debate continues to rage, and a number of Vah Shir
have traveled to Norrath and returned to report that the
place is a virtual paradise compared to the dark, barren
landscape of the moon. Some of these Vah Shir have even
chosen to stay on Norrath, dwelling among their kerran
cousins and winning great fame. So far, however, there isno
great movement from the city that the cat-folk have

labored so hard to rebuild.
TheFallorthe Akheva

The first and greatest of the goddess Luclin’s creations
were the giant four-armed immortals called the Akheva.
Guardians of the moon, their powers were unchallenged by
any other lunar race and they ruled a vast section of the
moon’sdark side, in the region today known as the Maiden’s
Eye. There, they built a mighty citadel called Ka Vethan.
For ages, they remained the most powerful force on the
moon of Luclin, served by numerous other races (most
notably the Centi clan of the tegi, who crafted many of the
Akhevans’ greatest weapons).

Yeteventually the Akheva’s great culture fell, as so many
do, because of greed and violence. The Akhevan high
priestess, Akelha’ra, created a twin from her own blood and
shadow. This twin, called Atenha’Ra, was to aid in the
administration of Akhevan affairs. However, in the end all
she brought was destruction.

In those days, the Akheva spoke a language called the
Fleshless Tongue. While outsiders might learn to under-
stand a handful of words, this language in its entirety is
utterly incomprehensible to ordinary mortals. Yet many
Akheva at that time chose to communicate directly with
mortals in their own languages. Atenha’Ra, devoted to the
service of Luclin and utterly convinced of Akhevan supe-
riority, demanded that the practice be stopped and that
Akheva speak only the Fleshless Tongue. Akelha'’ra re-
sisted, and the Akheva began to split into rival factions.

Though to outsiders this might have seemed a trivial
cause for conflict, to the Akheva it was a matter of deadly
seriousness, and in time the rivalry between the followers
of the two priestesses exploded into open warfare. The
factions fought viciously, the members of each claiming
that they were the true servants of the goddess.

The conflict raged for many years, and many Akheva
perished. At long last, the priestess Atenha’Ra prayed to

Luclin and summoned a great storm to destroy her rivals.
She got far more than she bargained for — the resulting
tempest blasted the region and scoured it of life. Akelha’ra
and many of her faction perished in the cataclysm, but in
the end the war had no real victor, for both sides were
devastated. As the storm subsided, Atenha’Ra led her
people from the place, now called the Maiden’s Scar, and
founded the citadel of Vex Thal. Those still loyal to
Akelha’ra’s cause remained behind in the Maiden’s Scar,
inhabiting the ruins of their old temple.

The rivalry between the two factions continues today,
but neither has the numbers or the will to march on the
other. Just the same, the rival strongholds — the Akheva
Ruins and the deadly citadel of Vex Thal — remain two of
the most dangerous places on the moon of Luclin.

Rediscovery

After countless years of isolation, a permanent route
between Norrath and Luclin’s moon was discovered by the
great wizard AI’Kabor. The wizard spires of Norrath were
converted to transportation devices, and ordinary adven-
turers began to visit the distant moon in great numbers.
Luclin’s tolerance, already tested by repeated incursions,
had reached its breaking point, but she saw no immediate
way to get the interlopers to leave her moon without
enraging the other gods and finally ending her years of
isolation.

Though enraged by the presence of new strangers, Luclin
waits patiently, knowing that eventually the moon will
move away from Norrath, possibly closing the gates and
preventing further travel between the worlds. If (or when)
this happens, though, thousands are sure to be stranded on
Luclin’s moon, and the goddess is none too happy at the
prospect.

The steady flow of outsiders shows no sign of abatement,
however, and the numerous factions of the moon —
foremost among them the Inquisitors, the Loyalists, the
shissar, the Vah Shir, and the Akheva — have reacted
differently. Some wish only to be left alone, while others
see in the visitors the opportunity for greater power, wealth,
or knowledge. For their part, the Norrathian visitors have
quite enthusiastically taken sides in the various conflicts of
the moon, potentially unbalancing long-standing struggles
and bringing the threat of chaos to Luclin’s once-tranquil
abode. For her part, the goddess watches and waits, but one
day she will act against the interlopers.
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Chayter Two:
Cities of Luclin

Faction Abbreviations

There are many factions among the few cities and city-states of
Luclin; these are listed below. In order to conserve space and to
avoid cluttering up various areas’ descriptions with repeated
references to the same faction, the abbreviations shown below are
used in NPC and creature stat blocks throughout this chapter.

Faction Abbreviation
Brood of Ssraeshza BrS

Citizens of Seru GiS
Concilium Universus Ccu

Coterie of Eternal Night ~ CEN

Dar Khura DK

Defenders of the Haven ~ DfH
Disciples of Rhag Zhadun  DRZ

Eye of Seru EyS
Emperor of Ssraeshza ESs
Guardians of Shar Vahl GSV
Hand of Seru Ha$S
Heart of Seru HeS
House Fordel HsF
House Midst HsM
House of Nota’Dal HsN
House of Stout HsS
Jharin Jha

Katta Castellum Citizens ~ KCC
Katta Castellum Merchants KCM

Khala Dun KhD
Khati Sha KhS
Luclin Mercenaries LcM
Magus Conlegium MC

Naturalists of Luclin NL

Nexus Scions NSc
Seru Merchants SMe

Shadow Haven Citizens ~ SHC
Shadow Haven Rogues SHR

Shar Vahl Citizens SvC
Shar Vahl Nobles SVN
Shoulders of Seru ShS
Taruun Tar
Thieves of Katta TK
Traders of the Haven TrH
Validus Custodus VC

Note that the above list is not comprehensive, but covers those
factions that appear most commonly in this chapter. For more on
the various factions of Luclin’s Moon, see Chapter 6.

Cities are a rarity in the wilderness of Luclin — fewer
than a half dozen settlements worthy of the name exist.
These cities are centers of activity and civilization on the
moon-world, however, and are critical to the survival of
many of Luclin’s inhabitants. The rival cities of Katta
Castellum and Sanctus Seru house the descendants of the
Combine Empire and their Inquisitor pursuers, respec-
tively. The descendants of the kerrans of Shar Vahl, now
called the Vah Shir, have created a beautiful city and a
sophisticated culture. Elsewhere, the evil shissar, former
masters of a vast slave-empire, fled to Luclin in the face of
the gods’ vengeance and rebuilt their great temple in the
midst of the airless void of the Grey. In the southern
hemisphere, the remnants of the old Akhevan civilization
struggle on and plot against the outsiders who have in-
truded upon their sacred world.

KRattaCastellum

Large City, Pop. 25,000

(Barbarian 12%, dark elf 0.1%, dwarf 10%, Erudite 6%,
gnome 3.8%, half elf 10%, halfling 6%, high elf 7%, human
42%, troll 0.05%, Vah Shir 0.05%, wood elf 3%)

Ruler: Concilium Universus

Gold Piece Limit: 40,000 gp

Assets: 5,000,000 gp

Resources: Fish, metal ore, textiles, finished goods

Militia: 1,500 Validus Custodus; 100 Magus Conlegium

Beyond the Grimling Forest lies territory controlled by
the great city of Katta Castellum. The mountains are
dotted with great sentry towers, but most of these have been
taken over by the vampyres, cruel and ruthless undead
creatures who live on the blood of the living.

Katta Castellum is the last remaining outpost of the
ancient Combine Empire, the greatest state of old Norrath.
Shattered by civil war, its ruler dead (or dying), besieged by
foes, the remnants of the Empire fled to the moon of Luclin,
where they founded this city, named in honor of their
greatest leader, the bard Tsaph Katta. The Kattans’ security
was short-lived, however, for almost immediately the city
was beset by terrible foes. From Norrath, the High Inquisi-
tor Seru led the last of his followers in pursuit, determined
to wipe out the remnants of his former emperor’s rule.
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Around the same time, anew and powerful breed of undead
creature known as vampyres appeared in the Tenebrous
Mountains soon after the Loyalists arrival and threatened
the city’s peace and stability. Cut off from their home, beset
by enemies, forced to live in the darkness of a strange new
world, it is a wonder that more Loyalists did not fall into
despair.

Katta Castellum was carved directly into the living rock
of the Tenebrous Mountains, along the rugged shore of the
Twilight Sea. Its buildings are designed in the ornate
imperial style, with soaring buttresses, elaborate archways,
stained glass windows, grim gargoyles, and many dark
towers. This gloomy architecture contrasted somewhat
with the forward-looking philosophy of the Empire, but it
served to remind the city’s inhabitants of their former
greatness.

AsKatta’s population grew, it began to expand, with new
residential quarters hewn from the rock under the direction
of the city’s dwarven engineers. Within a few centuries of
the withdrawal from Norrath, Katta had become a city of
more than ten thousand, secure in its mountain fastness
despite the predations of vampyres and the presence of
Inquisitor spies.

Katta’s main exports include ore from the Tenebrous
Mountains and fish from the Twilight Sea. The Kattans
have little land to farm save for a few scattered islands, so
they are forced to trade for most of their foodstuffs. Both
Shadow Haven and Shar Vahl have become important
trading partners.

The recent reopening of the portals to Norrath has
inspired many of the city’s inhabitants, leading to talk of a
refounding of the Combine Empire and a return to the old
ways. Most Kattans, however, have come to accept Luclin
as home, and there are a large number of citizens who
believe that the principles of Tsaph Katta are best ex-
pressed and practiced on Luclin, rather than on the world
that once rejected the Combine Empire.

TheValidus Custodus

The home army of Katta Castellum is responsible for
both the defense and security of the city. Based on the old
imperial model, the Validus Custodus is a powerful and
efficient military force, dedicated, loyal, and very well
trained. Though the Validus’ efforts, the vampyres of the
Tenebrous Mountains have been held at bay and the
Inquisitors of Sanctus Seru have been repeatedly frustrated
in their attempts to infiltrate or conquer Katta.
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Unlike the militaries of otherstates, the Validus Custodus
includes in its founding principles the ironclad assertion
that it is only a servant of the Concilium Universus.
Though it is vital to the survival of Katta, the Validus
Custodus has no role in creating policy or ruling the city.
These beliefs are drilled into every new recruit, and those
who believe that the Validus Custodus should have a voice
in the daily running of Katta usually do not advance far.
After all, it was a rebellious military leader — the arch-
villain Seru — whose greed and ambition destroyed the old
empire. Today, the Validus Custodus remains an incor-
ruptible cornerstone in the defense and security of Katta
Castellum and its people.

The Validus Custodus is a direct reconstruction of the
elite armies that brought the Combine Empire to power
thousands of years ago. Its lowest organizational unit is the
squad of 5 legionnaires, five of which are combined to
create a company, usually commanded by a sergeant. Four
companies form a century, under the command of a centu-
rion. Two centuries form a maniple, commanded by a
senior centurion; three manipuli form a cohort, com-
manded by a Prefect; and three cohorts combine to form a
legion, commanded by a Tribune. An entire army (two or
more legions) is commanded by a Legate.

Currently, the city’s army is comprised of but a single
legion. Numbering only 1,500 strong, the legion is some-
what weakened due to losses in the field and the relatively
small population of Katta Castellum. The army is under the
command of Legate Kroldar Strongarm (see Katta
Castellum, Area 10).

Especially skilled and accomplished members of the
Validus Custodus, particularly those with clerical abilities,
are recruited as Sentinels, the elite guards of the Magis-
trates. These Sentinels patrol the halls of the Magistrates’
Palace regularly, and a few are always close at hand wher-
ever the city’s Magistrates go.

The spellcasters of the Magus Conlegium employ elite
guards known as the Magus Protectorate.

KRattacCastellum Guards

The Validus Custodus acts as both a police and
defensive force for the city. Typical members of
the Validus Custodus that are likely to be encoun-
tered by adventurers are listed below. As they can
be male or female and are drawn from any race
found in the city, gender and race are not listed.

Validus Custodus Legionnaire (Mil 4-9, OG;
Validus Custodus)

Validus Custodus Sergeant (Mil8-15, OG; VC)

Validus Custodus Centurion (War 13-18, OG;
VC)

Validus Custodus Sentinel (War 7—12/Clr 2-7,
OG; VC)

Magus Protectorate (War 11-15, ON; VC)
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The Loyalists aren’t really noted for their brew-

ing or cuisine, but the city boasts a few unique
items. The prices below are per serving.

Drink Price
Broote’s Burly Bock 2sp
Coterie Red Wine 3sp
Eternal Day White Wine 8 cp
Eternal Night Black Ale 3sp
Grinning Grimling 1sp
Incantator Shaker 1gp
Loyalist Mead 5cp
Mandolin Lager 4sp
Owlbear Bitter Brew 5¢cp
Praecantor Pilsner 1gp
Rhino Beetle Rum Tcp
Sonic Wolf Pale Ale 2sp
Tenebrous Stout 3sp
Tickled Tegi Champagne 8 cp
Food Price
Baked Jawfish 2gp
Black Rye Bread 3cp
Braised Sea Turtle 6 sp
Combine Casserole 2sp
Fried Seasnake 7 sp
Hard Rolls 6 cp
Onion Pie 8cp
Owlbear Tenderloin 1sp
Red Wheat Bread 1sp
Sharkfin Soup 1gp
Sonic Wolf Steak 2sp
Swordfish Steak 1 gp
Twilight Sea Fish Chowder 8 sp
Wetfang Fillets 3ap

[11The Magistrate’sPalace

The center of governance in Katta Castellum, the
Magistrate’s Palace is a great, imposing structure of dark
stone, hung with leering gargoyles and supported by elabo-
rate buttresses and braces.

The highest-ranking officials in the city are the Magis-
trates who make up the ruling body known as the Concilium
Universus, among them the wife of the emperor himself,
somehow gifted with incredible longevity. Some of the
magistrates are also Governors, appointed by the council to
oversee certain specific aspects of city life. The Concilium
itself is something of a self-perpetuating oligarchy, albeit a
benevolent one. When a Magistrate retires, those remain-
ing select his or her replacement, usually from among the
city’s successful merchants, military folk, or the prominent
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families such as the Augustleafs, Aristos, Doyles, Garri-
sons, and so on.

Inside, members of the Concilium Universus carry out
their business, consult on matters important to the commu-
nity, meet with citizens and lesser officials, maintain
diplomatic contacts with a few other cities and nearby
settlements, and perform all the duties involved in running
Katta Castellum. Some magistrates have titles beyond that
of Magistrate; these may specialize in certain aspects of the
city’s daily life, but can to a large extent define their own
duties. Governors, on the other hand, deal exclusively, by
office, with specific matters of importance to Kattans.

LceaKatta

As far as most Kattans know, their beloved emperor
Tsaph Katta was slain by agents of Inquisitor Seru, and
today his wife leads the Concilium Universus in his name.
In reality, of course, Tsaph Katta lives on in suspended
animation, hidden somewhere in the city. His wife does
survive, somehow, and is “first among equals” on the city’s
ruling council.

Lcea is a stunningly beautiful woman with deep, per-
fectly expressive eyes and lustrous red hair. She has not
changed in appearance since the Norrathian Exodus. No
one is sure exactly how or why she lives on — most believe
that her life has been extended with aid from the Magus
Conlegium. Dark rumors do circulate about her, however
— some even claim that she is a vampyre and that her
undying youth comes only at the expense of innocent
victims. Others say that the current “Lcea Katta” is not the
real Lcea Katta at all, but a double who is replaced every
decade or two.

Regardless of her true nature, Lcea Katta is known to be
a wise and kind-hearted woman who strongly believes in
the principles expounded by her husband. She is a skilled
leader and diplomat, and is said to have no small talent at
archery.

Lcea Katta, Female Human, Brd 28: CR 28; Medium-size humanoid
(human); HD 28d8+84; hp 231; Init +7 (+5 Dex, +4 Improved Initia-
tive); Spd 30 ft.; AC 20 [flat-footed 15, touch 20] (+5 Dex, +5
deflection); BAB+21; Grap+24; Atk +26/+21/+16/+11/+6 melee (1d6+5,
Katta staff of peace) or +28/+24/+20/+16/+12 ranged (1d8+3, crit
x4, planed shadewood silk-strung mithril-cam longbow and mithril-
point arrows); SA songs; SQ affliction haste 111, disciplines (Deft
Dance, Fearless, Resistant), bardic knowledge +35, poison save +6;
Resist AR 2,CR 5,DR 20,FR 3, MR 12,PR 18, SoR 7; AL OG; Fac CU;
SV Fort +12, Ref +21, Will +17; Str 17 (12), Dex 20 (17), Con 16, Int 25
(18), Wis 20 (16), Cha 29 (22).

Skills: Alcohol Tolerance +10, Appraise +14, Balance
+19, Bluff +28, Climb +17, Diplomacy +37, Disguise +22
(+24 acting), Escape Artist +33, Gather Information +29,
Hide +19, Intimidate +10, Jump +10, Knowledge (local
lore) +35, Knowledge (mysticism) +28, Listen +26, Per-
form (sing) +35, Play Brass Instrument +17, Play String
Instrument +26, Read Lips +35, Ride +12, Search +21,
Spot +19, Swim +10, Trade Skill (make poison) +21,
Trade Skill (tailoring) +18.

Languages: Modern Combine (5), Old Combine (5);
Common (2), Dwarvish (4), Elder Elvish (5), Elvish (5),
Old Erudian (5).

Feats: Dodge, Improved Dodge, Improved Initiative,
Improved Resistance (poison), Mobility, Mystic Capacity
(x2), Point Blank Shot, Rapid Shot, Resistance (poison).

Bard Songs Prepared: Brusco’s bombastic bellow, Cassindra’s
insipid ditty, chorus of replenishment, Jonathan's inspiration,
McVaxius’s rousing rondo, occlusion of sound, purifying cho-
rus, song of dawn, song of highsun, song of midnight.

Mana Pool: 508.

Possessions: Amulet of the pure heart, girdle of magnificence,
Katta staff of peace, planed shadewood silk-strung mithril-cam
longbow, quiver and 12 mithril-point arrows, quiver and 12
forcewrack arrows.

Other Magistrates

While several of the magistrates have their personal
offices elsewhere (see specific entries in other buildings of
the city), most do their daily business here. The city’s
leading magistrates are:

Keylara Abanjabi (female Erudite, Enc 24, NG; CU,
MC): The premier spellcaster on the Magistrate’s Council,
Keylara also helps maintain good relations between the
Magistrates and the Magus Conlegium. Due to her close
ties to the Conlegium, Keylara has been accused of manipu-
lating the Council in favor of her fellow spellcasters, but she
is a loyal Kattan and a true believer in the ways of Tsaph
Katta.

Rallic Aristos (male human, Ari 13, OG; CU): One of the
most important officials in the city, despite his relative
youth (he is only 36), Rallic is the Governor of the
Economy, as well as a noted master tailor. With the aid of
numerous clerks, accountants, tax collectors, and other
officials, Rallic (with occasional cooperation from Gover-
nor Teepa Berrytoe) sees to it that the city’s economy
remains healthy. Hisarchives, deep beneath the Magistrate’s
Palace, are extensive, with some records dating from the
days of the Combine Empire. Rallic also takes part in
negotiating trade agreements with other settlements (pri-
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marily Shadow Haven and Shar Vahl) and makes sure that
all taxes, tariffs, and other fees are levied fairly and accu-
rately. He will not tolerate corruption among his officials,
and the civil servants of Katta are well known for their
loyalty and honesty.

Shara Aristos (male human, Ari 2/[Exp 15, OG; CU): The
city’s Governor of History and Lore and uncle of Magistrate
Rallic Aristos, Shara is said to know every detail of the
history of both the Combine Empire and the city of Katta
Castellum. Thanks to the efforts of Magistrate Salic
Whispersong, Shara also has a good idea of what the
Inquisitors have been up to since their arrival, as well, and
has found many skeletons in the closet of the High Inquisi-
tor himself. Shara is party to many secrets, including the
true fate of Tsaph Katta, the location of lost Combine
treasures, forbidden magic, and other facts long thought
lost to history. His loyalty to the city and the Concilium is
absolute, however, and he will never reveal what he knows
to the untrustworthy, no matter what the circumstances.

Elnerick Augustleaf (male high elf, Ari4/Wiz 21, OG; CU,
MC): Both a leading council member and the council’s
official liaison to the wizards of the Magus Conlegium,
Elnerick is also one of the most respected wizards in the city.
Some suspect him of serving two masters, yet while it is true
that Elnerick sometimes advocates the policies favored by
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spellcasters over those favored by the Concilium, he (much
like Magistrate Keylara Abanjabi) has never done so to the
detriment of the city. Augustleaf is said to be a direct
descendant of his namesake, the legendary Combine wiz-
ard Elnerick, creator of several spells that have become
known and used across Norrath and Luclin.

Lizsa Barleow (human female, Brd 8/Enc 9, NG; CU):
Responsible primarily for the complex relationship be-
tween Katta and Shadow Haven, Lizsa is the Governor of
Communications and is a good friend and confidante of
Magistrate Broote Malius. Her other duties include cata-
loging the many languages and forms of communication on
Luclin, and making contact with other races, factions, or
powers that might be friendly toward Katta. So far, the
world remains a largely unfriendly place, but Lizsa’s opera-
tives continue to reach out to the tegi, galorians, and
others, with occasional success. Lizsa’s efforts have not
always gone well: a mission to the Ssraeshza Temple was
never heard from again, and the city still speaks in hushed
whispers about the fate of those Kattans who dared to
approach the fearsome Akheva.

Teepa Berrytoe (female halfling, Ari 16, OG; CU, KCM):
This friendly, outgoing halfling is the Governor of Trade,
dealing directly with the merchants and sellers of Katta.
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Quest: Vampyre Troubles
Faction: Concilium Universus (+4 rank).
NPC: Phenic Dionicas.
CR: 19-21.

Reward: +2 faction rank with the Concilium Universus; +1
faction rank with the Validus Custodus; +1 faction rank with the
Katta Castellum Citizens; +1 faction rank with the Magus
Conlegium; +1 faction rank with the Akheva; twilight shroud;
loyalist shield of honor. This quest cannot be repeated.

