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CHAPTER ONE: ORIGINS

CHAPTER ONE

ORIGINS

THE MOOT HILL

Seeing the deacon for the first time was humbling. De-
spite criticisms to her brother, Tasia still found herself
subservient, saluting her aligned hand to the temple,
elbow pointed low, the moment she saw him.

It was reflex rather than will.

Or was it programming?

She wondered what had happened to make him this
way, whether all deacons looked like that. The emaciat-
ed figure was stretched two feet taller than her though
weighed the same. He shuffled clumsily with the aid of
an exoskeleton that reinforced his legs and added a pair
of articulated canes protruding from the shoulders,

making him a four-legged animal that still stood up-

right.

In zero-gravity, deacons moved with grace, never
stumbling, but when suffering the artificial gravity of
the lower levels of the capital ship, they were pathetic.

Tasia was curious how they would survive on Earth
after the gates closed, when the Saints started the long
process of rebuilding the planet. The pursuit of liberat-
ing FEarth would benefit the mortals rather than their
gods.

The thin shape hobbled past her. Nearly every inch
of skin was sealed from the outside to protect from in-
fection. What she could see was as thick as leather and
hairless.

His helmet was donned. The guards flanking him
were elite, with slung vapor rifles and scabbards on their

backs with blades ground to a molecular edge.



Tasia had no idea of the deacon’s name, though
knew they all had them. She assumed a male, though
there was a lack of definition.

He said nothing to her as he approached. They nev-
er associated with those below status, yet this one
deemed it necessary enough to look them over. It made
one pass by the craft, then diverted to her. She began to
tremble as the gangly hand grabbed her arm. It turned
it over to notice the barcode—her ID, genetic name,
and date of birth. Tasia heard the faint whiff of a
breathing apparatus.

He released her and made for the door. A member
of his entourage detached to hand her orders.

Her instincts said obey. She always did.

Everything else was incidental, like the still living
flower she kept in her EDF bag. Still flapping as if try-
ing to fly despite unable to do so. It could be out for
only a few seconds, enough for her to admire it a mo-
ment before the magic it radiated could set off the
alarms. If she maintained that discipline, what harm
could it inflict?

Every day was regimented, nearly every moment
accounted for. Nearly. For those brief few seconds, she
brought it out.

Punch the clocks.

Follow the schedule.

Never question.

The deacons claimed it their natural state.

Conform.

Consume.

Obey.

Forget the past, they said, and follow the program.
Tasia believed the deacons looked down on the rest as
little more than organic machines. She remembered the
mantra—six hours on, six hours off. The rhythm was
conditioned from birth to render dates meaningless.

She couldn’t even remember the colony, their home,
that last remnant of humanity still with an unbroken
connection to the past. Perhaps that’s how it was back
then, with people little more than cogs in a military-

Industrial complex.

She had read the reports of what had happened in
Angel. A mild skirmish, they claimed. Friedkin and the
rest of the team were dead, save for Stone whose failsafe
hadn’t triggered, indicating he had been captured by
Angel military.

As Tasia had more experience in the region than

anyone alive, they had lifted her exclusion status and
assigned her a new team. She made a point to not re-
member their names at this point.

Additional resources were being diverted to Canam
for this one endeavor. Tasia hadn’t been told why, or
even