Consequence: —2 faction rank with the Coterie of Eternal
Night; —1 faction rank with Seru; —1 faction rank with the Eye
of Seru; —1 faction rank with the Hand of Seru; —1 faction rank
with the Order of Autarkic Umbrage.

Quest Summary: Magistrate Dionicas tells the adventurers
of his early experiences with the vampyres of the Tenebrous
Mountains. When he was a young warrior serving with the
Validus Custodus, he and his caravan were attacked by vampyres
clad in the apparel of Shadow Haven Merchants. His friend
Heratius Grolden was wounded in the attack and died soon
after his return to Katta Castellum, where he was buried with
honors. Recently, Heratius’ body was stolen from the Katta
graveyard. Since then, Phenic’s father Galin, who served as
commander of the Validus Custodus, was also murdered by
vampyres. Dionicas fears (quite rightly) that the vampyres
have returned to plague the city, and he asks for the characters’
aid.

First, he asks that they journey to Shadow Haven and speak
with Record Keeper Ajar (see Shadow Haven, Area F12) to
determine if any Haven merchant caravans disappeared at the
time of the original attack against Dionicas’ and Heratius’
caravan. Ajar provides the adventurers with the 16-year-old
list and they return to Katta, where Phenic rewards them with
Validus Custodus badges of service, which identify them as
agents of the Validus on official business. Reading over the list,
Phenic recognizes the name of Valdanov Zevfeer, a traveling
alchemist who was known to be a friend of Nathyn Illuminious
(see Area 7). He suggests that the adventurers visit Nathyn.

[lluminious is very busy but takes time to speak with the
party, telling them that Valdanov indeed stayed with him for
a time, many years ago. The alchemist wanted to study cap-
tured vampyres, but city ordinance decreed that only vampyre
ash and blood were allowed within Katta’s walls. Valdanov
became obsessed with rumors of a Vah Shir vampyre, and left
the city on several expeditions. He failed to return from his last
trip into the Tenebrous Mountains, and Nathyn believes that
he perished in his quest.

Dionicas is amazed to hear of the possible existence of a Vah
Shir vampyre (kerrans are normally believed to be transformed
into mere zombies by the bite of a vampyre) and asks the
characters to locate the creature. The adventurers may ques-
tion Kattan legionnaires posted in the Tenebrous Mountains,
and eventually hear rumors of a strange Vah Shir who wanders
the area. Eventually, they may confront the creature, Kerzar
Clawtore, who has truly been transformed into a vampyre,
appearing as an emaciated panther Vah Shir.

Kerzar Clawtore, Vah Shir Vampyre, War 13: CR 20; Medium-size undead;
HD 10d12 plus 13d12; hp 152; Init +10 (+5 Dex, +5 racial); Spd 40 ft.; AC 25
[flat-footed 20, touch 15](+5 Dex, +6 natural, +4 armor); BAB +18; Grap +25;
Atk +28/+23/+18/+13 melee (2d6+10, crit x3, ornate runeblade); SA create
spawn, drain blood, mesmerization, paralysis; SQ berserking, damage reduc-
tion 10/+2, daylight vulnerability, infravision, lightning reactions, mist form,
resistances, Taunt bonus +4, ultravision, undead, Vah Shir traits; Resist AR 1,

CR24,DR —,ER 21,FR 8,MR 5,PR —, SoR 5; AL NE; Fac None; SV Fort
+11,Ref +14, Will +15; Str 24, Dex 20, Con —, Int 14, Wis 18, Cha 18.

Skills: Bluff +9, Climb +18, Hide +14, Intimidate +19, Jump
+25, Knowledge (local lore) +10, Listen +13, Safe Fall +21,
Sense Motive +8, Search +7, Sneak +17, Spot +11, Taunt
+20, Tumble +10, Undead Empathy +7.

Languages: Vah Shir (4), Modern Combine (4); Common
(2), Vampyre (4).

Feats: Alertness, Cleave, Dodge, Double Attack, Improved
Dodge, Lightning Reflexes, Parry, Power Attack, Riposte,
Weapon Focus (greataxe), Weapon Specialization (greataxe).

Possessions: +1 studded leather, ornate rune blade.

If reduced to 20 hit points or less, Kerzar surrenders and
confesses that Valdanov was actually an elder vampyre, and that
he demanded a sample of Kerzar’s blood. When Kerzar refused,
Valdanov simply took the blood by force. Valdanov dropped a
small key in the struggle, though, which Kerzar gives to the
characters before fleeing. He is pursued by several elite Coterie
vampyres (use stats for vampyre generals; see EQ: Monsters of
Luclin), which the characters must fight.

Dionicas doesn’t recognize the key, but an ally of his identi-
fies it as belonging to a chest that is stored in a spare room at
Nathyn’s mansion. Nathyn of course refuses access to the
chest, and Dionicas suspects that he is hiding something. The
characters must enter the mansion surreptitiously and find the
chest. If it is opened, an imprisoned shade emerges and attacks
the characters. Before it is destroyed, however, the shade will
flee, leaving behind a twilight shroud in the chest.

Dionicas speculates that Valdanov was drawing shadow es-
sence from the creature for his research. He suggests that the
adventurers take the shroud to the Magus Conlegium for further
investigation while he goes to confront Nathyn. At the
Conlegium, Lathin Firetree, Governor of Wizardry, uses the
shroud to summon the shade once again, and it identifies itself as
Autarkic Lord Sfarosh. Sfarosh is held by the power off the
Conlegium casters, and is forced to tell them that he provided
Valdanov with Akheva blood for his experiments. Akheva
blood, Sfarosh says, transforms mortals and vampyres alike into
“vampyres volatilis,” powerful winged vampyres. During a visit
with Valdanov, Nathyn imprisoned Sfarosh for some reason and
has kept him in the chest ever since.

At this point, one of the spellcasters holding the ward around
Sfarosh weakens momentarily (GM’s discretion as to why this
happens). Sfarosh seizes the opportunity to summon several other
shades, and they all attempt to break free from the Conlegium’s
imprisonment. The PCs must aid the mages in fighting the creatures.

After the battle, the Conlegium mages use the shroud from
Sfarosh’s chest to create powerful protective wards that will
help keep such creatures out of their headquarters in the future.
If questioned, Nathyn “admits” that he has been keeping the
shade for the safety of the city.

Dionicas now believes that both Valdanov and his old friend
Heratius Grolden must be vampyres, and asks the characters to
hunt them down. They can be found in Eternal Night Keep in
the Tenebrous Mountains, and to fight them the characters
will have to face a horde of Coterie vampyres. Once Valdanov
and Heratius have been destroyed, the characters must return
with their ashes to prove their final defeat.

Upon their return, Dionicas rewards the adventurers with
citizenship in Katta Castellum and the Loyalist shield of honor
(see Chapter 5: New Magic).
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She mediates trade disputes, helps dissatisfied employees
and customers, aids merchants in paying their taxes and
tariffs, and otherwise helps keep the business side of Katta
Castellum running smoothly. She does so with flawless
diplomacy and enormous discretion, and few if any have
ever complained about her ability to solve the everyday
problems of Kattan business.

Klander Bronzebow (male dwarf, Ari 4/War 25, OG; CU,
VC): Grim and not terribly talkative, Klander is neverthe-
less among the wisest and most respected members of the
council (and, after Glixx Tobbnokcog, also the oldest).
Klander’s direct ancestor was a leader of Tsaph Katta’s
military when the Loyalists arrived on Luclin. Klander’s
loyalty, wisdom, bravery, and intelligence have saved the
city from catastrophe on several occasions. Today, his
authority in the city is rivaled only by that of Lcea Katta or
Nathyn Illuminious.

Phenic Dionicas (male human, War 20, OG; CU, VC,
KCC): Grey-haired and steely-eyed, Phenic has the direct
manner of a soldier, but always tempered by the wise and
compassionate teachings of Tsaph Katta, which form the
cornerstone of Phenic’s beliefs and philosophy. Still, he is
a strong advocate of military action to drive the vampyres
from the Tenebrous Mountains.

Rallena Doyle (female barbarian, Shm 16/War 6, DG; CU,
NL, KCC): The Governor of Shamanism is a powerful,
strapping woman who is nevertheless known for her con-
templative and thoughtful nature. Once she has made up
her mind, however, Rallena will brook no argument or
interference. She currently oversees the shamans and other
nature-worshippers of the city, and has begun to forge close
ties with the Vah Shir through the Shar Vahl emissary

Roshawna Rhorer.

Drenic Garrison (male human, Wiz 11/Exp 7, NG; CU):
The aging Governor of Science is one of the most learned
and intelligent men in all of Katta Castellum. He is said to
know something about everything, though he is the first to
assert that no one can know everything about everything.
He is also very interested in information regarding the
shissar, which he receives with a zeal bordering on obses-
sion. Drenic is currently engaged in calculations regarding
the relative locations of Norrath and Luclin, and has
created what he considers a reliable model of their orbits,
hoping to come up with a means of permanent travel
between the two worlds. In the worst of cases, his calcula-
tions will help determine when transit between the worlds
is possible, and for how long. Drenic is also interested in the
biology, geography, geology, and ecology of Luclin, and
maintains an extensive library of books of learning, many
of which he penned himself.

Mehgyn Garrison (human female, Brd 15, NG; CU,KCC):
The much younger sister of sage Drenic Garrison, Mehgyn
is the city’s Governor of Entertainment, responsible for
public concerts, plays, operas, and other productions. Her
office also licenses bards, dancers, jugglers, and other enter-
tainers, who are, due largely to Mehgyn’s own efforts,
officially exempt from taxation. Mehgyn takes her job very
seriously, believing that the darkness of Luclin can be
illuminated by the joy of its peoples, and that entertain-
ment and happiness will help the Kattans to triumph over
their enemies and disasters.
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Tobala Honeyjar (female halfling, Dru 22, NG; CU, NL):
Tobala is the Governess of Agriculture and Ecology. She is
also the city’s druid guildmistress, though there are not
many druids in Katta itself. Her primary duty is making sure
that the city raises enough food to keep its citizens healthy
— and the darkness on this side of Luclin makes this a
challenging task. She is currently working on an important
experiment called the Nocturnal Gardens, which involves
cultivating a wide variety of flora from Luclin’s dark side in
an attempt to see which ones grow best in Katta and which
ones can be harvested as food crops.

Quest: RarePlants

Faction: Concilium Universus (+1 rank).

NPC: Tobala Honeyjar.

CR: 5-12.

Reward: +1 faction rank with the Concilium
Universus; (1d100)x10 gold pieces.

Consequence: —1 faction rank with Seru; —1
faction rank with the Coterie of the Eternal Night.

Quest Summary: Tobala tells the characters
that she needs a number of exotic plants not found
around Katta to further her Nocturnal Gardens
experiment. She needs a Twilight orchid (found
in the Maiden’s Eye and on the shores of the
Twilight Sea), seeds from the Dawnflower plant
(found in the Dawnshroud Peaks and adjacent
regions), a sample of Letalis zenith vine (found in
Mons Letalis), and a red sands cactus from the
Scarlet Desert. Once she has obtained samples of
all these plants, Tobala rewards the characters

with (1d100)x10gp.

Markil Jurbac (human male, Pal 19, OG; CU): A stern,
uncompromising judge, Markil is the Governor of Law. His
responsibilities include maintaining the city’s extensive
code of laws, making sure that justice continues to be
dispensed evenly and fairly, and making sure that the city’s
guards, judges, and other officials are honest and virtuous.
So far, he has done an outstanding job, as Katta continues
to embody the lawful and just aspects of the lost Combine
Empire.

Dralin K'vekn (male dark elf, Ari 9/Wiz 9, NG; CU,
KCC): Several Teir'Dal ambassadors to the Combine
Empire were trapped along with the Loyalists two millen-
nia ago as Seru’s forces closed in. Knowing that they would
not survive in a realm ruled by the largely xenophobic
Inquisitors, the ambassadors took a fateful step, fleeing
Norrath along with the other Loyalists. Today, Dralin is
one of a tiny handful of well-regarded and well-meaning
dark elves in Katta, most now being great-grandchildren of
that first group of their kind who came to Luclin. Dralin,
despite some lingering racial antagonism among the high
and wood elf citizens of Katta, has become one of the city’s
leading magistrates. So loyal to the city and the Loyalist
cause is Dralin that he recently took the noble elf-maid
Aerin Autumnfall to wife, and today the two have a fine
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son, whom they hope will grow up to become one of the
city’s greatest leaders.

Broote Malius (male barbarian, Exp 6/Shm 12, DG; CU):
This grim-looking barbarian is, many are surprised to find,
one of Katta’s best diplomats. Wise and kind-hearted, he is
the Governor of Foreign Affairs, and is currently engaged
in negotiations to improve Katta’srelations with the kerran
city of Shar Vahl. He is in continuous consultation with the
Vah Shir emissary Roshawna Rhorer, attempting to estab-
lish full diplomatic ties between their peoples. He is also
interested in having Kattan initiates trained as beastlords
under Vah Shir guidance. Broote’s efforts have not escaped
the notice of Seru’s Inquisitors, who are furious at the
improved relations between the two cities but are able todo
little about it.

Celris Shadetracker (male half elf, Ari 1/Rng 18, NG; CU):
A famous wilderness scout and explorer, Celris is yet
another member of one of the city’s founding families. He
knows much of Luclin and its ways, and is eager to share his
knowledge with others. He teaches regular classes in the
palace, explaining the dangers and challenges of the moon
to Katta’s scouts, warriors, and caravan masters.

Glixx Tobbnokcog IV (male gnome, Ari 3/Rog 7/Mag 17,
OG; CU): This ancient gnome is yet another descendant
of one of the original refugees from Norrath, Glixx I, who
was a personal aide to Tsaph Katta himself. Now the
Concilium’s eldest and most long-seated magistrate, Glixx
accepts the limitations of mortality with good grace, al-
though from time to time he grows wistful thinking on the
caves and mountains of his ancestors’ homelands. He very
much longs to see the sun set over Norrath for himself;
however, his great age keeps him from traveling far from
Katta. Glixx is particularly knowledgeable about mining,
cave-delving, and exploration, for he spent much of his
youth mapping the wild regions surrounding the city.

Salic Whispersong (male hdlf elf, Brd 17, NG; CU): A
skilled historian and bard, Salic is yet another member of
one of Katta’s influential families. He specializes in the
recent history of Katta, and has also pieced together a fairly
complete chronicle of the Inquisition’s experiences. He is
eager for any news on Seru and his people, and pays well for
such information. Salic is very charismatic, and can still
sometimes be persuaded to perform for enthusiastic audi-
ences throughout the city.

[2]Magus Conlegium

The spellcasters of Katta Castellum are organized into a
large and powerful brotherhood known as the Magus
Conlegium. All spellcasters in the city must register with
the Conlegium, paying annual dues of 10 gp per character
level. In many ways, the Conlegium rivals the Concilium
Universus for power, and some Magistrates suspect that the
spellcasters seek to become the rulers of the city. The
members of the Conlegium deny this wholeheartedly, but
some Magistrates are suspicious of spellcasters.

The Conlegium is housed in a great, grey tower contain-
ing offices, workrooms, and living quarters for its members.
The Conlegium’s massive magic library is located on the
top floor and is always closely guarded.

The spellcasters of the Conlegium are divided into three
schools: Incantator (enchanters), Praecantor (magicians),
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Quest: LostScouts

Faction: Concilium Universus (+3 rank).

NPC: Celris Shadetracker.

CR: 8-13.

Reward: +1 faction rank with the Concilium
Universus; +1 faction rank with Katta Castellum
Citizens; axe of the warmaster. This quest cannot be
repeated.

Consequence: —1 faction rank with the Hand of
Seru; —1 faction rank with the Coterie of the Eternal
Night.

Quest Summary: A squad of scouts has disap-
peared in the Tenebrous Mountains, and due toarare
mix-up in administration, it may take days to clear
forces to mount a rescue mission. Celris asks that the
characters venture into the mountains to find the
scouts, who are under the command of the human
ranger Petro. The squad had stayed at the Vah Shir
settlement of Shar Makhdi in the Grimling Forest
before marching north, so Celris advises that the
characters begin their search there.

In Shar Makhdi, the Vah Shir General Staginar
tells the characters that the Kattan scouts set out for
the mountains several days previously. One alone
returned, but he was badly wounded and lost con-
sciousness as soon as he was brought into the fortress.
The survivor turns out to be Petro himself, and if the
PCs have any healing magic they can apply it to him.
Otherwise, he recovers in day or so. Petro tells the
characters that his scouts were ambushed by vampyres
in the Tenebrous Mountains, captured and taken to
a vampyre fortress. He managed to escape but was
sorely wounded. He asks the party’s help in saving his
fellow scouts, and offers to lead the party to the
fortress.

The party then journeys to the Tenebrous Moun-
tains where Petro shows them the way to a small
vampyre fortress. There, the characters will have to
fight the vampyres that hold Petro’s scouts prisoner.
The GM can complicate the fight in several ways:
some of the scouts may have already been changed
into vampyres and will only pretend to cooperate,
then betray the party; or perhaps the vampyres let
Petro escape on purpose so that he could lead more
victims to them; or — worse still — Petro may
himself now be a vampyre, consciously leading the
party into a trap.

If the party prevails, they can then escort any
surviving scouts back to Katta Castellum, where
Celris thanks them profusely and rewards them with
an axe of the warmaster (see Chapter 5: New Magic).

and Theurgus (wizards). The senior representatives of the
three schools, known as the Directors, meet regularly with
the Concilium Universus, but their loyalties lie with the
Conlegium.
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Kellari Autumnfall (female high elf, Ari 2/Enc 24, NG;
MC): The Director of Enchantment, Kellari is a pleasant
and good-hearted noblewoman and an enchantress of great
skill. She cares little for politics and prefers to spend her
time in research; she is currently writing a series of histori-
cal volumes detailing the rise of the Combine and its
ancient magical techniques.

Avir Sterbla (male human, Mag 23, N; MC): Of the three
Directors, the strictly neutral and somewhat haughty Di-
rector of Magery is the most openly critical of the Concilium
Magistrates, even those who are also members of the
Conlegium. Though he has never advocated open rebel-
lion or the overthrow of Nathyn Illuminious and the other
members of the Concilium, he nevertheless makes no
secret of the fact that he considers them wrongheaded fools
who would do better to seek guidance from wiser and more
experienced individuals — such as the Directorship of the
Magus Conlegium.

Lathin Firetree (male human, Wiz 29, ON; MC): Lathin
serves as Director of Wizardry. No one is sure exactly where
this quiet and thoughtful old wizard stands regarding the
conflict between Conlegium and Concilium. He is known
to have made statements suggesting that the city would be
better governed by enlightened spellcasters who obeyed
the law strictly and without emotion, but at other times he
has spoken quite highly of Tsaph Katta, of certain Magis-
trates, and of the old Combine decrees of tolerance.

Quest: Searchrorthe Scepter

[3] StarlightMusic

While one’s position in Katta Castellum is supposedly
based on merit and not birth, there is some nepotism that
goes on. For instance, major mercantile concerns in the city
tend to be held by friends and family of city officials.
Proprietress Maria Whispersong (female half elf, Brd 16, N;
KCM), for example, is a member of one of Katta’s oldest
and most influential families (her brother Salic currently
serves as a Magistrate). She has served Katta as a bard for
most of the past 80 years.

After a long and exciting career, Maria has settled down
to run the best-known music shop in all of Katta Castellum.
Her instruments are all of masterwork quality, and her
assistants Helinya (female human, Com 5/Brd 3, NG; KCC,
KCM) and Sellar (male wood elf, Com 3/Brd 4, NG; KCC,
KCM) are fast becoming skilled practitioners of the per-
forming arts.

[4] Abornmentsorthe Night

Sharing the building with Starlight Music, Shay Aristos
(female human, Ari 12, NG; KCM) also has famous rela-
tives (her uncle Shara serves as the Governor of History
and Lore and her cousin Rallic is Governor of the Economy).
She and her partner Raesha Dawneyes (female human, Exp
9,NG; KCC, KCM) sell all sorts of clothing here, all in the
dark and somber shades favored by the Kattans. Their chief

Faction: Magus Conlegium (+1 rank).

NPC: Lathin Firetree.

CR: 5+.

Reward: +1 faction rank with the Magus Conlegium.

Consequence: —1 faction rank with the Eye of Seru; —1 faction rank with the Hand of Seru; staff of ethereal energy. This
quest cannot be repeated.

Quest Summary: Lathin Firetree contacts the characters on a matter of some delicacy, one that he cannot allow even
other members of the Conlegium to know about. He has been researching spells and items that would help him detect the
thoughts and alignments of those around him, with an eye toward seeking out Inquisitor infiltrators who have entered the
city under false identities. To this end, Firetree created an item that he calls the scepter of truth.

Lathin tells the characters that the scepter can automatically detect an individual’s basic intentions and can also
determine whether that individual is telling the truth or not. Sadly, he gave the scepter to one of his trusted assistants, the
wizard Melina, to take into Katta for testing. She has not returned, leading Lathin to suspect that his scepter has fallen into
the hands of the Inquisitors, who might now be able to turn the tables and use it against the Loyalists. He asks that the
characters investigate discreetly and, if possible, return the scepter to him.

The characters should begin in the Commoners’ Quarter, where Melina and her two assistants went to test the scepter
in secret. Upon investigation, the characters learn that a person by Melina’s description was interviewing people at the
Sultry Siren tavern, and that she left with a patron named Khulthis, a well-known rogue and ne’er-do-well. Inquiries reveal
that Khulthis lives in a tenement one of the more run-down sections of the quarter. When they seek out Khulthis, the PCs
may have to deal with various vermin at the tenement, but upon finding his quarters they are attacked by several thugs
(rogues and warriors of various races). If any thugs are taken prisoner, they confess that they are in the pay of Seru, and that
Melina is being held captive in a nearby warehouse. If none of them survive, another resident at the tenement tells the
characters that he overheard the agents discussing a certain warehouse and tells them where it is located.

Once at the warehouse, the characters discover a meeting of agents of Seru who are interrogating Melina, demanding to
know what happened to the scepter. The characters must rescue Melina. Once she has been set free, Melina confesses that
she destroyed the scepter to keep it from Seru; however, a character who makes a Sense Motive check (DC 15) can discern
that she isn’t telling the whole truth. If pressed, Melina reveals that she actually destroyed the scepter because she believes
that reading another’s secret thoughts is contrary to the precepts of Tsaph Katta. Not even the ability to detect the enemies
of the Combine, she says, is worth betraying the Emperor’s teachings.

The characters can either tell Firetree what really happened, or go along with Melina’s initial story. Either way, they earn
the Magistrate’s thanks, as well as a staff of ethereal energy (see Chapter 5: New Magic) as a reward.
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seamstress, Monika Helson (female human, Com 12, NG;
KCC), specializes in embroidering gems and semi-precious
stones onto garments.

[51Shooting Stars Archery

Marko Wolfeye (male halfelf, Rng 12, NG; KCC) and his
half-sister Rebecca (female human, Exp 8, OG; KCC) sell
arange of bows, from ordinary shortbows to mighty master-
work longbows and arrows of all sorts. Marko is said to have
slain a vampyre volatilis by impaling it through the heart
with one of his custom-made arrows, but some claim that
the tale is just idle boasting, and that he and Rebecca have
never been outside Katta.

[6] Midbnight Ceramics

Arabella Augustleaf (female high elf, Exp 6, NG; KCM)
is the sister-in-law of Magistrate Elnerick Augustleaf, and
runs this high-class ceramics shop, along with her partner
Gundal Bronzebow (male dwarf, Exp 12, N; KCM), a
remote cousin of Magistrate Klander Bronzebow. Their
employee Diana Dilsum (female human, Exp 6, NG; KCC)
has begun to tire of working in her two employers’ shadows
and dreams of crafting her own ceramics and selling them
in some exotic city of Norrath.

[7ZINathynIlluminious’ Mansion

One of the city’s leading citizens and a long-time Magis-
trate of the Concilium Universus, Nathyn Illuminious is a
mysterious, insular man who spends much of his time in this
dark, stone mansion. It is well guarded by veteran Custodus
legionnaires, as well as two trained sonic wolves, Tero and
Basirus.

[lluminious’ mansion is a wonder of traditional imperial
architecture, with leaded glass windows, carved stone arch-
ways, gloomy gargoyles, soaring spires, and vaulted ceilings.
[t reflects its owner’s character well, for Nathyn is said to be
a quiet, brooding sort who does not welcome visitors and
dislikes intrusions.

Nathyn’s isolation and dark nature have prompted many
odd rumors — some claim he is secretly a demonologist
who summons fell creatures to do his bidding, while others
believe him to be an agent of the Inquisition, or a vampyre
who is plotting to destroy Katta and the council from
within. Members of the group known as The Truth even
claim that Nathyn is actually the emperor Tsaph Katta, and
that the entire tale of the Exodus from Norrath is a fiction
created by the despot to help control the populace (see the
quest “The Truth” in Area 13).

The reality of the matter is not certain to anyone but
Nathyn himself — and it is a dark reality indeed, for he is
indeed a vampyre who plots nothing less than the destruc-
tion of Katta Castellum and the subjugation of all its
peoples as his fodder. However, he is not particularly
friendly with the Coterie of Eternal Night, pursuing his
own agenda at all times.

What is commonly known is the fact that [lluminious is
one of the city’s most successful citizens, with a vast fortune
and considerable talent in the magical arts. He is known to
have done considerable research on the various environ-
ments of Luclin, and to have many maps and models of the
moon to aid in his studies.

Nathynllluminious

Nathyn 1lluminious, Male Vampyre Lord, Enc 29: CR 33; Medium-
size undead; HD 24d12 plus 29d12; hp 404; Init +16 (+7 Dex, +4
Improved Initiative, +5 racial); Spd 50 ft.; AC 33 [flat-footed 26,
touch 18] (+7 Dex, +9 natural, +6 armor, +1 arcane); BAB +26; Grap
+37; Atk bite +37 melee (1d6+11 plus paralysis) and 2 claws +35 melee
(1d4+5); SA create spawn, drain blood, mesmerization, paralysis,
spells; SQ damage reduction 15/+3, daylight vulnerability, greater
enchantments (dire charm, gather mana x2), Greater Specialization
(alteration), infravision, lightning reaction, mist form, ultravision,
undead; Res AR 12, CR 31, DR —, ER 29, FR 15, MR 21, PR —, SoR
12; AL OE; Fac None; SV Fort +17, Ref +26, Will +34; Str 32 (24), Dex
25, Con —, Int 37 (27), Wis 18 (14), Cha 33 (22).

Skills: Appraise +18, Balance +13, Bluff +34, Channel-
ing +65, Climb +20, Diplomacy +34, Disguise +19 (+21
acting), Escape Artist +17, Gather Information +18, Hide
+22, Intimidate +36, Jump +15, Knowledge (local lore)
+18, Knowledge (monster lore [undead]) +28, Knowledge
(mysticism) +39, Listen +20, Meditation +66, Read Lips
+16, Sense Motive +23, Search +22, Sneak +16, Spellcraft
+39, Spot +22, Taunt +22, Trade Skill (jewelcraft) +19,
Tumble +15, Undead Empathy +28.

Languages: Modern Combine (5); Common (2), Dragon
(4), Dwarvish (4), Elvish (4), Old Erudian (5), Vampyre
(4).

Feats: Cleave, Dodge, Enlarge Spell, Mental Clarity,
Mobility, Multiattack, Mystic Capacity (x2), Power At-
tack, Quicken Spell, School Specialization (alteration),
School Specialization (divination), Silent Spell, Spring
Attack, Still Spell, Whirlwind Attack.

Enchanter Spells Prepared (mana cost, modified for Greater
Specialization and welium ruby ring): Annul magic (10),
asphyxiate (34), color slant (81; quickened), dementing vi-
sions (39), dictate (109), fetter (8), memory flux (75; enlarged),
rune V (55), visions of grandeur (17), wind of tashanian (12).
Save DC 26 + spell level for Int-based spells, or save DC 21
+ spell level for Cha-based spells.

Mana Pool: 766.

Possessions: Robe of dark beguilement (see Chapter 5: New
Magic), elder wolf hide, death mask of the Elysians, Cazicite
diamond headband, platinum sapphire pendant, velium ruby
ring, gold star rose quartz ring, crypt master’s conjuring stone.
Nathyn (buffed with shield of the magi, umbra, and visions of

grandeur): hp 464; Init +20 (+11 Dex, +4 Improved Initiative, +5
racial); AC 48 [flat-footed 28, touch 31] (+11 Dex, +7 natural, +8
armor, +| arcane, +6 dodge, +3 haste); Grap +37; Atk bite +37 melee
(1d6+7 plus paralysis) and 2 claws +35 melee (1d4+4); SQ damage
reduction 15/+3 and 13/—, haste (7) [3 extra attack actions every 2
rounds], magic saves +3; Res MR 31; SV Ref +30; Dex 32.

Nathyn’s Pet, Zumaik’s Animation (Type 13): CR —; Medium-size
construct; HD 20d10; hp 110; Tnit +0; Spd 20 ft.; AC 12 [flat-footed 12,
touch 10] (+2 shield); BAB +15; Grap +24; Atk +24 melee (1d8+7, crit
19-20) or +22/+18/+14/+10 melee (1d8+9, crit 19—-20) and +22
melee (1d6+4 plus daze, shield bash); SA magic attack +5; SQ con-
struct, hardness 15; AL N; Fac None; SV Fort +6, Ref +6, Will +1; Str
28,Dex 10, Con —, Int —, Wis 1, Cha 1.

Feats: Bash, Double Attack, Dual Wield, Improved Bash.

[8] Breabbreaker’s Baked Goods

Barbarians are not normally known for their skill as
bakers, but those among the Loyalists have had many
generations to hone their civilized skills. Sharra O’Koyle
(female barbarian, Exp 10, NG; KCC), her sister Margy
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(female barbarian, Com 7, DG; KCC), and their brother
Morfesh (male barbarian, Com 8, NG; KCC) run this
highly successful concern, along with asmall army of bakers
and skilled junior partners, including winemaker Gaerok
Rednose (male dwarf, Exp 7, NG; KCC), miller Nanette
Farcloud (female high elf, Exp 6, NG; KCC), and baker
Yolanda Honeyjar (female dwarf, Com 10, N; KCC).

[2] Armory

Chief armorer Bole Bricktop (male dwarf, Mil 12, NG;
VC) still serves with the Validus Custodus in a reserve
capacity, and is also the leading provider of armor to the
city’sarmed forces. He is aided by the dwarven sisters Berda
(female dwarf, Mil6/Exp4, OG; VC) and Marda Granitefist
(female dwarf, Mil 8, OG; VC), and the barbarian brothers
Clavius (male barbarian, Mil 6, DG; VC) and Granic
Malicus (male barbarian, War 2/Exp 5, DG; VC), who are
responsible for working the bellows to keep the furnace hot.

Bole has attracted some of the city’s best artisans to work
with him as well; elven craftsman Sparrow Shadetracker
(elf male, Rng 7/Exp 5, NG; KCC, VC) creates fine mail
armors, and the burly human Fallar Grolden (male human,
Mil 1/Exp 15, OG; KCC) makes some of the best plate
armor in the city. All are capable of producing exceptional
items, but most armor they sell is ordinary, if well-crafted
and pleasant to the eye.

[10] Validbus Custodus Training Hall

Though officially called the “Training Hall,” this build-
ing is actually the headquarters and main barracks of the
Validus Custodus, and probably the second most important
government building in the city after the Magistrate’s
Palace. Members of the Validus Custodus spend much of
their time here, training in the large rooms off the main
floor and studying tactics, history, and technique in the
smaller rooms upstairs.

The two main training rooms are each flanked by two
barracks, each of which can hold 75 guards, allowing the
building to house up to 300 members of the Validus
Custodus. Training is overseen by corporals, and the entire
building is constantly guarded by a squad of legionnaires.

In addition to classrooms, the upper floor of the Training
Hall contains the offices of several of Katta’s military
governors, and it is also the residence and administrative
office of the Validus Custodus’ Commander-in-Chief,
Kroldar Strongarm.

Kroloar Strongarm

Tall, broad, imposing, and utterly devoted to the city of
Katta Castellum and the principles of its gifted founder,
Kroldar Strongarm has devoted his entire life to serving in
the Validus Custodus. Recently, he has turned his atten-
tion to the vampyres of the Tenebrous Mountains, whom
he sees as a more immediate threat than the Inquisitors of
Seru. He has been working both with his own troops and
with outside adventurers to learn more about the blood-
suckers’ plans, and to frustrate them wherever he can.
Kroldar Strongarm, Male Barbarian, War 28: CR 28; Medium-size

humanoid (human) [7 ft., 1in. tall]; HD 28d12+224; hp 397; nit +4
(Dex); Spd 20 ft.inarmor, 30 ft. base; AC 23 [flat-footed 22, touch 11]
(+1Dex, +12 armor); BAB +28; Grap +36; Atk +40/+37/+34/+31/+28
melee (1d8+13, crit 19—20, velium-etched stone mace) and +34/+29
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melee (1d8+7, crit 17—20, Combine longsword), or +38/+35/+32/
+29/+26 melee (1d8+13, crit 1920, velium-etched stone mace) and
+32/+27 melee (1d8+7, crit 17—20, Combine longsword) and +34
melee (1d6+8 plus daze, slam), or +38/+34/+30/+26/+22 melee
(1d8+11, crit 17—20, Combine longsword) and +36/+31 melee (1d8+9,
crit 19-20, velium-etched stone mace), or +39/+35/+31/+27/+23
melee (1d8+15, crit x3, reach, +3 undead-bane longspear); SA area
Taunt, disciplines (Warrior’s Charge, Mighty Strike, Furious, Preci-
sion, Fell Strike); SQbarbarian traits, berserking, disciplines (Resistant,
Fearless,Evasive, Defensive), heavy fortification (100% ignore crits),
Taunt bonus +7; Res AR 2, CR 8, DR 5,ER 3,FR 7, MR 6, PR 10, SoR
8; AL OG; Fac VC; SV Fort +24, Ref +13, Will +12; Str 27 (22), Dex 19
(15), Con 26 (24), Int 15 (13), Wi 16 (11), Cha 10 (12).

Skills: Alcohol Tolerance +14, Balance +2, Climb +14,
Handle Animal +8, Heal +10, Intimidate +14, Jump +15,
Knowledge (warcraft) +15, Listen +7, Spot +9, Swim +15
(no weight modifiers), Taunt +21, Trade Skill
(blacksmithing) +17.

Languages: Old Barbarian (4), Modern Combine (4).

Feats: Alertness, Ambidexterity, Cleave, Combat Re-
flexes, Dodge, Double Attack, Dual Wield, Finishing Blow,
Great Cleave, Improved Critical (longsword), Improved
Slam, Improved Two-Weapon Fighting, Parry, Power At-
tack, Quick Draw, Slam, Weapon Focus (heavy mace),
Weapon Focus (longsword), Weapon Specialization (heavy
mace), Weapon Specialization (longsword).

Possessions: +4 heavy-fortified full plate, velium-etched stone
mace, Combine longsword, +3 undead-bane longspear, gaunt-
lets of iron tactics, nose ring of V'ri, ear of the blind wolf,
Goranga warbeads, potion of drake’s breath (type 6).



Quest: Vampyre Fangs

Faction: Validus Custodus (+1 rank).

NPC: Kroldar Strongarm.

CR: 6-15.

Reward: +1 faction rank with the Validus
Custodus (maximum +2 from this quest); 1d4x10
gold pieces for every pair of fangs.

Consequence: —1 faction rank with the Coterie of
the Eternal Night (maximum -2 from this quest).

Quest Summary: Kroldar offers a straightforward
bounty on vampyre fangs. Hunting down and de-
stroying these monsters is critical to his plans for
all-out war, for he cannot allow their numbers to
grow too large, nor can he allow vampyre infiltrators
toenter the city. Whensslain, even if their bodies are
destroyed, vampyres always leave behind a pair of
diamond-hard fangs. Kroldar gives the PCs 1d4x10
gold pieces for every such pair that they bring him.

Luclin

Quest: Assassinsin Katta

Faction: Concilium Universus (+1 rank).

NPC: Saumeem Unja.

CR: 7-10.

Reward: +1 faction rank with the Concilium
Universus; +1 faction rank with the Katta Castellum
Citizens (maximum +2 from this quest); +1 faction
rank with the Validus Custodus; +1 faction rank
with the Magus Conlegium; reflective Combine clay-
more.

Consequence: —1 faction rank with the Coterie
of Eternal Night; —1 faction rank with the Hand of
Seru; —1 faction rank with the Eye of Seru.

Quest Summary: Saumeem Unja asks for aid in
stopping the vampyre assassins that have infiltrated
the city. These vampyres sneak into Katta Castellum
and hide in the shadows, then emerge to kill lone
citizens or capture them and drag them back for foul

experiments by high-ranking members of the Cote-
rie. These assassins are armed with wire garrotes,
which they are thought to use (rather than their
deadly fangs) in order to avoid arousing suspicion.
Saumeem asks the adventurers to kill two of the
assassins and return their garrotes and fangs to him.
Upon completion, he gives the adventurers a reflec-
tive Combine claymore (see Chapter 5: New Magic).

Elsewhere on the upper floor, the Concilium’s Governor
of Exploration, Erikal Wolfeye (male wood elf, Rng 17, NG;
CU, VC) maintains records of all of the city’s official
expeditions throughout Luclin, and is always willing to
discuss proposed missions to lesser-known parts of the
moon with those familiar to him. His assistant, Corporal
Donfeld (male hdlf elf, Ari 3/Rng 9, NG; CU, VC), is
responsible for making allies with the moon’s various races
and cultures.

In the adjoining office, Saumeem Unja (male Erudite, Pal Defense, the man responsible for administrating the actual
13/War 9, OG; CU, VC) is the Concilium’s Governor of protection of Katta Castellum from outside foes.

Quest: Enemy or My Enemy

Faction: None.

NPC: Erikal Wolfeye.

CR: 7-11.

Reward: +1 faction rank with the Concilium Universus; +1 faction rank with the Katta Castellum Citizens; belt of Galin.

Consequence: —1 faction rank with the Recusos; —1 faction rank with the Hand of Seru; —1 faction rank with Eye of
Seru.

Quest Summary: Erikal Wolfeye asks that the PCs speak with Corporal Donfeld, who may need assistance in his duties.
Donfeld is grateful for the help, and tells the characters that he has been asked to investigate the Recusos of Marus Seru
— outcasts from the city of Sanctus Seru. As the Recusos are highly hostile toward the Inquisitors, they might be potential
allies of Katta Castellum. After all, as Donfeld quotes, “the enemy of my enemy is my friend.”

The Concilium has sent an agent named Marais into the cold wilderness of Marus Seru with orders to join with the
Recusos and blend in, learning more about them and their suitability as allies. He has not reported recently, and Donfeld
asks the characters to search for him. He gives the party half of a torn document and tells them that Marais has the rest,
which will prove his identity and the authenticity of the characters’ mission.

After searching Marus Seru, the characters eventually track down Marais, only to find him engaged in a running combat
with several hostile Recusos. The PCs can come to his aid, but they are too late, regardless — Marais dies, telling them
with his last breath that the Recusos were suspicious from the beginning and killed him because he was an outsider. He
hands the characters his finished report before he dies.

Upon theirreturn to Katta, Corporal Donfeld is distraught but thanks the party; he tells them that, although the Recusos
do not seem likely allies, Marais’ report will nevertheless be useful, as it might shed new light on the Inquisitors and their
activities. He rewards the characters with a belt of Galin (see Chapter 5: New Magic). Both the Concilium and the citizens
of Katta are grateful for the assistance, but once the Inquisitors get wind of the characters’ activities, their popularity in
Seru takes a turn for the worse.
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Quest:Coterielnriltrators

Faction: Concilium Universus (+2 rank).

NPC: Saumeem Unja.

CR: 10-13.

Reward: +1 faction rank with the Concilium
Universus; +1 faction rank with the Katta Castellum
Citizens (maximum +2 from this quest); +1 faction
rank with the Validus Custodus; +1 faction rank
with the Magus Conlegium; Ashbringer.

Consequence: —1 faction rank with the Coterie
of Eternal Night; —1 faction rank with the Hand of
Seru; —1 faction rank with the Eye of Seru.

Quest Summary: Most likely after the charac-
ters have completed the “Assassins in Katta” quest,
Saumeem tells them that a small group of Coterie
killers has entered the city — this time they are
vampyres protected by illusions that make them
appear to be ordinary people. The characters must
locate the illusion-protected vampyres and slay the
three of them, bringing the three pairs of fangs to
Saumeem as proof of the completion of their quest.
Upon completion, Saumeem rewards the adven-
turers with one of the renowned swords known as
Ashbringers (see Chapter 5: New Magic).

Quest: The Keyto Seru

Faction: Concilium Universus (+4 rank).
NPC: Tilbok Furrunner.

CR: 26+.

The Governor of Information Security, Tilbok Furrunner
(male halfling, Rog15, NG; CU, KCC) maintains his offices
here, at the hub of a network of spies, informants, and
operatives. His work also entails close consultation with
Saumeem Unja, Erikal Wolfeye, and Celris Shadetracker,
and their offices are tightly linked. Still, Tilbok is generally
happy to discuss freelance employment with those who
have proven their loyalty and friendship to Katta Castellum.

[11]Cemetery and Mausoleum

This grim, gray building houses the crypts of the city’s
founders and other prominent citizens. Qutside, a vast
graveyard is filled with hundreds of tombstones, and even
more unmarked graves. Thousands of Katta’s citizens are
interred here, to the point that Caretaker Yurddle (male
halfling, Exp 17, NG; KCC) and his staff of gravediggers are
starting to run out of room.

Lack of space is the least of Yurddle’s worries, however,
for the cemetery is anything but a peaceful resting place for
the city’s dead. Grave robbers periodically disturb the
place, digging up the recently interred to steal their valu-
ables or, worse, to abscond with the corpses for use in
necromantic rites. Even more alarmingly, the dead some-
times rise up and crawl from their graves spontaneously (or
perhaps some secretive cult or individual is responsible),
ranging from shambling skeletons to powerful vampyres
and the like. Yurddle is desperate to solve this problem, as
he fears for the safety of his staff and of the city in general.

Reward: +2 faction rank with the Concilium Universus; +2 faction rank with the Validus Custodus; +2
faction rank with the Katta Castellum Citizens; Arx key.

Consequence: —2 faction rank with the Hand of Seru; —2 faction rank with the Eye of Seru.

Quest Summary: Tilbok Furrunner needs trusted and highly competent agents to gather vital information
on behalf of the Concilium. His own agents are too well known to the Inquisitors, so trusted outsiders, especially
individuals from Norrath, should be able to succeed where Loyalist agents have so far failed.

According to Tilbok’s informants, the evil Seru, leader of the Inquisitors, resides in the great stone structure

known as the Arx Seru, where powerful magic has kept him alive since the Exodus. The Arx is located in the
center of Sanctus Seru, amid the four Praesertum Consilia. Tilbok sends the characters to consult with Lcea
Katta, who has obtained new information about the Arx.

The characters visit Lcea, and she tells them that the Arx Seru can be accessed with something called the
Arx key. Each of Seru’s four Praesertum leaders has one piece of this device, and when they wish to consult with
their leader, they simultaneously insert their four shards into the doors of the Arx and are transported within.

Lcea asks the characters to retrieve the shards from the Praesertum leaders (called Bikun, Rhugol, Vantorus,
and Matpa, respectively; see Areas 26-29 in the Inner Compound of Sanctus Seru), then take them to
Magistrate Elnerick Augustleaf, who can combine the shards together into a single key.

The characters will need to journey to Seru, locate the Praesertum leaders and steal the keys (either though
force or through stealth). Once this is accomplished, they must return quickly to Katta (preferably by
teleportation), where Elnerick Augustleaf will combine the four shards into a single key. This key will enable
the bearer and his party to enter the Arx Seru and confront the leader of the Inquisition (which, most likely,
the PCs will be asked to do, although they may be accompanied by one or two of Katta’s “big guns” — perhaps
Kroldar Strongarm himself and/or a high-level Magus Conlegium wizard).
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Quest: Grave Robbers

Faction: Katta Castellum Citizens (+1 rank).

NPC: Yurddle the Caretaker.

CR: 7-13.

Reward: +1 faction rank with the Katta Castellum Citizens; staff of ethereal energy; scimitar of ethereal energy; warhammer
of ethereal energy.

Consequence: —1 faction rank with the Eye of Seru.

Quest Summary: Yurddle tells the characters that he has been working overtime refilling graves that have been violated
by grave robbers. If asked, he tells the party that the robbers are often simple criminals, but are sometimes vampyres seeking
corpses for experimentation or even members of one of the Seru factions who seek old Combine weapons. He has a list of
stolen items, and he asks the characters to retrieve them for him so that they can be laid to rest with their rightful owners;
only then can the unhappy spirits finally depart to their just rewards. He also has a number of magic items that he will give
the characters as payment.

Three crypts have been violated recently — those of Holin Aeridia, Raien Taliker, and Shoeon Malicus. There are three
items from each crypt that must be restored; Yurddle gives the characters some clues as to where to find the items, but the
PCs must do some investigation on their own to find the plundered riches. The items themselves are of limited value, so
there is no great profit to be had in the party keeping them.

The items (each may or may not be enchanted, at the GM’s discretion), their locations, and the rewards for returning
them are as follows:

Holin Aeridia

e Aeridia family signet ring: Held by a Recuso smuggler in Marus Seru.

e Sealed golden scroll tube: Can be purchased from Mark Blotter (see Area M6c in Shadow Haven).

e Faded silver embroidered robe: Held by Rolktim Cogtop, who frequents Ebben’s Tavern in Fungus Grove. If offered

enough, he might be willing to part with it, but it might also be possible to steal it or otherwise persuade him to give it

up by force.

Reward: Staff of ethereal energy (see Chapter 5: New Magic).

Raien Taliker

e Taliker family signet ring: Can be purchased from a merchant at Jern’s Rest in the Twilight Sea.

e Faded portrait of alady: In the possession of the merchant Pietro Guiccini, who lives in the Nota’Dal district of Shadow

Haven.

* Antique platinum medal: Currently held by Ebben, who runs Ebben’s Tavern in the Fungus Grove settlement. Like

Cogtop, he isn’t inclined to give the item up unless forced or offered a great deal of money.

Reward: Scimitar of ethereal energy (see Chapter 5: New Magic).

Shoeon Malicus

e Gold embroidered kilt: Currently worn by Missy McElle, a barbarian woman who frequents Ebben’s Tavern in Fungus

Grove. She bought the kilt fair and square, so she won’t give it up without a fight unless she is informed as to where it

really came from, in which case she will surrender the kilt readily. Note that, by this time, Ebben’s patrons may be a little

suspicious of the characters’ motives in stealing or buying items from people at the tavern.

® Silver embroidered tabard: Can be purchased from a merchant at Jern’s Rest in the Twilight Sea.

e Ancient ceremonial warhammer: Currently used by Recuso smugglers in Marus Seru.

Reward: Warhammer of ethereal energy (see Chapter 5: New Magic).

10), and runs the most popular tavern in the Lower City.

[12] Lower CiTY

The lower portions of the city are reached by way of a
long trail that wends down along the cliff-face. The trail is
hazardous, having no railing (a fact that many citizens have
complained about to no avail), and fatal falls are unfortu-
nately not too uncommon. The Lower City is carved from
the bedrock of the Tenebrous Mountains (much of the rock
removed went into the construction of the city itself), and
some portions are entirely underground.

[13] Nectar or Unity Brewery and

Tavern

Helga Furrunner (female halfling, Exp 12, OG; KCC,
KCM) is a sister of Governor Tilbok Furrunner (see Area

28

She sells a complete range of alcohols, as well as the usual
bland Kattan meals, but it’s the camaraderie and good
fellowship of the Nectar of Unity that attracts most pa-
trons. A motley assortment of locals frequents the place,
and most are eager to meet outsiders — especially when
those outsiders are buying drinks.

Some of these regulars are noteworthy: Borean Soggybeard
(male dwarf, Com 8, NG; KCC) usually entertains with a
range of sometimes lewd dwarven drinking songs, usually
after he has downed a dozen ales or so; he couldn’t carry a
tune in a sack, but no one seems to mind. Olam Polaja (male
Erudite, Exp 9, N; KCC) is always happy to discuss history,
philosophy, and religion (he is indeed a fount of facts both
profound and trivial). Barbarian maiden Lineea Doyle
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(female barbarian, Mil 8/Rog 3, DN; KCC) enjoys drinking
and gaming, and has fleeced many an unsuspecting visitor.
Yavik Teralin (male human, Rng 14, NG; KCC) has trav-
eled extensively throughout Luclin and enjoys telling tales
of his adventures. Finally, Danika Farcloud (female high elf,
Wiz 17, N; KCC) is one of the tavern’s more mysterious
patrons: beautiful and immaculately dressed, she takes her
drinks in silence, rarely if ever talking to anyone.

Quest: The Truth

Faction: None.

NPC: Arbogast and Miller.

CR: 10-13.

Reward: +1 faction rank with the Concilium Universus;
+1 faction rank with the Validus Custodus; cloak of truth;
500 gp. This quest cannot be repeated.

Consequence: —2 faction rank with the Truth.

Quest Summary: This quest is fairly lengthy and in-
volves some rather absurd tasks on the part of the PCs. As
Arbogast and Miller are plainly deranged, characters may
not wish to carry out the mad quests they suggest — so, in
order to encourage their involvement, the GM might have
them recruited by Governor Tilbok Furrunner to infiltrate
the Truth faction and learn more about their beliefs and
intentions. In any event, this quest is intended as a humor-
ous interlude amid the deadly serious business of Luclin
questing.

An odd duo named Arbogast and Miller also hang out at
the Nectar of Unity, members of astrange faction called the
Truth, an anti-Kattan group secretly funded and supported
by the Inquisitors. If the PCs are friendly and the pair feels
that they can be trusted, Arbogast asks if they can “handle
the truth.” If the characters assent firmly, the two begin to
spout their propaganda. And odd stuff it is.

Miller claims that the city is full of conspiracies led by
such powerful Kattans as Magistrate Phenic Dionicas.
Arbogast trumps him, proclaiming that Phenic is actually
a “demon of the night” and that the Magistrate’s calls for
war against the Coterie of the Eternal Night are only
intended to lull the populace into a false sense of security.
“Anyone who knows anything,” Arbogast claims, “knows
that Phenic Dionicas is actually a vampyre himself.”

To prove their point, Miller gives the characters a vial of
holy water and urges them to find Phenic and throw the
contents on him. Should the adventurers be so deluded as
to follow his directions, Phenic takes the slight with sur-
prising good grace, and simply orders the adventurers out.

Upon their return (or if the adventurers refuse to throw
the water on Phenic), Arbogast concedes that Phenic must
have powerful protective magic in place, possibly granted
him by his “good friend and associate — Tsaph Katta!”

Of course, Tsaph Katta was the beloved ruler of the
Combine Empire, and as far as any ordinary Kattans know,
he perished at the hands of an Inquisitor assassin. Not so,
Arbogast declares — in reality, Katta faked his own death
and now rules the city from the shadows, hiding behind his
secret identity, that of a leading citizen, merchant, and
magistrate...

“Oh! Oh!Tknow!” Miller declares. “Nathyn Illuminious!”
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The tavern’s seasoned staff includes Vanessa Rutledge
(female human, Com 7, NG; KCC), her brothers Jacob
(male human, Com 6, NG; KCC) and Jerin (male human,
Com 5, NG; KCC), and bartending siblings Miguel (hu-
man male, Exp 8, OG; KCC) and Maryssa Talbson (human
female, Exp 7, NG; KCC). All are highly experienced and
used to dealing with the sometimes rowdy folk that eat and
drink at the Unity.

“Yes, yes, I know you know,” Arbogast says patiently,
with a slightly condescending smile toward his cohort.
“Very good, Miller.”

Arbogast tells the characters that the truth about Nathyn
is written in his secret memoirs, hidden somewhere in his
residence. It is known that Nathyn is away for the moment,
leaving his manse unoccupied. Arbogast promises the
characters a “rich reward” if they will find the memoirs and
bring them to him.

Assuming that the characters are reckless enough to run
Arbogast’s errand for him, they find the document easily
enough, sitting in plain sight on a writing desk in Nathyn’s
study (getting past the sonic wolves, guards, and other
security measures will be up to the adventurers). Upon
their return, the PCs are informed that their “rich reward”
is the fact that the truth about Nathyn and Tsaph Katta will
be revealed to the world.

Unfortunately, though, Arbogast is unable to find any-
thing in the memoirs to reveal the truth (let alone any of
the other facts about Nathyn Illuminious’ true nature), so
he declares that this very lack of evidence is proof positive
of Tsaph/Nathyn’s influence and power. “For example,”
Arbogast continues, “take the fact that Norrath does not
really exist, yet the fiend has almost the entire city con-
vinced otherwise.”

Now, this is obviously going too far, and doubtless the
characters will say so. Arbogast replies calmly, however,
and with remarkable poise, saying that the blue orb that
hangs in the sky is nothing more than a gigantic comet
concealed by Tsaph Katta’s illusions. If any of the PCs
protest that they are from Norrath, Arbogast patronizingly
suggests that they have been brainwashed and continues
with his rhetoric. In fact, he says, the comet is heading
straight for Luclin and might destroy all life on the moon.
Katta and his cronies have concealed the truth and brain-
washed innocent people to avoid panic, and have created
the fiction of the Exodus to keep the imperial subjects
quiet. He tells the PCs that if they journey to Shadow
Haven and obtain the book A History of the Haven, they
might learn the awful truth about the Exodus. If they get the
book, Arbogast offers to give the characters a fine cloak and
an expensive brooch that are currently in the bank at Area
14.

In Shadow Haven, assistant librarian Rianna Birchard
tells the characters that this is the only book about the
history of the Exodus (when the refugees first arrived, she
says, there wasn’t much time to write histories). Of course
the book says nothing about the Exodus being a fraud, but
if they bring it back to Arbogast, he will claim that the
book’s real text is hidden by an illusion and that he has an
Akhevan artifact that will remove it and reveal the truth.
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Actfirst, the two don’t much want to give the characters
the promised reward, but if pressed they go to the bank and
withdraw the items. They then look extremely uncom-
fortable and Arbogast says, “You know what? I think we’ll
keep them. Thanks for your help, don’t be a stranger.
Come now, Miller. Let’s not be a bother.” He will then
attempt to flee, and the characters must fight both him
and Miller if they want their promised rewards. The
characters have to either subdue or kill the pair— possibly
a difficult prospect, depending on the party’s average
level. Fortunately, a squad of Validus Custodus legion-
naires passes nearby after only a couple of rounds, so the
PCs might get assistance in detaining the scoundrels. If
the pair are slain or apprehended, the PCs gain faction
with the Validus and also obtain the items that were
promised in return for the book: a gold brooch worth 500
gp and a cloak of truth (see Chapter 5: New Magic).

Arbogast

A wild-eyed human cleric of Solusek Ro, Arbogast is a
firm believer in the principles of The Truth — that the
Exodus was a lie, that there is no such place as Norrath,
and that the giant blue orb in the sky is a huge comet that
will soon destroy the world. His political views are also
somewhat demented, but Arbogast has the excuse that he
himself is more than a little unhinged; further, he happily
regales total strangers with his bizarre views on Rovian
theology.

Arbogast has recently cast his net wider, hoping to find
converts among the many outsiders who visit Katta
Castellum. That most of these strangers hail from a world
that he claims does not exist doesn’t seem to bother
Arbogast in the slightest.

Arbogast, Male Human, Clr 13: CR 13; Medium-size humanoid (hu-

man) [5 ft., 8 in.]; HD 13d8+26; hp 71; Init +1 (Dex); Spd 30 ft.; AC17
[flat-footed 16, touch 11] (+1 Dex, +4 armor, +2 shield); BAB +7; Grap
+11; Atk +13/+8 melee (1d8+4, +2 heavy mace); SA spells; SQ divine
power (celestial healer, invisibility to undead); Res CR 2, FR 3, MR 2,
PR 4; AL DN; Fac The Truth; SV Fort +8, Ref +5, Will +11; Str 14, Dex
12 (1), Con 14 (13), Int 10, Wis 16, Cha 14.

Skills: Channeling +12, Diplomacy +8, Hide +0, Knowl-
edge (religion) +6, Listen +5, Meditation +16, Search +1,
Sense Motive +9, Spot +4, Trade Skill (baking) +12, Use
Rope +2.

Languages: Modern Combine (4), Common (3).

Feats: Combat Casting, Leadership, Parry, Quicken Spell,
School Specialization (alteration).

Cleric Spells Prepared (mana cost, modified for celestial
healer divine power): Calm (8), counteract poison (8), daring
(10), enstill (10), healing (9), smite (12), spirit armor (12),
yaulp 1 (3). Save DC 13 + spell level.

Mana Pool: 8.

Possessions: Masterwork chain shirt, large wooden shield,
+2 heavy mace, gem-inlaid gauntlets.

Arbogast (buffed with daring, spirit armor, and yaulp Il):hp 77; AC

21 [flat-footed 20, touch 15] (+1 Dex, +4 armor, +2 shield, +2 deflec-
tion, +2 divine); Grap +13; Atk +15/+10 melee (1d8+6, +2 heavy mace);
SQ damage reduction 7/—; Str 19.

Miller

Miller is Arbogast’s cohort, and has only those opinions
that he gets from Arbogast. He is a dull-witted, cow-eyed
half elf with nothing in the way of native intelligence or
common sense, and he wholeheartedly believes the ludi-
crous tales of The Truth.

Miller, Male Half EIf, War 11: CR 11; Medium-size humanoid (elf) [5

ft.,5in.]; HD 11d12+22; hp 72; Tnit +3 (Dex); Spd 20 ft. in armor, 30 ft.
base; AC 18 [flat-footed 15, touch 13] (+3 Dex, +5 armor); BAB +11;
Grap +15; Atk +17/+12/+7 melee (1d8+4, crit 19—20, masterwork
longsword) and +12 melee (1d6+4, crit 1920, +2 short sword); SQ
berserking, half elf traits, infravision, Taunt bonus +3; Res CR 4, MR
2,FR5; ALDN; Fac The Truth; SV Fort+7,Ref +6, Will +0; Str 18, Dex
16, Con 14, Int 6, Wis 4, Cha 10.
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Skills: Alcohol Tolerance +4, Hide +0, Intimidate +5,
Listen +0, Search —1, Spot +0, Taunt +9.
Languages: Modern Combine (4), Elvish (4), Common
(2).
Feats: Alertness, Dodge, Dual Wield, Parry, Power At-
tack, Weapon Focus (longsword).
Possessions: Masterwork breastplate, masterwork
longsword, +2 short sword.
Miller (buffed with spirit armor): SQ damage reduction 7/—.
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[14] Bank

Many businesses in Katta are family affairs. Heracus
Helsin (male human, Exp 9, NG; KCM) and his wife Bella
(female human, Com 10, OG; KCM) are a prime example,
running the city’s leading bank where adventurers, mer-
chants, and others can leave their money in security. Two
seasoned legionnaires are constantly on duty here, and
valuables are stored in a large, triple-locked iron vault.

[15] Tunnels

A series of tunnels leads out of the lower portion of the
city. Most legionnaires posted in this area are gnomes or
dwarves, so they are both accustomed and well suited to the
claustrophobic confines of the passages.

[16]POND

This round decorative pond reflects torchlight into the
surrounding cavern. The brothers Rowle (male dwarf, Mil
15,0G:; VC) and Tack Shieldson (male dwarf, Mil 14, OG;
VC) are quartered here, but both have asked for a transfer,
as they are fascinated by the tales of Norrathian visitors,
and of the delicious ales and beers brewed on their ances-
tors’ home world.

Quest: Beer rorthe Guarods

Faction: None.

NPC: Rowle and Tack Shieldson.

CR: 1-4.

Reward: +1 faction rank with the Validus
Custodus; +1 faction rank with the Katta Castellum
Citizens. 2d4 gold pieces.

Consequence: —1 faction rank with the Coterie of
the Eternal Night. —1 faction rank with the Nathyn
[lluminious.

Quest Summary: Rowle Shieldson offers to share
a pint of ale with the PCs, and soon recognizes them
as hailing from Norrath. The two brothers fondly
recall reports of the many fabled ales of their natural
homeland.

“Ye know,” Rowle says, “me dwarven heart longs
for me first taste 0’ some Underfoot brown, a reputed
fine stout not available ‘ere on Luclin... Ye know, if
ye can manage it, that is.”

“Ahhh, worthy o’ Brell hisself, or so they say,”
adds Tack. “Ye know when I was just a pup, me
great-great-grandsire used te talk about stompin’
trolls and then sitting back with a Boot Beer te
celebrate the day’s victory. I really would be able to
get in touch with me heritage were I able to sample
some o’ that fine stout. Ye'd be a true friend to the
Validus Custodus fer helpin’ us out, friend.”

If the characters can obtain some of the desired
brews, the brothers will be enormously grateful.
Both beers are available in any dwarven tavern on

Norrath, or can be created using Trade Skill (brew-
ing). (See Chapter 6: Trade Skillsin the EQ: GMG.)
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[17]1 GNoMisH QUARTER

Though officially called the Gnomish Quarter, this area,
located largely beneath the estate of the Magus Conlegium,
has a large number of dwarven inhabitants who also live in
small stone apartments along the crowded streets.

GM’s note: Due to this area’s position on the map, it is
impossible to place the following lettered place notes on it
— the GM should place these locations within Area 17 as
she sees fit.

a. Illuminarium Industria: Toktonn Geerlok (male
gnome, Exp 21, OG; CU, KCC) is a Concilium Magistrate
and Governor of Engineering and Construction, charged
with overseeing construction and maintenance through-
out the city. His is also the unofficial burgher of the
Gnomish Quarter, where he spends much of his time
consulting with local inhabitants, instructing young stu-
dentsin engineering and mathematics, planning expansions
of the city, and so on. He is quite interested in the engineer-
ing possibilities of acrylia (he has heard about the
acrylia-veined marble used by the Vah Shir and wants to
know more), but his research has been frustrated by the
predations of the grimlings.

Quest: GrimlingPicks

Faction: Concilium Universus (+1 rank).

NPC: Toktonn Geerlok.

CR: 4-8.

Reward: +1 faction rank with the Concilium
Universus (maximum +2 from this quest); +1
faction rank with the Shar Vahl Citizens (maxi-
mum +1 from this quest); 25 gp per pick; Combine
claymore.

Consequence: —1 faction rank with the
Grimlings of the Forest.

Quest Summary: Toktonn explains that the
grimlings have all but cut off the flow of acrylia
to Shar Vahl, and thus to Katta Castellum, and
that the Concilium Universus is offering a re-
ward for those who help restore the flow of
acrylia. He offers 25 gp for each grimling mining
pick that the characters bring him. The picks are
found on grimling miners in the Acrylia Caverns
and at some other mining locales. After the PCs
have brought him 10 mining picks in total,
Toktonn gives them a Combine claymore as a
reward.

Geerlok is assisted by anumber of gnomish engineers and
scholars, including Triblix Tikbok (male gnome, Exp 15,
OG; CU, KCC), who is responsible for maintaining the
lamps that help lessen the gloom of Katta’s streets, both
upper and lower.
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Quest: Zelniak Oil

Faction: None.

NPC: Triblix Tikbok.

CR: 8-11.

Reward: 2d4 gp per flask.

Consequence: None.

Quest Summary: Triblix has experimented
with a wide range of oils and other substances for
lighting the city streets. He has found that oil
made from zelniak fat makes an excellent and
long-burning lamp fuel. He offers the characters
2d4 gold pieces for every flask of oil they bring
him.

Zelniak are common in the Dawnshroud Peaks
and adjoining regions. The fat of an adult zelniak
can be processed properly by boiling it in a brew
barrel or asimilar device. A successful Trade Skill
(brewing) check (DC 15) produces 2d4+1 flasks
of lamp-grade Zelniak oil from a single adult
zelniak.

Note: Zelniak are large omnivorous mammals
with bodies resembling an orange-furred giraffe.
Unlike giraffes, though, their necks are foreshort-
ened to the point of being almost nonexistent,
and they have a vaguely lizard-shaped head with
rows of sharp teeth. They are normally quite
territorial. In game terms, use the stats for an
elephant, except that the zelniak bites as its
primary attack (as the elephant’s gore attack),
and it has no slam attack.

b. Tinkers’ Guild: Master Tinker Nikkin Tapper (male
gnome, Exp 18, OG; KCC) crafts clocks, tiny automatons,
toys, and other cunning machines. His workshop doubles as
his home, and in addition to a horde of apprentices, Nikkin
gets assistance from his wife Deeka (female gnome, Exp 12;
KCC), and their twelve grown children (6 male and 6
female; Exp 1-7).

c. Mushroom Delicacies: Edible mushrooms importe
from Shadow Haven are one of Katta Castellum’s staple
foods, and the local halflings have perfected a large number
of recipes to improve their bland and relatively uninterest-
ing taste. Mushroom Delicacies is one of the better-known
establishments of this nature, and owner Nadra Twoblinks
(female halfling, Com 5/Exp 2, NG; KCC) serves mushroom
stew, braised mushroom caps, seared mushroom steak,
mushroom salad, and a range of other specialty dishes, some
good and some... not so good. Mushroom Delicacies is a
popular destination for wealthy nobles, who enjoy the
peaceful interior and the quaint halfling-sized furnishings
(larger chairs and tables are available for humans, elves,

and the like).

d. Sculptor: Erskin Clinkercog (male gnome, Com 9,
OG; KCC) turned away from his father’s trade of cobbling,

preferring to create fine works of art. Originally sculpting
images of the gnomes who first came to Luclin (including
a fine statue of Nathyn Illuminious that currently graces
the Magistrate’s Palace), Erskin has expanded his reper-
toire, sculpting humans, elves, and even some of the folk of
Norrath. His latest creation, a likeness of Shar Vahl ambas-
sador Roshawna Rhorer, is his first attempt at portraying a
Vah Shir.

e. Curiosities: Dwarven collector Thori Blackhammer
(male dwarf, Com 3/Mil 5, NG; KCC) has accumulated a
fine selection of knick-knacks, junk, and small treasures in
his years as a caravan guard. His establishment is a chaotic
maze of shelves, all stuffed full of bags, stacks of books, boxes
full of trinkets, and the like. Most of Thori’s stock is indeed
junk, but there are a number of treasures to be had if one
looks long enough, including an original history of the
Combine Empire, penned by none other than Tsaph Katta
himself, and a dark reaver (see Al’Kabor’s Arcana). This last
is actually of value to the Coterie vampyres, who actively
seek it and would kill Thori and his family to get it if they
knew it was here.

[18]1 SeaWall

The Lower City tunnels exit from the wall that protects
Katta’s harbor. These walls rise nearly 50 feet above the
water, and are studded with watch towers along their
length. Legionnaires constantly patrol the wall, on the
lookout for approaching enemies.

[19] Wall Towers

These square towers are spaced along Katta’s sea wall.
Each houses a squad of legionnaires and is armed with a
ballista for defensive purposes. As Katta Castellum does not
have a waterfront, as such, these towers have gates and
portcullises at their inner bases, with drawbridges that are
cunningly constructed to function as makeshift docks for
the loading and unloading of cargo from their sheltered
inner walls; cargo is rolled or carried to shore along tunnels
inside the sea wall, all covered by murderholes through
which legionnaires can keep an eye on things from above
— and pour pitch or fire arrows if necessary.

[20] Sea Gates

One of Katta Castellum’s great mechanamagical engi-
neering marvels, these twin gates are actually 60-foot
sections of wall that can be lowered into the water to allow
the passage of the fishing and merchant vessels that shelter
in Katta’s harbor.

[21] Seaward Keep

This large tower contains a century of legionnaires, and
also contains the controls that raise and lower the sea gates.
[t is armed with a battery of ballistae, catapults, and fire-
throwers, and senior Loyalist wizards of the Conlegium
(Wiz 8-15, OG; VC) are usually included in the garrison
to provide ranged magical support to the defenders.
Harbormaster Tarfan Shipwright (male gnome, Mil4/Exp 8,
OG; KCC, VC, KCM) oversees traffic in and out of the

city, and maintains offices here.
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Quest: Somethinginthe Harbor

Faction: Katta Castellum Citizens (+1 rank).

NPC: Harbormaster Tarfan Shipwright.

CR: 5-8.

Reward: +1 faction rank with the Katta Castellum
Citizens; +1 faction rank with the Validus Custodus;
shimmering mace. This quest cannot be repeated.

Consequence: —1 faction rank with the Hand of
Seru; —1 faction rank with the Eye of Seru.

Quest Summary: Something is loose just outside
the harbor, for ships have been damaged by some
great creature that attacks them from below. When
the freighter Katta’s Hope sank with the loss of all
hands while waiting to enter the harbor, Tarfan
Shipwright became determined to do something
about it. The Conlegium Universus has asked that
the city’s own forces not be put at risk in the
potentially hostile waters, so the harbormaster turns
to freelance adventurers, asking that they investi-
gate both above and below the surface of the sea just
beyond the Sea Wall.

The culprit turns out to be not a sea monster, but
a band of mercenaries in the employ of the Inquisi-
tors; they have been equipped with fishbone earrings
or similar magic and told to wreak havoc on Kattan
shipping. Once the underwater menace has been
disposed of, the adventurers can return to Tarfan
and present evidence of Seru’s involvement.

The Validus Custodus rewards the characters with
a shimmering mace (see Chapter 5: New Magic) and
their gratitude for foiling yet another Inquisition
plot against the city.

[22] CoMMONERS’ QUARTER

The various residential quarters of the city were carved
out of the mountainsides as needed, and as the city ex-
panded, so too did the excavations. These are open to the
dark sky above, and are connected by underground tunnels
like those connecting the Lower City to the sea wall.

The Commoners’ Quarter is crowded with old buildings
— tall, forbidding structures with gables, turrets, cupolas,
and other architectural flourishes. This is the home of the
lower classes of Kattan society, and it teems with the
destitute, the working class, and the unfortunate. It also
teems with less savory inhabitants — vampyres, who find
the chaos of the district to their liking; thieves and bandits,
who can easily hide in the many abandoned buildings of the
district; and Inquisitor spies from Sanctus Seru, who find
many willing recruits among the city’s poor and disaffected.

a. The Sultry Siren: Popular with the fisherfolk who
teem in this portion of the Commoners’ Quarter, the Siren
is run by an amiable if rather frightening proprietor called
Omogg (male troll, Com 7/Mil 6, N; KCC, KCM). The
descendant of a small group of trolls who were negotiating
a peace treaty with the Combine Empire and were trapped
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there by the civil war, Omogg has adapted to life here fairly
well, though he is among the last surviving trolls in Katta.

After serving as a deckhand and eventually mate on a
Kattan fishing vessel, he became rich when he and his crew
discovered a trove of gold and gems on a tiny island in the
Twilight Sea. He bought the Siren with his profits, and has
happily tended bar here ever since. Unfortunately, all the
other members of the crew who looted the island have died
in mysterious and often violent ways, leading some to
suspect that the treasure was cursed, but Omogg claims not
to be terribly concerned.

He is assisted by his chief cook Needa Nutshell (male
halfling, Com 5, NG; KCC) and bartender Dynara
Thistleleaf (female halfling, Exp 2/Rog 4, NG; KCC), both
of whom hope to win their way into the troll’s confidence
and learn the location of the island, which is said to hold
much more treasure.

b. Exterminator: Originally, the swarthy Saldus Vertilion
(male human, Com 2/Mil 5/War 6/Rog 8, DG; KCC) was a
simple ratcatcher, eliminating rodents and other pests from
the homes of the local citizenry. One day, however, the rats
turned out to be something far worse — a nest of vampyres,
ready to kill him to keep their secret. To his own surprise,
Saldus called upon reserves of inner courage and strength,
killing one of the foul creatures and then leading the
Validus Custodus to the nest and aiding the legionnaires as
they destroyed the rest. From that day forward, Saldus’ life
changed, and he took on the task of finding and destroying
vampyres throughout Katta Castellum. He has become one
of the bloodsuckers’ most dedicated foes, having personally
killed over a dozen of the creatures and led the Validus
Custodus to the nests of at least thirty more.

Though he is officially an independent contractor who
works on a sliding scale depending on his client’s wealth,
Saldus has become indispensable to the Concilium
Universus, who often ask him to check out rumors, explore
dangerous buildings, and even scout vampyre activities in
the Tenebrous Mountains. The vampyres themselves have,
of course, taken notice of Saldus’ activities, and are (liter-
ally) out for blood, hoping to take the ultimate revenge on
Saldus, transforming their tenacious enemy into a monster
of the night like themselves.

c. Stone Mole Mining: The brothers Rugi (male dwarf,
Exp 12/War 3, OG; KCM) and Milo Stonefingers (male
dwarf, Exp 11/Pal 4, OG; KCM) manage a rough-and-
ready mining company headquartered in this ramshackle
structure. They have made quite a lot of money by working
claims abandoned by others in especially dangerous parts of
the Tenebrous Mountains, seeking veins of ore in the Echo
Caverns and elsewhere — but one would never know it to
see the state of their home. The brothers are miserly to the
extreme, pouring some money back into the business and
squirreling away the remainder in a well-guarded vault
hidden beneath the building. They live almost like pau-
pers, in worn clothing, eating only the sparest of meals, and
only occasionally indulging in the luxury of good ale.

The dwarven brothers are only too happy to hire adven-
turers and explorers to help them in scouting out prime
locations, guarding mines and shipments, or even digging
tunnels and mining ore; they pay a pittance, however, and
are hard bargainers, giving such “partners” the smallest
share possible. Nonetheless, they are scrupulously honest



Luclin

once they have given their word, and they obey all agree-
mentsto the letter. Despite their tightfistedness, the brothers
are friendly (when the potential loss of money is not at
issue), and they are always ready with exciting stories of
battles in the mines, hazardous trips across Luclin, and the
like. They are far more loquacious when someone else is
paying for their food and ale, however.

d.Many Skins: Kaleena Conn (female barbarian, Exp 10,
NG; KCC, KCM) sells the skins of many different Luclin-
dwelling animals and, since the arrival of the Norrathian
visitors, has added those of many species from that world as
well. She is a talented seamstress herself, and can craft
hides, furs, and leather into fine garments. She is especially
proud of a white tiger cloak made from a hide she recently
traded with a Norrathian merchant. Kaleena also dabbles
in making light armors, and has sold a few pieces of cloth,
leather, and padded armor.

e. The Boiling Kettle: The shorter folk of Katta are
known — much like those of Norrath — for their prodi-
gious appetites and love of fine food. Of course, this is
something of a stereotype, for the gnomes, halflings, and
dwarves of the city have essentially the same range of
appetites as humans and elves.

However, halfling eating establishments remain among
the most popular in the city, and the Boiling Kettle, run by
Madrin Nobblefoot (male halfling, Com 8, NG; KCC,
KCM) is probably the best-known eatery in the Common
Quarter. Madrin and his wife Dora (female halfling, Com 7,
NG; KCC), sons Ofo (male hdlfling, Com 6, NG; KCC)
and Halfo (male halfling, Com 1/Rog 5, N; EyS),
and daughter Gina (female halfling, Com 3, NG; KCC)
prepare a wide range of house specialties, including a vari-
ety of stews and pies made from Shadow Haven mushrooms
and the meats of various exotic Luclin animals.

Madrin is something of a homebody who balks at the
notion of leaving the city even for business, so he has forged
business relationships with many outside concerns, espe-
cially adventurers, whom he pays well for exotic foodstuffs,
game, and spices from other parts of Luclin. Madrin and
Dora would be absolutely horrified to learn that their
younger son Halfo has actually been subverted by agents of
the Inquisition, who have promised him ownership of the
Kettle when Nathyn and the council are overthrown.
Halfo often moves about the city on business for his father’s
concerns, giving him ample opportunity to gather intelli-
gence for his masters.

f. The Rogues’ Guild: Supposedly an alehouse for the
lower elements of the quarter, the Rogues’ Guild is a good
example of evil hiding brazenly in plain sight — indeed, it
is the headquarters for the actual Katta thieves’ guild. The
thieves are active in the lower-class sections of the city, and
occasionally even engage in daring raids on the Noble and
Merchant Quarters.

The Rogues’ Guild covers an extensive underground
warren that serves as the present home of the guildmistress,
Arquen (vampyre female, Rog 18, NE; TK), who spends
most of her time in the tunnels and is always in shadow
when she meets with her operatives. Few have everseen her
face, and for good reason, as she was transformed into a
vampyre nearly 50 years ago, yet has managed to survive in
Katta eversince. Most of Arquen’s roguish followers would
turn against her if they learned the truth, so she keeps her

true identity a closely guarded secret, relying on other
Kattan vampyres to provide her with victims. Especially
skilled or powerful minions are transformed into vampyres
themselves, allowing her to keep tighter control of the
organization, and giving Arquen a constant supply of loyal
followers.

[23] NoBLE QUARTER

Though the notion of “nobles” is somewhat foreign to
the descendants of the egalitarian Combine Empire, the
idea that certain members of society naturally wield more
power and have more influence has taken root in popular
culture. This quarter is home to some of the city’s most
influential families, including the descendants of several
founders who were among those who escaped to Luclin.
These individuals usually shun the title of “noble,” but the
name has stuck nonetheless.

a. Whispersong Estate: The elven Whispersong family
was one of the leading Loyalist families at the time of the
Exodus, fighting bravely on behalf of Tsaph Katta’s doomed
cause. The survivors helped lead the refugees to Luclin,
where the family matriarch Phenobia Whispersong helped
organize the first expeditions to the surface. Phenobia
passed on many centuries ago, now, and the current matri-
arch, her grand-daughter Utalia (female high elf, Wiz 27,
OG; CU, KCC), is herself quite old; still, she retains the
beauty of youth, like all elves, and she rules the family with
a firm but gentle hand. Utalia’s great-nephew Salic is a
Concilium Magistrate, and her great-niece Maria is a
leading merchant and retired explorer. Other family mem-
bers serve in the Validus Custodus, or work as explorers,
spies, and merchants throughout Katta and beyond.

The Whispersong estate is a place of considerable beauty
and grace, as befitting the city’s leading elven family. The
grim stone gargoyles, arches, and buttresses of traditional
Combine architecture are enlivened by organic-looking
elven flourishes, sculpture, and designs carved into the
stone. The restricted space of Katta limits the size of the
grounds, but the Whispersongs have transformed the re-
gion within their walls into a pleasant forest of plants
brought from Norrath, lit on a normal day-night cycle by
magical lighting. It is considered a great honor to be invited
to this place of beauty, and the Whispersongs’ parties for
friends and nobles are nothing short of legendary.

b. Aristos Estate: Another of Katta’s oldest families, the
Aristos currently boast two Magistrates (Shara and Rallic;
see Area 1) and several prominent business folk (most
notably Shay Aristos, proprietress of Adornments of the
Night; see Area 4). Originally court historians and
lorekeepers to the emperor, the Aristos maintain a large
and well-stocked library in their gargoyle-covered man-
sion. The books and documents here are available to
researchers, sages, and students, but the waiting list to see
them is long and the time allotted to research quite limited.
Family patriarch Petron Aristos (male human, Clr 17/Exp 6,
OG; CU) is known as “the Librarian” and has spent most
of his life among dry books, scrolls, and tablets. His ancestor
Japhetis is generally credited with saving most of the
important works of the imperial archives, many of which
are still carefully preserved in the Aristos family vault.

c. Darion Estate: House Darion is a military family of
pure barbarian descent, whose children are all expected to
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serve in the Validus Custodus. Many members of the
Validus officer corps are drawn from this House. Others
serve Katta in the field, guarding caravan routes, acting as
garrisons in Kattan fortresses, and the like.

The estate is a virtual fortress, built of black basalt,
unadorned and simple, without the elaborate sculptures
and flourishes common elsewhere in the city. It contains
barracks, armories, and training facilities, as well as living
space for senior family members. The family’s present
leader is Consul Hakon Darion (barbarian male, War 18,
NG; CU, VC), a grizzled veteran of many fights, descen-
dant of the famous Combine General Dalyph Darion, who
helped defeat many of the Empire’s early enemies.

d. The Grand Cavern: Karlo Aleglass (male gnome, Com
3/Exp 9, ON; KCC) runs the most expensive dining
establishment in Katta, the aptly named Grand Cavern.
Decorated in elegant style, with lavish wall hangings,
luxurious furnishings, cool and pleasant magical lighting,
many well-appointed private rooms, and a wine list rivaled
only by the cellars of Nathyn Illuminious himself, the
Cavern is a popular destination for the wealthy and influ-
ential of Katta. Sagacious Karlo is a friendly, self-effacing
gnome who manages the restaurant with the help of his
family, wife Gerace (female gnome, Exp 11, ON; KCC), and
daughters Ludi (female gnome, Exp 8, OG; KCC), Merita
(female gnome, Exp 6, NG; KCC), and Keema (female
gnome, Exp 5, NG; KCC), along with numerous gnomish
cooks and other staff.

e. K’vekn Estate: The original dark elven ambassador to
Emperor Tsaph Katta’s court was the great-great-grandfa-
ther of Magistrate Dralin K’'vekn (see Area 1). Though
many suspected that Dralin’s ancestors had unwholesome
goals, the resourceful Teir'Dal who joined the Exodus
proved a valuable resource to the Loyalists, using their
magic to help their new (if unwanted) allies find their way
through the caverns to Luclin’s surface, and even aiding in
the fledgling settlement’s defense when the vampyres first
appeared.

Today, most of the dark elves in Katta have adapted
wholly to life among the other survivors of the Exodus, and
most Kattan citizens have nothing but good will for their
Teir'Dal brethren. Several years ago, Dralin K’vekn took
the Koada’Dal woman Aerin Autumnfall to wife, and
together they have a young son named Maritus. Both father
and mother are ecstatic, and deeply in love.

The K’'vekn estate was built over several decades and
features some elements of traditional dark elven architec-
ture fused with the city’s dark imperial design. A lush
garden of exotic, colorful Luclin fungi surrounds the black
marble structure. Dralin is known as a kind and generous
employer, and his loyal staff of servants, cooks, nannies,
butlers, gardeners, and others are treated as part of his own
extended family.

f. Shar Vahl Consulate: Luclin is a wild and uncivilized
realm, and oases of civilization such as Katta are few and far
between. Katta maintains friendly, if somewhat limited
diplomatic relations with another of those few civilized
realms, the Vah Shir city of Shar Vahl. The kerran ambas-
sador, Roshawna Rhorer, lives in this small but luxurious
estate, which has been redecorated along kerran tastes.
Roshawna has a staff of six Vah Shir assistants and attachés,
as well as several human employees, and often entertains
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Kattan nobles and citizens, allowing them to feast on
unique spicy Vah Shir delicacies.

The Vah Shir ambassador is a friendly and personable
woman who came here to learn more about the lost culture
of the Combine. She approaches her job with the enthusi-
asm of a social scientist on anew project, yet one with great
aplomb, eagerly talking to all Kattans she encounters,
attending numerous social functions at the Magistrate’s
Palace, and discussing every aspect of relations between the
two cities. She is also concerned about the Vah Shir back
in Shar Vahl, and is eager for news.

Roshawna Rhorer, Female Vah Shir (ml), Shm 17/Exp 4 (always
buffed with health[totem spirit]): CR 20; Medium-size humanoid (Vah
Shir) [5 ft., 8 in.]; HD 17d8+68 plus 4d6+24; hp 165; Tnit +0; Spd 40
ft.; AC 15 [flat-footed 15, touch 10] (+5 armor); BAB +15; Grap +16;
Atk +18/+13/+8 melee (1d8+3, +2 light flail) or +16/+11/+6 ranged
(1d8, crit x3, masterwork composite shortbow and normal arrows); SA
spells; SQ alchemy mastery, Greater Specialization (alteration), spirit
mastery (hungry spirits, totemspirit), +2 on saves against gaze attacks
or blindness; Res CR 4,DR 5,FR 3, MR 6, SoR 3; AL NG; Fac DK, SVN;
SV Fort +13, Ref +6, Will +18; Str 12, Dex 10, Con 19 (13), Int 13, Wis
18, Cha 18 (14).

Skills: Alcohol Tolerance +11, Animal Empathy +9,
Channeling +23, Diplomacy +19, Handle Animal +10,
Knowledge (folklore) +7, Knowledge (mysticism) +9,
Knowledge (nature) +9, Listen +12, Meditation +28, Safe
Fall +4, Search +3 [mask], Sense Heading +8, Sense Mo-
tive +16, Sneak +3, Spellcraft +15, Spot +8 [mask], Swim
+5, Trade Skill (alchemy) +22, Wilderness Lore +12.

Languages: Vah Shir (4), Modern Combine (4); Com-
mon (3), Old Erudian (3).

Feats: Alertness, Extend Spell, Mental Clarity, Run,
School Specialization (alteration), Swift, Weapon Class
Proficiency (archery).

Shaman Spells Prepared (mana cost, modified for Greater
Specialization): Alacrity (18), blast of poison (33), charisma
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(16), greater healing (23), incapacitate (23), invisibility (5), —1), potion of mystical aptitude, potion of poison focus I, potion
scale of wolf (9), strength (16). Save DC 14 + spell level. of unlife awareness, flask of emerald orange schnapps.
Mana Pool: 136. RoshawnaRhorer (buffed with alacrity, dexterity, scale of wolf, and

strength): Init +4 (Dex); Spd 66 ft.; AC 21 [flat-footed 15, touch 16]
(+4 Dex, +5 armor, +2 haste); Grap +21; Atk +23/+18/+13 melee
(1d8+8, +2light flail) or +20/+15/+10 ranged (1d8, crit x3, masterwork

condensed fi iT?éthimaZe) a’rrozus, mask of ob.sew?gce, eréhagc& composite shortbow); SQhaste (5) [1 extraaction/round]; SV Ref +10;
ment potion (Con +4), enhancement potion (Dex +6, Con g4 75 Dex 18.

Skills: Safe Fall +8, Sneak +7, Swim +14.

Possessions: Ornate platinum chain shirt, +2 light flail,
masterwork composite shortbow, quiver of 8 arrows, 12

Quest: Rakshasa Skulls

Faction: Dar Khura (+3 rank) or Katta Castellum Citizens (+4 rank).

NPC: Roshawna Rhorer.

CR: 17-22.

Reward: +2 faction rank with the Dar Khura; +1 faction rank with the Akheva; shield of bane warding. This quest
cannot be repeated.

Consequence: —1 faction rank with the Coterie of Eternal Night; —1 faction rank with the Order of Autarkic
Umbrage.

Quest Summary: Ambassador Roshawna Rhorer tells the party of the tormented Vah Shir, undead kerrans that are
forced to wander the land, denied the peace of death. They are controlled, she says, by creatures known as rakshasa,
evil Vah Shirshamans who have given up their physical bodies and allowed themselves to be possessed or used by wicked
spirits. Rakshasa have always been legends, tales to frighten young Vah Shir, but now she has evidence that such
creatures truly exist, and that one is creating tormented Vah Shir. She asks that the party find and destroy 8 of the
tormented Vah Shir, then return with the skulls so that she can send them to Shar Vahl for the rituals that will free
their spirits. She provides the characters with an iron chest for storing the skulls.

The party must now venture into the Tenebrous Mountains where they can find the tormented Vah Shir.

Tormented Vah Shir: CR 16; Medium-size undead; HD 15d12; hp 77; Init +7 (+3 Dex, +4 Improved Initiative); Spd 40
ft. [Swift]; AC 21 [flat-footed 18, touch 13] (+3 Dex, +6 natural, +2 tattered chain shirt); BAB +15; Grap +20; Atk +21/+17/
+13/+9 melee (1d6+5, crit x3, ulak) and claw +15 melee (1d6+2); SA harm touch; SQ damage reduction 15/+3, infravision,
see invisible, undead, wound resistance, +2 turn resistance; Res CR 30, DR —, FR 30, PR —; AL DN; Fac CEN, Order
of Autarkic Umbrage; SV Fort +7, Ref +8, Will +5; Str 20, Dex 16, Con —, Int 12, Wis 10, Cha 10.

Skills: Climb +12, Jump +12, Intimidate +8, Listen +4, Safe Fall +12, Sneak +12, Spot +2, Taunt +10,

Wilderness Lore +2.

Feats: Alertness, Double Attack, Improved Initiative, Parry, Power Attack, Run, Swift, Weapon Focus

(ulak).

Harm Touch (Su): 1/day—45 points of damage, Fortitude DC 18 half.

See Invisible (Su): A tormented Vah Shir can continuously see inwisible as the spell.

Wound Resistance (Ex): A tormented Vah Shir suffers only half damage from slashing and piercing
attacks.

Note: The stats above are those of a 15th-level Vah Shir militiaman with the “Fallen” template (found
in EQ: Monsters of Luclin). The GM should feel free to vary the several encounters with tormented Vah

Shir that occur during this quest by applying this template to Vah Shir of other classes, even spellcasters

(and perhaps by having them encounter more than one tormented Vah Shirat a time). All such creatures
should be roughly CR 16 or 17, though.

Once they have slain 8 tormented Vah Shir, the PCs must bring the skulls back to Roshawna. She hands the skulls over
to a Vah Shir courier (male Vah Shir (Ip), War 3/Shm 7, NG; DK, NL), but the courier is suddenly possessed by evil spirits
and tries to escape with the case. The characters can likely stop the courier, but not before he opens the case and reanimates
all 8 tormented Vah Shir, which the characters must again destroy — all at once, although they may have Roshawna'’s
assistance if necessary.

Roshawna now suggests that the PCs themselves transport the skulls to Spiritist Roleko (male Vah Shir (wt), Shm 19, NG;
DK, NL), who can perform the ritual. Roleko is located at Shar Makhdi in the Grimling Forest, and when he begins the
ceremony, the settlement comes under attack by undead grimlings in groups of 5 to 10 (whatever provides a suitable
challenge for the party), which will continue to arrive and attack for as long as the ritual lasts (that is, for as long as the GM
deems appropriate...).
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Undead Grimling: CR ¢; Small undead; HD 12d12+7; hp 85; Tnit +1; Spd 30 ft., climb 20 ft.; AC 18 [flat-footed 17, touch 12] (+1 size,
+1 Dex, +2 natural, +4 chain shirt); BAB +10; Grap +7; Atk +14/+7 melee (1d6+3, crit 19—20, short sword) and claw +8 melee (1d3+1
plus disease); SA disease, hated races; SQ berserking, fast healing 5, sluggish, Taunt bonus +2, ultravision, undead, +2 turn resistance;
AL NE; Fac None; SV Fort +7, Ref +8, Will +4; Str 16, Dex 12, Con —, Int 8, Wis 10, Cha 6.

Feats: Alertness, Brutish, Combat Reflexes, Double Attack, Parry, Toughened, Weapon Focus (short sword).

Skills: Climb +12, Hide +2 (+6 in rocky or subterranean terrain), Intimidate +1, Listen +5, Sneak +1, Spot +4,
Swim +3, Taunt +3, Wilderness Lore +2.

Disease (Ex): Ghoul Rot—claws; Fort DC 16; incubation 1 day; damage 1d6 temp Con. Each time the infected
creature takes damage from the disease, it must succeed at a second Fortitude save (DC 16), or 1 point of the
Constitution damage is permanent instead. Grimlings or frogloks (and other races, at the GM’s discretion) who die
from the disease become ghouls themselves.

Hated Races (Ex): Undead grimlings hate all other living things, but reserve particular hatred for wolves (both
sonic and ordinary), owlbears, and Vah Shir. They receive a +1 bonus to both attack and damage rolls against such
opponents.

Sluggish (Ex): An undead grimling’s body is decrepit; its physical attacks are figured as if its weapon were one delay
category slower.

Note: The stats above are those of a grimling warrior (found in EQ: Monsters of Luclin) with 6 additional levels
of warrior and the “Froglok Ghoul” template (found in EQ: Monsters of Norrath).

Roleko now asks the characters to take a report of the incident to Master Spiritist Grawleh (see Area 2L in Shar Vahl). Grawleh is
grateful for the information, and uses the information to craft a ritual that will force a rakshasa to take material form. He requires several
componentsfor the ritual: the “amulet of the golden rays” held by the sun revenant (from EQ: Monsters of Luclin) known as the “Burning
Priest” in the Scarlet Desert; a piece of “black flame charcoal” carried by umbrous toilers (as shadow tegi magi, from Monsters of Luclin)
in the Umbral Plains and Maiden’s Eye; and the brain of a thought horror (also from MoL), found in the Deep or elsewhere.

Once these items are obtained, Grawleh directs the characters to take them and the ritual scroll he has created back to Roleko, who
has the PCs accompany him into the wilderness where he performs the ritual. Undead grimlings and tormented Vah Shir assault the
site, and the characters must again defend Roleko during the casting. At last, he summons up the rakshasa, an evil being called Karwoaro.

When Karwoaro is slain, the undead grimlings and the tormented Vah Shir are also destroyed. Roleko thanks the characters
and gives them a shield of bane warding.

Rakshasa Karwoaro, Male Vah Shir (pn), Shm 24 (always buffed with harnessing of spirit[totem spirit]): CR 25; Medium-size outsider
(incorporeal) [5 ft., 7 in.]; HD 24d8+72; hp 233; Init +12 (+8 Dex, +4 Improved Initiative); Spd fly 30 ft. (good); AC 22 [flat-footed
14, touch 22] (+8 Dex, +4 deflection); BAB +18; Grap +26; Atk 2 claws +26 melee (1d6+8 plus stun); SA spell-like abilities, spells, stun;
SQalchemy mastery, ghost touch, Greater Specialization (alteration), immunities, incorporeal traits, spirit mastery (hungry spirits, spirit
lore [Quicken Spell], totem spirit); Res AR —, CR 20,DR 30,ER 20,FR 10,MR 30,PR —, SoR —; AL NE; Fac CEN, Order of Autarkic
Umbrage, Valdanov Zevfeer; SV Fort +14, Ref +16, Will +21; Str 26 (16), Dex 26 (18), Con 16, Int 15, Wis 24, Cha 18.

Skills: Animal Empathy +9, Channeling +30, Handle Animal +11, Knowledge (folklore) +8, Knowledge (mysticism)
+21, Knowledge (nature) +7, Listen +13, Meditation +34, Safe Fall +12, Search +6, Sense Heading +14, Sense Motive
+14, Sneak +12, Spellcraft +23, Spot +13, Trade Skill (alchemy) +30, Wilderness Lore +12.

Languages: Vah Shir (4), Modern Combine (4); Dragon (4), Elder Elvish (4), Old Erudian (5), Vampyre (4).

Feats: Heighten Spell, Improved Initiative, Mental Clarity, Mystic Capacity, Quicken Spell, School Specializa-
tion (alteration).

Spell-Like Abilities (mana cost): Cascading darkness (50), cessation of Cor (50), drain soul (38), insidious retrogression
(35), plague (50), thrall of bones (50). As the spells cast by a 24th-level necromancer; save DC 14 + spell level. These
abilities use an arcane pool of 192 mana.

Shaman Spells Prepared (mana cost, modified for Greater Specialization): Alacrity (18), blast of poison (33), charisma
(16), greater healing (23), guardian (25), incapacitate (23), malosi (27), nullify magic (8), stamina (16). Save DC 17 +
spell level. These spells use a divine pool of 336 mana.

Stun (Ex): Any living creature touched by a rakshasa must make a Fortitude save (DC 26) or be stunned for 1 round.

Ghost Touch (Su) : Despite beingincorporeal, rakshasa may interact with the material world asif they had the ghost touch quality
(see “Magic Weapon Abilities” in Chapter 5: Magic Items, EQ: Game Master’s Guide). Thus, they may attack opponents as if they
were material, although they may not themselves be grappled or affected by material attacks or effects if they do not wish to.

Immunities (Ex) : Rakshasa are immune to acid, poison, and sonic attacks, and to spells of the root or snare spell lines.
Rakshasa Karwoaro (buffed with alacrity, charisma, guardian, and stamina): HD 24d8+144; hp 305; AC 27 [flat-footed 17, touch 27]

(+8 Dex, +7 deflection, +2 haste); SQ damage reduction 12/—, haste (5) [1 extra action/round]; SV Fort +17; Con 23, Cha 25.

Skills: Animal Empathy +12, Channeling +33, Handle Animal +14.

Stun (Ex): Fort DC 29.
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g. Combine Theater: This domed structure is a marvel
of the imperial style, set with the same dark architectural
flourishes that make the city so distinctive. All about are
magical lights hidden in deep sconces, so that the theater
is constantly lit and appears as a mysteriously glowing
beacon in the heart of the Nobles’ Quarter.

The theater is open to all, but its location and the high
price of seats — up to 500 gp for the imperial box seats that
flank the theater — limit participation by the city’s poorer
residents. The Combine Players present a wide range of
shows, from grand opera to epic plays and farce, much of
which is derived from Old Combine sources, such as those
plays archived in the Aristos estate and those kept by the
Midst family of Shadow Haven.

h. Ironhammer Estate: A relatively new arrival to the
ranks of Kattan nobility, the Ironhammers are dwarven
miners and craftsfolk, masters of the Ironhammer mine
complex near the Echo Caverns. The family is headed by
the flinty, no-nonsense Mother Gutra (female dwarf, Clr 8/
Pal 7/War 5/Rog 5, OG; KCC), a woman who has “pretty
much done it all” — a veteran mercenary both in the mines
and on caravan guard duty, a priestess to Brell, the admin-
istrator of family mercantile concerns, and of course the
founder and ruler of a great dwarven dynasty.

The Ironhammer estate itself is grim and cavernous, but
itissaid that family celebrations sometimes last several days
and are so raucous that they can be heard as far away as the
Magistrate’s Palace. Few humans have ever been invited to
these celebrations, and those who are invariably return
with a hangover that lasts at least a week.

[24] MercHANTS’ QUARTER

Trade is the lifeblood of any city, a fact no less true in
Katta Castellum than elsewhere. This busy neighborhood
houses the headquarters of many major mercantile con-
cerns, and is the nerve center of trade relations between
Katta and the cities of Shadow Haven and Shar Vahl.

a. Luclin’s Hand Caravaneers: The slogan on the front
door of this establishment reads, “Your goods will be as safe
as if they were protected by Luclin’s own hand.” Martil
Theskal (male human, Rng 10/Rog 12, NG; KCM), the best
known caravan master in all of Katta, has led caravans all
across the moon, most commonly to Shadow Haven and
Shar Vahl, but also to more exotic and distant regions.
Though Martil cannot claim to have never lost a caravan
(no experienced caravan concern can make that claim in
a place as perilous as Luclin), his are among the best and
most reliable, and his employees are known for their
trustworthiness and skill in battle. Martil normally uses
zelniaks as pack animals, but he has a good number of horses
available for Norrathians and others who don’t like riding
such unpredictable beasts.

Martil is always looking for new employees and associ-
ates; adventurers who approach him always at least get a fair
hearing. Norrathians are sometimes hired, but Martil pre-
fers those familiar with the lands and people of Luclin.

Martil’s chief assistant is Kearil Coalhammer (male dwarf,
War 16, OG; KCM), a cavern hand who has taken many
caravans safely through the Echo Caverns to Shadow
Haven. Kearil has gone out less of late, for on a recent
journey he was confronted by a shade who whispered a
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fearsome prophecy to him alone. Kearil has since brooded
on what he heard, but will not share it with anyone else.
Martil is concerned about his friend, and would welcome
any aid in getting to the bottom of the dwarf’s recent
depression.

b. Bargolian Mercantile: The Bargolian family came
with the first refugees from Norrath, but wanted no part of
ruling the city. Instead, they chose to found a merchant
concern, buying and selling goods. At first they operated
only within Katta Castellum, but after afew years expanded
to Shadow Haven and eventually to Shar Vahl and else-
where. Today, their towering headquarters is the largest
structure in the Merchants’ Quarter, housing offices, bar-
racks, and warehouse space, as well as numerous shops and
kiosks that offer to buy and sell a wide range of goods.
Almost any trade item available on Luclin can be found
here, though the Bargolians charge outrageous prices for
scarce goods.

The current leader of the family, Darvus Bargolian (male
human, Ari9/Exp 2, N; KCM), lives here in a suite of rooms
on the fifth floor, while his assistants — employees and
various relatives — are housed elsewhere throughout the
quarter. The Mercantile is constantly abuzz with activity,
folk coming and going and people doing business at all
hours.

The family’s extensive contacts and interactions with
other lands make it a prime target for spies, and several of
itsemployees, including Darvus’s own nephew Gulth, have
been subverted and work secretly for Inquisitor gold, pro-
viding intelligence about the state of the city and its
economy to the agents of Seru.

c. Relic Finders: Venerable Balic Glitterstone (male
dwarf, Exp 9/War 13, OG; KCM) and his partners Rattik
Bronzebiter (male dwarf, Exp 17, OG; KCM) and Gral
Steelkettle (gnome male, Rog8/Mag 12, OG; KCM, KCC)
have been in business for the past three decades, helping
scholars, antiquarians, researchers, and adventurers to lo-
cate and retrieve magic items and legendary treasures.
Rattik is the group’s lore-keeper, and his near-perfect
memory makes him a virtual living library of information
about Luclin and its history, lands, and peoples. Gral
specializes in research, mapping, and exploration, learning
all he can about locations and their perils before any
expeditions begin. Balic himself organizes the missions,
hiring guards, buying supplies, and — even today, despite
his great age — leading the journeys into the lost and
strange places of Luclin.

The Relic Finders have lived up to their name on many
occasions, bringing many powerful items to Katta for use in
the city’s defense or to aid prominent citizens. They them-
selveshave avaultfull of magic items, which they sometimes
use in their journeys or sell when the business is short of
funds.

d.Mercenaries’ Guild: Guildmaster Terk Maguinn (male
barbarian, War 21, OG; KCM) is a scarred veteran of
innumerable fights, from Shadeweaver’s Thicket to the
Dawnshroud Peaks. Though he is a mercenary, selling his
sword (and those of his guild members) to the highest
bidder, he is nevertheless a Loyalist through and through,
and would die rather than betray the people of Tsaph Katta.
Those who serve in the guild must swear an oath never to
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work against Katta, or to aid in any cause of the Inquisitors;
otherwise, they are free to serve whom they will.

The guild house is a grim fortress; it is lined with stone
gargoyles that can belch boiling water, scalding sand, or
molten lead if needed, and is equipped with ballistae and
springals for defense. The place might indeed withstand a
siege for many days, and if the city should ever come under
attack, the population of the Merchants’ Quarter can take
shelter here while the Validus Custodus organizes a de-
fense.

When not at war, the guild’s gates, surmounted by a
carved Combine seal, stand open, allowing all who wish to
use its services to enter freely. Warriors, rogues, rangers,
and others are available for hire, with fees negotiated by
individual mercenaries and their potential employers. The
guild takes a 5% fee from each transaction, which goes to
maintaining the guildhall and aiding guild members who
are between contracts.

e. Caravan Supply: Numerous trade expeditions depart
from Katta Castellum; between the ravages of the vampyres,
the machinations of Inquisition spies, and the various
creatures lurking in the darkness, these are hazardous
undertakings indeed, and Philo Ruhalim (male human, Mil
5/Exp 4, NG; KCM) makes it his business to supply all the
various caravans’ needs. Every material supply a caravan
master might need can be found here, from pack animals to
food rations, waterskins, tents, maps, lanterns, rope, weap-
ons, armor, and so forth.

[25] SACRED QUARTER

The Kattans worship the same gods as did those in the old
empire — primarily the Marr twins. Some healers and
merchants revere Rodcet Nife, while many dwarves and
gnomes revere Brell. Not many druids escaped with the
imperial refugees, but those who did worshipped Tunare,
and that practice continues still. Upon arrival, most clerics
and druids found that, while they could still cast spells
normally, they were unable to commune with their gods as
they had on Norrath, as if a veil was in place over the world,
cutting them off from their gods. Most Loyalists believe
that this is because the goddess Luclin has isolated her
moon from Norrath and its deities. This lack of direct
contact has not prevented Kattans from continuing to
worship their traditional deities, however, and the Sacred
Quarter is home to most of the city’s temples, as well as a
shrine to the Goddess of Shadow, who must be appeased
lest she withdraw her favor.

a. Temple of Marr: The folk of the Old Empire revered
both Erollisi and Mithaniel, and this temple, the largest
and grandest in the quarter, contains facilities and staff to
serve worshippers of both deities. Erollisi’s high priestess
Sharra Lysea (female high elf, Clr 25, OG; CU) is protected
by four elite Temple Guards (male or female, high elf or
human, Pal 13-16, OG; VC), as well as a host of acolytes
and lesser priests. Mithaniel’s chief priest is Utan Barleou
(male human, Pal 3/Clr 15, OG; CU), a stern but merciful
man who is not above wielding a sword or mace in service
to his god. His side of the temple is a bit more militant, and
he is directly served by a dozen elite Temple Guards (as
above). Governess of Faith Arialestra Dionicas (female
human, Clr 24, OG; CU) oversees ritual and ceremony
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here, but spends much of her time in the upper city, at the
Validus Custodus Training Hall.

The temple itself is an edifice of white marble, formed of
pleasant and comforting lines, surrounded by lush grounds
kept lit by magical lanterns.

b. Temple of Brell: High priest Thaze Farseeker (male
dwarf, Clr 22, ON; CU) leads his congregation in prayer
from this rough, cavernous structure. About a dozen aco-
lytes help maintain the place, which is decorated with
magnificent statuary depicting Brell and various heroes
from Norrathian history.

c. Temple of Rodcet Nife: A small but tidy temple built
of grey and white stone, the Healer’s house is tended by the
elderly Eisha Narh (female human, Clr 23, NG; CU).
Healing is provided for free, though donations are always
accepted, and those who abuse the gift of Eisha’s services
too often may find the place locked up and unavailable.
Eisha also provides resurrections, but charges based on the
patient’srelative age and experience (generally about 2,000
gp per level).

d. Temple of Tunare: There are a few collections of
Norrathian vegetation in Katta, but none is as magnificent
as the grove that surrounds Tunare’s temple. Several mighty
pine trees soar up nearly 60 feet, nourished by Ansa Conis
(female human, Dru 24, N; CU, NL), the city’s high druid,
and lit by several spheres that emit pure, authentic
Norrathian sunlight, carried here by the temple’s founding
druids. The temple itself is a rough wooden structure with
comfortable furnishings and a hall large enough to accom-
modate 20 to 30 worshippers at once.

e. Shrine of Luclin: Generally avoided but dutifully
maintained by the other priests of the quarter, this shrine
contains a small statue of the Goddess of Shadows in all her
glory. Kattans come here and leave small offerings to the
goddess, usually in the form of food or coins, for all know
that Luclin herself allowed the first Combine refugees to
stay and that their descendants remain here only at her
pleasure.

[26] TenebrousPassage

This broad pass through the mountains is the main route
out of the city, and the only practical route for potential
invaders. The Kattans keep the pass well-patrolled and
strongly garrisoned.

SanctusSeru

Large City, Pop. 25,000

(Barbarian 19%, dwarf 5%, gnome 6%, half elf 8%,
halfling 4%, high elf 4%, human 52%, wood elf 2%)

Ruler: Lord High Inquisitor Seru.

Gold Piece Limit: 40,000 gp.

Assets: 5,000,000 gp.

Resources: Metal, grains, livestock.

Militia: 300 City Guard, 2,000 Hand of Seru, 250 Eye of
Seru.

In a deep, well-guarded valley amid the Dawnshroud
Peaks lies the center of Inquisitor power on Luclin — the
mighty city of Sanctus Seru, where the traitor who single-
handedly brought down the ancient Combine Empire lives
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on and plots to destroy his old foes and to bring all of Luclin
under his iron-fisted rule.

Outsiders are not welcome within the granite walls of
Seru. At best, investigators can rely only on the accounts of
others: Loyalist spies, Shadow Haven merchants, defectors
who fled the city rather than submit to the Question, and
the Inquisitors themselves, whose accounts of the city are
predictably colored by their devotion to Seru and his cause.

A Recuso bandit (a member of a band of outcasts who
failed their Questioning and were exiled from Seru) de-
scribes the city and its culture thusly:

A narrow pass through the Dawnshrouds ends in a deep
valley, where the city of the Inquisitors festers like an open sore.
A thick stone wall blocks access to the valley; entry is through
a pair of huge acrylia-reinforced gates. The arrow-straight,
smoothly cobbled streets of the lower city lie beyond, lined with
the rigid, unyielding shapes of Inquisitor buildings. Though the
city has its parks and places of tranquility and beauty, it is a
charmless, rigid beauty, joyless and utterly devoid of spirit.

Above the streets rises the low hill upon which the central core
of the city, the Animus Seru (“Soul of Seru”) is built. Here, all
decisions regarding the city and its inhabitants are made.
Administration of the city is divided among four departments,
or Praeserta: The military of the city is organized under the
Manus Seru, or “Hand of Seru”; intelligence and espionage are
carried out by the Oculus, or Eye of Seru; labor, trade, and the
daily running of the city is under the auspices of the Scapula, or
Shoulders of Seru; and the arcane and spiritual side of the city
is overseen with brutal efficiency by the Pectoris Seru — the
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Heartof Seru. Each of these Praeserta is housed in an individual
fortress or arx, while in the center of the Animus lies the Arx
Seru, or Citadel of Seru. Here, kept alive by foul magic and the
undying evil of his own black soul, resides the monster himself,
the Grand High Inquisitor Seru. To compare this one to a spider
at the center of its web is an insult to spiders.

The four Praeserta work together to manage, oversee, and
protect the city. In return, all they ask of their citizens is
complete loyalty and unquestioning obedience to Seru and his
minions. The slightest deviation from the law of Seru is harshly
punished by fines, imprisonment, exile, or death. Citizens must
prowe their loyalty in a biannual procedure called “the Ques-
tion.” While undergoing the Question, citizens are asked about
their activities, views, and beliefs by a Questioner, supported by
a member of the Heart of Seru, who monitors the citizen’s
answers with magic, carefully watching for any sign of dishon-
esty or heterodoxy. Those who fail the question risk a range of
punishments; if the violation is small they may simply be sent to
the Arx Oculus for re-education. If the violation is greater, the
result may be exile or imprisonment. Traitors, spies, and others
who are found to be actively working for the overthrow of Seru
are publicly executed by members of the Hand.

Exiles are sent to the cold, barren region known as Marus
Seru, where they become “Recusos,” monitored by members of
the Hand and forced to eke out a precarious existence. Recusos
are forbidden to leave Marus Seru under pain of death, but a
handful of us continue to escape even though the way out of the
wilderness is perilous and few survive the journey. All the same,
we live for the day when we can leave the grim walls of Seru
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behind, and breathe free air at last.

Those who pass the Question are allowed to live as “free”
citizens of Seru for another two years. Exemption from Ques-
tioning is sometimes granted to high-ranking officials, those who
have proven their loyalty through service, and the wealthy who
can afford to give large “donations” to the various Praeserta.
The other way of avoiding the Question is probably the most
despised yet the most widely used — those who successfully
accuse fellow citizens of disloyalty may be rewarded with an
exemption, especially if their information leads to the arrest of
multiple “traitors.” It is this practice more than any other that
makes Sanctus Seru a place of doubt and fear, where even the
most wealthy or influential citizen is never completely free of
suspicion.

Though the Combine Empire was originally a primarily
human state, the policies of Tsaph Katta and his followers made
it amore racially heterogeneous nation. Yet it was Katta’s own
attempts to bring the ogres and trolls into his hegemony that
brought about its demise. Today, humans are the most numer-
ous race in Seru, followed closely by barbarians and the other
imperial races. With the exception of elves, gnomes, dwarves
and halflings, however, the Inquisitors have little patience for

Armed Forces or Seru

Guaro Ranks

The Seru City Guard is not the same body as the
Sanctus Seru military. The Guard serves primarily as a
police force, and only secondarily as an auxiliary mili-
tary body; it is generally comprised of locals who have
been deputized or who seek to join the Hand of Seru,
and its officers are generally retired Hand veterans.

There are roughly 300 Guards in the city; use the
following guidelines for their stats. As Guard members
can be male or female and are drawn from any race
found in the city, gender and race are not listed.

Guard Vigilum (Mil 1-3, ON; HaS, CiS): Vigila are
low-ranking City Guards. Patrolling streets and keep-
ing order is often used as a means of training potential
legionnaires for the Hand, but many vigila go on to
serve with the Shoulders of Seru as well.

Guard Watcher (Mil 3-5, ON; HaS, CiS): Senior
vigila are promoted to the rank of watcher, often
considered a sort of probationary legionnaire.

Guard Sergeant (Mil 5-9, ON; HaS, CiS): Ser-
geants generally command squads of 5 legionnaires.

Guard Centurion (War 7-12, ON; HaS, CiS) : Cen-
turions command groups of 25 Guards, but can
sometimes be found leading smaller units in the city.

Arx Guardian (War 12—15, ON; varies): Accom-
plished members of the Guard or the military are
allowed to try out to become Arx Guardians, the elite
warriors of the inner city. When a legionnaire is
promoted to this position, he transfers allegiance to a
faction appropriate to the arx that he is guarding.
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non-humans, and consider creatures such as grimlings, tegi,
kerrans, and galorians to be — at best — clever animals.
Powerful races such as shissar and Akheva are considered
wicked servants of evil gods (and in the case of the Akheva, this
may be correct) , worthy of nothing but eradication. Other races
are likely to face conquest and enslavement in service to the
Grand Inquisitor.

Such is the world that Seru and his followers see, and such is
their vision for the future of Luclin’s Moon. His agents seek out
and destroy any who might oppose him, frustrate the plans of his
enemies, seek alliance with those who might help him, and
constantly search for a way to destroy those whom he considers
his greatest foes — the Loyalists of Katta Castellum.

And so you see, young scout, that this world of ours contains
more enemies than we can count. Our lot under the cruel sway
of the Inquisitors would truly be a grim one, for Seru and his folk
consider us little better than animals — fit to serve as slaves and
nothing more. Though we have our own differences with the
Loyalists of Katta Castellum, they remain our best hope to
counter the evil of the Inquisitors, and to prevent the monstrous
schemes of the grimlings, the vampires, and the shissar from
coming to fruition.

The SeruMilitary

The Hand of Seru is the city’s military, and presently
numbers around 2,000 strong. Unlike the Validus
Custodus, which boasts a number of prefects who con-
trol the army, the entire Hand of Seru is under the
personal command of the High Inquisitor; however, as
he cannot leave the Arx Seru, he usually leaves com-
mand to one of his four Praeserta.

The Hand is organized much as the Validus Custodus
of Katta Castellum: Legionnaires are grouped into 5-
man squads, and five squads form a company,
commanded by a sergeant. Four companies form a
century, commanded by a centurion; two centuries
form a maniple (commanded by a senior centurion);
three manipuli form a cohort (commanded by a pre-
fect);and three cohorts combine to form asingle legion.

Typical Hand of Seru warriors use the following stats:

Hand of Seru Legionnaire (Mil 4-8, ON; HaS)

Hand of Seru Sergeant (Mil 7—13, ON; HaS)

Hand of Seru Centurion (War 11-16, ON; HaS)

SpecialForces

About 250 members of the Eye of Seru — intelli-
gence experts, scouts, engineers, spies, and other
specialty troops — are organized into a single cohort,
the city’s other major military body.

Eye of Seru Scout (Rog 2-7/Rng 2-7, OE; EyS)

Eye of Seru Spy (Rog 4-16, OE; EyS)

Eye of Seru Specialist (Exp 2—-10/War 2-7, or Clr/
Enc/Wix 3—-12/Exp 0-5, OFE; EyS)
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Food and OrinkinSeru

Seruhas little in the way of unique food or drink.
The Inquisitors do not believe that creativity in
cooking, baking, or brewing does anything other
than sap the devotion of the people. Alcohol is
available in the form of traditional beers, meads,
ales, wines, brandies, and ports, but often at twice
the usual price. Unique brews from other cities,
such as Grinning Grimling or Haven Ale, are
banned altogether, and proprietors are fined for
offering them (the implication being that the
tavernkeeper must believe them superior to the
fine and uncomplicated beverages of Seru). Food is
likewise uninteresting, consisting of largely unsea-
soned breads, meats, vegetables and fungi, and
similar bland selections.

CiviTAs INFERNE

The floor of the Seru Valley — the Civitas Inferne or
Lower City — is home to most of Seru’s 25,000 inhabitants.
Rigidly divided by precisely designed and painstakingly
built streets, it is divided into four quarters that correspond
to the four Praeserta: Eye, Hand, Shoulders, and Heart of
Seru, respectively. Although each quarter is devoted to a
different purpose, all four look remarkably similar and are
built using the same basic design. Buildings are constructed
of grim, dark stone and are blocky and utilitarian in
appearance. Streets are smooth, paved with cunningly
fitted stones, constantly maintained by laborers from the
Shoulders of Seru. The quarters are patrolled by Guards
from each respective Praesertum.

[11Dawnshroud Pass

A road leads through the defile and out to the fertile
lands of the Dawnshroud Peaks and environs, from which
Seru derives much of its food. The road is well-patrolled
and studded with small forts and outposts, garrisoned with
warriors of the Hand, all sworn to give their lives in service
to the High Inquisitor. There are other routes through the
Dawnshrouds, but they are narrow and precarious and the
Inquisitors keep them well-garrisoned (those that they are
aware of, anyway).

[2] City Wall

A great wall stretches across the mouth of the valley here.
It is over 20 feet thick and set with strongpoints along its
outer ramparts. The walls are constantly guarded, and each
strongpoint is equipped with a massive ballista to counter
enemy siege equipment. The fact is that no enemy would
ever be able to drag siege engines of any size through
Dawnshroud Pass, so the city isrelatively safe from conven-
tional assault. This does little to assuage High Inquisitor
Seru’s paranoia, and he insists that the walls be maintained
and well-garrisoned, despite the considerable expense in-
volved.

[3]Main Gates

These tremendous stone doors, reinforced with steel
rods, are generally kept closed save when a caravan or
visitors with the proper access approach (such as farmers
from the Dawnshrouds bringing their produce to market).
A company of Hand warriors stands outside the gates;
visitors must first present themselves for inspection and
interrogation before being allowed inside. Spellcasters from
the Heart of Seru also stand guard here, ready to determine
a visitor’s true intentions in the holy city of the High
Inquisitor.

[4]ViaAquilo

Four broad avenues extend, one in each cardinal direc-
tion, from the center of the city. They are made from nearly
seamless interlocking paving stones that were laid down
individually over the years of the city’s construction. To-
day, they are constantly maintained by workers from the
Shoulders of Seru, who repair broken stones, remove any
grass or weeds, and keep the roadways swept. The Via
Aquilo (literally the Street of the North Wind) extends
from the main gates south to the Via Seru, which surrounds
the central citadel and forms the dividing line between the
Eye and Hand quarters.

[5]1ViaOccasus

The Western Road divides the city’s Eye Quarter to the
north from the Shoulders Quarter in the south.

[6] ViaOriens

The Via Oriens (also the East Road or Dawn Road) runs
between the Hand and Heart quarters.

[7]1ViaMeridianus

This fourth major avenue extends from the Via Seru to
the southern end of the city, dividing the quarters of the
Shoulders and Heart.

[8]ViaSeru

A broad, paved boulevard encircles the central citadel of
Animus Seru. The four major roads extend out from the Via
Seru and the entire area is the best-patrolled and main-
tained in the lower city. Squads of Hand warriors march
around the Animus, making certain that those who travel
along this road do so with good reason and intend no harm
to the most sacred and wise High Inquisitor.

[9] Vicus Oculus

The Eye Quarter is devoted primarily to the business life
of the Oculus Seru, although, like the other districts, it also
contains extensive housing facilities, several taverns, and
other comforts for the commoners. Still, the Vicus Oculus
is the grimmest neighborhood of a grim city, and the
buildings here are even more drab and severe than else-
where.

Warriors, rogues, and spellcasters of the Eye are respon-
sible for patrolling the streets here, and they are among the
most vigilant in Seru. Woe unto the traveler who finds
himself in the Vicus Oculus without good reason, for he is
likely to be detained and interrogated for several hours, if
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forno other reason than it keeps the Eye’s agents in practice
for questioning real wrongdoers and heretics.

[10] Prison

The Eye is also responsible for maintaining Sanctus
Seru’s penal facilities. This extensive structure is four
stories high, and extends as far underground. The totalitar-
ian nature of Seru’s government makes it inevitable that
prisons are constantly crowded with a steady stream of
criminals, heretics, scofflaws, troublemakers, traitors, Loy-
alist sympathizers, spies, and the like. Those who have
actively plotted against Seru (and often those merely
suspected of doing so) are kept here only as long as the Eye
questioners can drag information out of them; treason and
espionage are punishable by public execution, although
after a thorough interrogation there often isn’t enough left
of the accused to execute.

Like the rest of the city, the interior of the Eye prison is
laid out with mathematical precision, designed to hold the
maximum number of prisoners with the fewest possible
guards. As trials are usually perfunctory affairs in which a
representative of the Eye states the crime and the Heart
decrees that magical investigation has proved the accused
guilty beyond any reasonable doubt, they most often take
place here, so that the accused can immediately begin
serving his sentence.

There is little good to say about Seru’s system of justice,
but Seruvian authorities are sticklers for following the
letter of the law, and prisoners not actually accused of
sedition, espionage, or some equally heinous offense are
treated relatively well, with regular meals and basic cloth-
ing and bedding; they even receive little if any torment
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from the guards, all devoted and loyal members of the Eye
who would never dream of exceeding their authority or
second-guessing the High Inquisitor by adding their own
punishments to a prisoner’s sentence. The less positive side
is that sentences are invariably harsh, and habitual crimi-
nals (those convicted more than two times) are usually
exiled or put to death to save Seru the trouble of keeping
them alive in prison.

[111Hallor Records

For a culture obsessed with secrecy and controlling
information, the Inquisitors are surprisingly preoccupied
with books. Every major vicus has its own librarium, in
which records and histories are kept in precise, flawless
order. The Eye’s Hall of Records is the most important and
extensive of these, containing records of every known
citizen’s birth and death since the city’s formation; tran-
scripts of all trials for major or significant cases; histories
and biographies of major warriors, leaders, civil servants,
and priests; and manuals on espionage, combat, and the
virtues of loyalty — some purportedly penned by Inquisitor
Seru himself. Like the rest of the quarter, the Hall of
Records is a grim, box-like structure with little decoration
save the Eye of Seru insignia over each doorway.

[12] Vicus MANus

The Hand Quarter is home to most of the warriors and
other military personnel of the city. Though its architec-
ture is practical, defensible, and uncomplicated, it is at least
less depressing than that of the Vicus Oculus, and common
soldiers of the Hand are rather more lighthearted and given
to enjoyment than their counterparts in the Eye.

Though the entire quarter has a militaristic feel to it —
armed warriors everywhere, weapons and armor sold in
most shops, files of soldiers marching, sergeants and officers
bellowing commands, banners and insignia of various units
on constant display — there is also a surprisingly relaxed
quality to the place, for the soldiers know that their service
to Seru earns them the right to relax and enjoy life (to a
permissible extent) when not on duty. There are numerous
taverns and public houses that cater to the members of the
Hand; ordinary citizens and outsiders are not welcome at all
of them, but some are open to all. The raucous celebrations
of off-duty soldiers echo through the streets at all hours, and
the authorities generally tolerate such behavior due to the
importance of the Hand’s role in defense of the city.

As in the other districts, much of this quarter is devoted
to housing for ordinary citizens, but many of these individu-
als are also involved with the military to some degree, from
sutlers and tinkers to cooks, armorers, tailors, and black-
smiths. Larger and more opulent dwellings are reserved for
officers. The largest of these is occupied by Legate Majoris
Angus MacUlwen (male barbarian, War 18, ON; HaS),
military commander of the Civitas Inferne.

[13]1 Barracks

The term “barracks” does not do this extensive fortress
justice, for it houses the majority of Hand troops in the city,
along with living quarters, offices, warehouses, and numer-
ous other attendant facilities — even boasting stables for
both horse and zelniak. Nearly 2,000 Hand warriors and
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their servants live and work here, under the command of
Legate Parmenes (male human, War 16/Exp 3, ON; HaS).

[14] Armory

Located close to the barracks and accessible from there
via an underground tunnel, the armory contains thousands
of weapons and numerous suits of armor, as well as heavy
war engines for repelling besiegers (disassembled, but easily
brought to bear), and even a number of valuable magic
items that are only to be distributed and used in emergen-
cies or in the event of war. Prefect Andarea Ferrarius
(female human, War 10/Exp 6, ON; HaS) oversees the
armory and maintains her production quotas with brutal
efficiency.

[15] Military Museum

Built in the shape of an ancient Combine fortress, this
museum features artifacts from the Old Empire: reproduc-
tions of weapons, miniature portrayals of famous battles,
and a wide range of documents and books that chronicle
the glories of the Combine Empire and its military triumphs
— all canted to deflate the importance of the emperors and
to accent the importance of the empire’s military leaders.
Some especially famous (nonmagical) items are on display
here, among them the ceremonial armor of several early
emperors, the weapons of celebrated officers, antique unit
banners and the like. Magic items are kept in the Arx or the
Armory, and even many of the nonmagical antiquities in
the museum are actually reproductions, but this doesn’t
bother the museum’s patrons. The chief curator Clastos
Rugin (male human, War 6/Exp 3, ON; HaS) is a retired
soldier who often regales visitors with stories of his unit’s
past achievements.

[16] Vicus PecToris

The spiritual center of the Lower City, the Vicus Pectoris
is home to most of Seru’s priests and monks. It is probably
the most aesthetic of the four quarters, with a few elegant
structures built of white or pale grey marble, along with
pleasant gardens and comfortable public areas. Despite the
High Inquisitor’s personal reputation beyond the city walls
for evil conduct and treachery, he and his people revere the
gods of good and neutrality, and those who worship evil
gods (excepting Rallos Zek) are instantly ejected from the
city.

[17]1 Tribunal Temple

Seru’s rebellion was not just against Emperor Tsaph
Katta’s citizenship policies. The Lord High Inquisitor also
felt that the worship of Erollisi and Mithaniel was a sign of
weakness and corruption. Seru favored a more complex and
orderly neutral pantheon, headed by the mysterious Tribu-
nal. Though he also paid lip service to peaceful Quellious,
Seru is known to have encouraged worship of the rapacious
and warmongering Rallos Zek. Though Seru insisted that
Rallos Zek’s worshippers retain an orderly and disciplined
attitude toward warfare and their reverence to the god, the
adoption of an evil deity into the Combine pantheon
marked the beginning of the end for the old ways.

Today, the Inquisitors have wholeheartedly embraced
an orderly neutral and orderly evil theology, emphasizing

the neutral aspects of the Tribunal while continuing to
worship Rallos Zek and even such malevolent demigods as
Tallon Zek and alter-ego Vallon Zek, the Governor of War
(portrayed in Seru as a human rather than an orcish
warrior). A few hardy souls continue to follow Quellious
and even Mithaniel Marr, but these folk are usually shunned
and given unimportant posts in the Inquisitor hierarchy.
The temple is a flawless marble structure with the sigils
of the four major Inquisitor factions over each entrance.
Clerics and religious officials lead services, provide healing
and advice, perform marriages and other civil ceremonies,
and do all the normal business of priests in this vast,
cheerless structure. High Priestess Natala Stenthos (female
human, Clr 28, ON; HeS) oversees the clerics, making sure
that they don’t depart too far from official doctrine, or at
least that they don’t stray too far into the realm of evil.

[18] Hospital

Seru’s priests and healers see to the sick in this graceful
white structure. The interior is designed for comfort and
recuperation, with pleasant if sterile white walls, comfort-
able rooms, and skylights to let in the sun. Medical treatment
is open at little cost to all citizens, and unlike the remainder
of life in Seru, time spent here is generally pleasant, with
attention provided by caring and devoted folk whose chief
goal in life is kindness and human warmth.

Oddly enough, few in Sanctus Seru seem aware of the
irony that the only time they are treated well occurs when
they are ill.

[19] Vicus ScaruLus

The common laborers and ordinary citizens of Seru live
in this district. Individual homes are almost unknown, as
most families in this quarter live in large complexes man-
aged by city officials. Accommodations here are simple but
relatively comfortable, and although they are not luxurious
by any means, the Praeserta see to it that no one goes
hungry and no one wants for a place to live.

[20] Labor Hall

The ordinary laborers of Seru are expected to go where
the work is and to do jobs as needed. As a result, most are
versatile and skilled in a range of tasks. Laborers who have
completed an assignment, such as road building, construc-
tion, wall maintenance, and the like, must then report to
the Labor Hall for reassignment. Actuarii Othal (male
human, Exp 13, ON; CiS, ShS) oversees assignments and is
known for his sharp memory.

[21]CosSeru

This tavern, whose name means “Whetstone of Seru,” is
the most popular destination for ordinary citizens after a
hard day’s labor: Food is basic, ale is plentiful, and service
is friendly. The Cos Seru is also unusual in that outsiders
and visitors are usually welcome here, although agents of
the Eye visit periodically to make sure that no acts of heresy,
civic disloyalty, or espionage take place. A suite of rooms is
available for reasonable rates, and these are usually occu-
pied by foreign merchants or travelers.

Innkeeper Dreanna Madorus (female human, Exp 8/Rog
12, NG; CU, KCC) makes a point of being friendly to
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everyone, and can always spot an Eye operative from a mile
off. Plain-looking Dreanna is far more than meets the eye,
for she is a highly placed agent of Tilbok Furrunner,
Governor of Information Security in Katta Castellum (see
Area 10 of that city). She is an invaluable asset to Kattan
intelligence, and only risks blowing her cover if there is a
profoundly urgent matter (i.e., one that imminently threat-
ens the well-being of Katta Castellum itself) that requires
her assistance.

[22] Forum

This open space is ringed with marble columns and
floored with polished stone. It is the marketplace of lower
Seru, where the common folk meet to buy and sell. Offi-
cially sanctioned merchants also maintain offices near the
Forum, where they plan trade caravans and negotiate
arrangements with each other or with the merchants of
Shadow Haven, the only major city with which they are
allowed to trade.

[23] ANIMus SEru

Above the Civitas Inferne rises the low hill upon which
the Animus Seru — the “soul” of the city, in which the
Praeserta dwell and rule along with the still-living High
Inquisitor himself — was constructed. A steep, well-paved
road at the north of the hill leads to the inner citadel’s main
gates. The design and architecture of the inner city is even
more rigid and sterile than that of the Civitas Inferne
below, and everyone who lives and works here is expected
to do so with utter and unquestioning enthusiasm and
loyalty to the Grand High Inquisitor and his chosen min-
ions.
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1.Gates

Unlike the gates of the Lower City, these portals gener-
ally remain open, allowing free access to and from the
Animus. Squads of Hand legionnaires guard the gate area,
however, and everyone who enters the Animus must be
able to state their reasons for needing to do so; if asked, they
must be able to present written proof that they have
legitimate business. Suspicious individuals are taken away
for questioning and, if necessary, interrogated by the Heart
of Seru.

2.Teleporter

Travelers who step onto this pad and walk through its
arcane portal are transported to any other teleporter they
choose in the western half (i.e., the lower half of the map)

of the Animus Seru, except those in the Inner Compound
(Area 25).

3.Teleporter

Travelers who step onto this pad and walk through its
arcane portal are transported to any other teleporter they
choose in the eastern half (i.e., the upper half of the map)
of the Animus Seru, except those in the Inner Compound
(Area 25).

4. Walls

The walls of the Animus are nearly as thick and as well-
defended as the main walls in the valley below. Towers
occupied by Hand legionnaires are spaced evenly along the
walls. Anunusual feature is that these towers are duplicated
on the inside of the walls, where they are used to watch for
suspicious activity within the Animus itself.
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5.Tabernus Oculus

Seruand his Praeserta are not so inhuman as to deny their
followers the right to relax and enjoy themselves occasion-
ally. Each Praeserta maintains a tavern that serves
inexpensive food and drink at reasonable prices to the
employees and workers in each department.

Crispin Falca (male human, Exp 8, N; SMe) has the
enviable position of running the lucrative business that
caters to the employees of the Eye of Seru. His assistant
managers Sill Kardo (male human, Com 4/Exp 3, N; CiS,
SMe) and Mallon Fraz (male human, Com 7, N; CiS, EyS)
help serve the quiet and reserved crowd of Oculus workers.
Those who are not associated with the Eye are advised not
to eat or drink here, for many of the regular patrons are
constantly on the lookout for traitors, heretics, enemies of
Seru, or just people who “look suspicious.”

6. Tabernus Manus

Flynn Cyups (male human, Mil 6/Exp 3, OG; HaS) runs
the tavern that caters to members of the Seru military. A
retired member of the Hand himself, Flynn has grown
somewhat disillusioned with Seru’s cause, but he has never
openly expressed doubts, and his status as an honored
veteran exempts him from the Question. He knows better
than to make waves at this point, since he has a large family
to support and his position earns him a decent income.

Flynn is assisted by Vantak Mere (male human, Com 6,
ON;; CiS) and Top McCalto (male barbarian, Com 1/Mil 5,
DG; CiS) who take care of the often-raucous Hand staff
who drink and dine here. Outsiders are welcome, but only
as long as they know their place and say nothing to
denigrate the city or its blessed ruler.

7.StatuaSeru

At the center of the courtyard, directly in front of those
who enter by the main gates, stands this magnificent
structure. High columns surround a round pool; in the
center, tall and heroically proportioned, stands a marble
statue of Lord High Inquisitor Seru, clad in magnificent
armor and holding a sword. His expression is stern but
benevolent, and the folk of Seru — the vast majority of
whom have never seen their reclusive ruler — think of this
statue when the High Inquisitor is mentioned. Citizens
who come here are expected to relax and to contemplate
the wisdom and leadership of Seru.

8.Hortus Ortus

On either side of the gate are public parks planted with
coniferous trees and maintained by gardeners from the
Shoulders of Seru. Stone paths criss-cross the parks, and
marble benches are set here and there. Workers come here
to relax or to take their meals amid the peace and quiet of
the trees, removed from the bustle of the remainder of the
Animus.

9.Teleporters

These pyramidal structures are regularly spaced around
the Animus Seru. Users can be transported from any
teleporter to any other in the Animus except those in the
Inner Compound (Area 25), or to either of the teleporters
at Areas 2 and 3.

10.Merchants

Several merchants are allowed to do business in the
Animus. Here, they sell their wares to representatives of
the four Praeserta and to those citizens of Seru who work
here. The right to do business in the Animus is highly
sought after, and merchants in the Lower City are usually
willing to pay high rates for the required permits and
licenses.

a. Faber Rugon (male dwarf, Exp 16, ON; SMe): Rugon
has worked long and hard to attain the enviable position of
Faber (an independent mastersmith). He sells finely crafted
armor to the warriors of the various Praeserta.

b. Pawil Ociran (male human, Com 8, OG; SMe): Pawil
sells cooking supplies to the Praeserta and to the officially
sanctioned taverns of the Animus.

c. Fraeg Coldblade (male human, Exp 13, OE; SMe):
After several years employed directly by the Hand of Seru
as a weaponsmith, Fraeg struck out on his own and now
crafts and sells masterwork weapons. His clients include
high-ranking officers, nobles, and warriors of the Hand.

11. Merchants

a. Boloth Daeron (male human, War 7/Exp 2, N; SMe):
Once a Shadow Haven mercenary who fought from
Shadeweaver’s Thicket to the shores of the Twilight Sea,
Boloth settled in Seru to craft weapons. Though his work
is not quite up to the standards of Fraeg Coldblade (Area
10c), he nevertheless produces extremely durable and
effective weapons that are used by the rank-and-file of the
Hand and the military wings of the other Praeserta.

b. Falwin Sugero (male human, Com 11, ON; SMe): A
skilled jeweler, Falwin sells to wealthy merchants and
nobles.

c. Milner Mchazlo (male high elf, Exp 10, NG; SMe):
After several years laboring as the head cook in a busy
Lower City tavern, Milner inherited a substantial amount
of money and purchased a license to do business in the
Animus. Today, he owns a successful business creating
recipes for the Praeserta, dealing in large quantities of
produce, and creating utensils and other cooking supplies.

12.Merchants

a. Adren Tholos (male human, Ari 2/Exp 10, OG; SMe):
Like all businesses in Seru, banks can only operate with
explicit official permission, and the licenses for such a
business are even more expensive than normal. So far, only
the Tholos brothers have been given permission to run
banking in the Animus, guarding coins, gems, and other
valuables for high-ranking Seruvian officials and rich mer-
chants. Adren is the younger of the two; his older brother
Falak (Area 15a) runs the bank on the other side of the
Animus.

b. Gaston Facetmaker (male human, Exp 15, ON; SMe):
Gaston and his younger partners Wulan (female gnome, Exp
9, ON; SMe) and Melda Goldsmith (female gnome, Exp 8,
ON; SMe) create fine jewelry for wealthy citizens. They
also have a contract to mount enchanted gemstones in
settings for use by city officials, agents, and representatives
who do business outside Seru. Many of these items aid the
agents of Seru in avoiding detection when infiltrating such
places as Katta Castellum.

46



Chapter Two: Cities or Luclin

13.Merchants

a. Far-Eye Yewback (male human, Rng 10/Exp 11, ON;
SMe): An accomplished archer widely acclaimed in Seru
for both his deadly accuracy and his professionalism, Far-
Eye Yewback once fought for the Eye of Seru and was badly
wounded in battle. As a reward, the Eye granted him a
permanent place in the Animus, where he can craft and sell
fine bows and archery supplies. He provides fine archery
equipment to military folk in the Praeserta, as well as for
wealthier citizens.

b. Dolus Rical (male human, Com 1/Mil 5/[Exp 6, ON;
SMe, HaS): Dolus and his partner Caedus (male barbarian,
Mil9, N; SMe, HaS) craft weapons and armor for the Hand
and other military bodies. Though there are numerous
armorers in Seru, the strength of the Inquisitors’ military is
such that there is never a shortage of contracts for any
licensed and skilled armorers or weaponsmiths.

14.Merchants

a. Laren Goldthimble (male human, Com 13, ON; SMe):
One of the best-known tailors in town, old Laren
Goldthimble creates ceremonial garb for nobles, priests,
and other important officials. He will also sell to members
of the general public, but the value of his clothing comes as
much from his name as from the quality of the garments,
and they are invariably expensive.

b. Faber Alazona (male barbarian, War 12/Exp 4, NG;
SMe): Faber Alazona and Faber Hintoa (female human,
War 8/Exp 6, OG; SMe) make plate, chain, and leather
armors, selling to both the Praeserta and to private mer-
chants who want their caravan guards and employees to be
well equipped.

15.Merchants

a. Falak Tholos (male human, Ari 1/Exp 12, OG; SMe):
Falak, brother of Adren (Area 12a), runs this, the only
other bank in the Animus.

b. Laltar Valka (male human, Exp 10, N; SMe): De-
scended from a family of Combine healers and herbalists,
Laltar sells potions and medicinals.

c. Mal Garton (female hdlf elf, Exp 8, DG; SMe): The
scent of freshly-baked bread helps to take the harsh edge off
the grim angularity and harsh perfection of the Animus.
Mal Garton sells all sorts of baked goods here, and counts
several Praeserta among her regular customers. It is said
that the High Inquisitor himself has a fondness for her pies.

16.Lacus

These Lacii (or “lakes”) are decorative pools intended for
contemplation, but they are rarely visited as they have no
benches or other facilities for seating.

17. Tabernus Scapulus

The Tavern of the Shoulders is Seru’s premier working-
class establishment, often crowded with laborers,
shopkeepers, merchants, and others involved in the main-
tenance and economic life of the city. Proprietor Miklos
Tiost (male human, Com 11, ON; SMe) is assisted by Yurik
Pyorale (male dwarf, Com 9, ON; CiS) and Jaeger Mort
(male human, Com 7, ON; CiS), serving simple but cheap
and filling fare to patrons.
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18.Merchants

a. Luki Kharna (male human, Rng 4/War 4/Exp 3, N;
SMe): A well-respected and well-liked former caravan
guard, Luki Kharna has used his contacts to set up a business
providing prominent merchants, scouts, and explorers with
the supplies they need: rations, packs, torches, clothing,
weapons, and the like.

b. Armorer Jaeron (male barbarian, Com 12, NG; SMe):
Jaeron and his assistant Aerik Redember (male human,
Com 7, N; SMe) sell arms, armor, boots, cloaks, and other
military supplies to the Hand and to those who need to
outfit large numbers of guards or fighters.

19. Merchants

a. Thecia Sulter (female human, Exp 9, ON; SMe):
Thecia and her partner Rhowick Dragur (male human, Exp
6, N; SMe) create pottery and ceramics. They and their
workers are primarily responsible for supplying tableware to
the various taverns of the Animus.

b. Quearin Softbark (female human, Dru 8/Exp 9, N;
SMe, NL): A druid and herbalist, Quearin has settled down
in Seru and now sells herbal remedies, potions, salves, and
various curative substances. As with many other merchants
in the Animus, her biggest patrons are the Praeserta them-
selves, who purchase items for use by their own operatives
or for military forces in the field.

c. Asotha Balais (female human, Wiz 5/Exp 13, ON;
SMe): A competent spellcaster and a master jewelcrafter,
Asotha also buys and sells enchanted items. Agents of the
Eye are frequently in her shop, either looking for items to
aid them in their operations or making sure she isn’t selling
to enemies of the state.

20.TabernusPectoris

The Tavern of the Heart is usually full of priests, wizards,
and other spellcasters who work for the Heart of Seru.
Ordinary employees are also welcome, but they sometimes
have to move quickly, for foolish young spellcasters have
on occasion been known to show off for their fellows after
drinking too much. Such excessive displays are frowned
upon, but not officially illegal. In the worst of cases, an
unruly mage is taken away to sleep it off and fined for any
damages accrued.

Aldys Rinka (male human, Com 6, NG; SMe), Gaif Dula
(male human, Exp 6, N; SMe), and Filtin Merran (male
human, Com 2/Exp5, NG; SMe) run the tavern as full
partners, and all of them are kept quite busy seeing to the
needs of the tavern’s surprisingly raucous patrons.

21.Living Quarters

Many of the citizens who work in the Animus live in
these six- to eight-story tenements, or else are forced to stay
here for extended periods during work contracts in the
citadel. The stone apartments are cut into the rock of the
hillside, small but comfortably appointed.

22, LibrariumMagicum

Besides the extensive libraries in each of the Arx Praeserta,
this chamber cut into the rock of the hillside and safe from
outside attention is the most important collection of books
and records in the city. Surrounded by a deep moat and
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guarded by sentries from both the Hand and the Eye,
overseen by Librarian Enzil Theos (male Erudite, Wiz 12,
ON; HeS) and a handful of assistants, this library contains
information on almost every known spell of every type,
manuals on the creation of magic items, histories of famed
artifacts and spellcasters, personal journals and accounts of
travel and research, as well as secret (and often well-
warded) information on such diverse creatures as the
Akheva, the shissar, and even (it is rumored) Luclin
herself. Needless to say, the Librarium is closely guarded,
and access is allowed only to those with specific permission
from their Praesertum.

23.Glaviator Cells

Gladiatorial combat is allowed in Seru, although only
condemned criminals, spies, and traitors are normally made
to participate. Some are sentenced to fight until they die,
while others are given a reprieve or allowed to go into exile
if they survive for a certain amount of time. Condemned
criminals sentenced to the Arena are normally held here
for several days before combat. The cells are small and
uncomfortable, but the gladiators eat well and are even
cared for if they fall ill. Centurion Borlos (male human, War
15, OE; HaS) is responsible for maintaining the cells and
making certain that the fighters are kept healthy and in
reasonably good spirits. Several senior Arx Guards are
normally stationed here to deal with any unruly prisoners.

Wild animals used in the combats are also kept here,
though more exotic monsters have to be transported into
the arena in cages, usually under magical restraint.

24.The Arena

The Arena is one of the most popular places for entertain-
ment in the city; in the view of some, it is the only real
entertainment available in all of Seru. Public combats take
place twice a week, and on these days citizens can enter the
Animusforafeeof 1 cpforregularseats, 1 spfor the three front
rows, or 1 gp for the exclusive sheltered seats nearest to the
action. Passes are purchased from representatives of the
Scapulus at the main gates of the Animus, and the queue to
getinisalwayslong. Those with passes cannot enter the Inner
Compound (Area 25), of course, but can go into the shops
and taverns of the Animus — these “match days” are espe-
cially lucrative for the merchants of the citadel.

A wide range of combats takes place on match days,
ranging from single combat between gladiators to fights
between enraged animals, monsters, and captives of war.
Combat involving such creatures as grimlings, thought hor-
rors, netherbians, and fungal fiends are always a strong draw.
Non-Combine humanoid races such as tegi, kerrans, ogres,
dark elves, frogloks, and the like are thought to be only
slightly better than animals in the Inquisitors’ eyes, and those
thatare captured are either put to work or sent here to provide
entertainment once the Questioners are through with them.
Other events include team battles between squads of prison-
ers; fights between highly trained warriors of the Hand and
particularly troublesome prisoners; cavalry engagements; and,
rarely, even more exotic engagements.

Finally, ordinary citizens of Seru are allowed to settle
disputes and arguments in the arena. Though civil authori-
ties prefer that all disagreements be taken through the
offices of the Praeserta — in particular those of the Heart

of Seru, which oversees the city’s justice system — they
know that sometimes disputes simply cannot be settled
amicably. Such grudge combats in the arena are possibly
the most popular event of all, for most spectators know that
they will end in bloodshed, and they sometimes know one
or both of the combatants personally.

On match days, the Arena is a wonderland of brightly
colored clothing (about the only time that the normally dour
Seruviansfeel comfortable wearing loud colors); vendors who
wander the stands bellowing the prices of hot food and drinks;
and citizens arguing over the relative merits of the combat-
ants, placing bets, and discussing the day’s events. Normally,
the authorities frown upon gambling, but betting in the arena
is allowed primarily because Seru and his followers know that
there isn’t really much they can do to prevent it.

25, TheInner Compound

Accessible through another set of gates, the inner com-
pound is surrounded by a third set of thick granite walls, and
contains the four Arx (citadels) of the Praeserta, as well as
the central citadel wherein Seru himself and his most
trusted servitors live — the Arx Seru. Only those with
written permission or permanent passes granted by their
respective Praesertum are allowed in the Inner Compound.
Anyone without proper identification is immediately ar-
rested and taken away for questioning. In this case, more
than in any other, those arrested are presumed guilty of a
serious crime, and are rarely given a chance to defend
themselves — simply misplacing one’s pass is considered
criminally negligent behavior — being very lucky if they
escape with only a fine and a brief imprisonment.

26.ArxScapulus

The four Arx Praeserta have identical floorplans. Each
has three floors, and the two upper floors have covered
walkways outside that extend around the entire structure.
Quick exit from the buildings is possible through teleporters
located on the second floor. These teleporters carry indi-
viduals from the arx to the nearest teleporter in the Inner
Compound (Area 25).

The ground floor of each structure is given over to offices,
scriptoria, living quarters, and sanitary facilities. The sec-
ond floor is accessible through a curving staircase guarded
by several Arx Guards. In each arx, the second floor is
almost entirely occupied by alibrarium that contains all the
department’s written records, plus reference books impor-
tant to the work of its employees. Offices of various mid-level
functionaries are also located on the second floor.

The top floor holds quarters and offices for the Praeserta
themselves, the four individuals who act in the name of Seru
himself and carry out his will. Each of these individuals carries
a key that allows access to the Arx Seru, but these key shards
only work if combined together into a single unit. Therefore,
the Praeserta only go to see Seru as a group, each using his own
shard to gain access to the great central Arx.

The Arx Scapulum (the Citadel of the Shoulders) is
where records of every laborer, every contract, and every
civic project are kept, as well as documents relating to trade
including treaties with foreign merchants, licenses for
officially sanctioned tradesfolk, records of shipments to and
from the city, and the like.
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Praesertum Bikun

Praesertum Bikun, a no-nonsense barbarian, runs the
Scapulum Seru with ruthless efficiency. He is known for his
scrupulous honesty and his shrewd intelligence. Needless
to say, many have noted that barbarians are not well-
known for their intellect and business acumen, but such
things are never said within Bikun’s hearing.

Bikun is physically typical of his race — tall, burly,
rugged and somewhat uncivilized seeming. He doesn’t do
much fighting anymore, as he is consumed with the run-
ning of the Scapulum, but he will happily drop all of his
duties and work on behalf of the Lord High Inquisitor
should the city ever be threatened.

Praesertum Bikun, Male Barbarian, Rog 15/War 7: CR 24; Medium-
size humanoid (human) [6 ft., 8 in.]; HD 15d8+30 plus 7d12+18; hp 166;
Init +7 (+3 Dex, +4 Improved Initiative); Spd 30 ft.; AC 21 [flat-footed
18, touch 13] (+3 Dex, +8 armor); BAB +21; Grap +26; Atk +30/+26/
+22/+18/+14 melee (1d8+12, crit 19—-20/x3, spiritward’s spear), or
+28/+24/+20/+16/+12 melee (1d8+12, crit 19—20/x3, spiritward’s
spear) andslam +24 melee (1d4+5), or +24 ranged; SA backstab +5d6;
SQ barbarian traits, berserking, damage reduction 5/+2, evasion,
infravision, rogue abilities (chaotic stab, improved evasion, uncanny
dodge), sense traps, Taunt bonus +3; Resist CR 7,DR 4,FR1,MR 1,PR
@; AL ON; Fac ShS; SV Fort +13, Ref +15, Will +12; Str 20 (18), Dex 16
(15), Con 14, Int 16, Wis 14 (12), Cha 10.

Skills: Alcohol Tolerance +16, Appraise +13, Bluff +15,
Climb +17, Diplomacy +26, Disable Device +13, Escape
Artist +8, Gather Information +12, Handle Animal +5, Hide
+9, Intimidate +17, Jump +8, Knowledge (local lore) +13,
Knowledge (street smarts) +13, Listen +17, Read Lips +11,
Search +13, Sneak +9, Spot +12, Swim +13, Taunt +17, Use
Rope +6.
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Languages: Old Barbarian (4), Modern Combine (4),
Luclin Thieves’ Cant (4); Common (2), Dwarvish (4).

Feats: Cleave, Combat Reflexes, Double Attack, Great
Cleave, Improved Critical (spear), Improved Initiative,
Iron Will, Parry, Power Attack, Riposte, Slam, Weapon
Focus (spear), Weapon Specialization (spear).

Possessions: +5 studded leather armor, spiritward’s spear
(see Chapter 5: New Magic), basilisk bracer, glowing stone
band, platinum black pearl pendant.

27.ArxOculus

The Eye of Seru is also — surprisingly enough — under
the control of abarbarian, the cunning and subtle Praesertum
Rhugol. Few know Rhugol’s true role: To most people he is
just another barbarian warrior serving with the Hand of
Seru. Thisisactually a cunning cover, for Rhugol is actually
a skilled rogue and has for years served Seru as a chief of
intelligence and counter-espionage.

The library on the second floor of the Arx Oculus is well
guarded, and any unauthorized exploration usually results in
the quick termination of the offender by the merciless elite
ArxGuardsposted in the citadel. Many of the records here are
written in ciphers that only high-ranking officials of the Eye
can decipher. This is necessary since the library contains the
records of every intelligence operation that the Eye has ever
engaged in, as well as information about their agents, meth-
ods, secret signals, future plans, maps and records of enemy
cities and installations, blackmail information on prominent
citizens of Shadow Haven, Katta, and even Shar Vahl, and
other similarly sensitive information.

The most infamous activity in the Arx Oculus occurs
when a citizen does not pass the Questioning. Those whose
loyalty is suspect but who are thought to be salvageable are
sent to the Arx Oculus and taken to hidden lower levels
(the Arx Oculus is said to the only citadel with a dungeon)
for “re-education” by Eye and Heart officials. Exactly what
re-education involves has never been made clear. In real-
ity, the process varies depending on the individual and the
enormity of his violation, but regardless of the actual
procedure, it is never a pleasant experience.

Praesertum Rhugol

Rhugol is a frightening-looking man with dark blonde
hair and a large scar down one side of his face. Sorely
lacking in the milk of human kindness, he has absolutely no
tolerance for dissent, rebellion, or sedition, and he is quick
to condemn accused rebels to agonizing torture, lifelong
imprisonment, orexile. Though innocents are often caught
up the Eye’s nets, Rhugol feels that this necessary evil is
worthwhile if it helps to apprehend real criminals.
Praesertum Rhugol, Male Barbarian, Rog 26: CR 26; Medium-size

humanoid (human) [6 ft., 7 in.]; HD 26d8+78; hp 208; Init +11 (+7 Dex,
+4 Improved nitiative); Spd 30 ft.; AC 26 [flat-footed 26, touch 20] (+6
Dex, +6 armor, +4 deflection); BAB +20; Grap +26; Atk +27/+27/+25/
+2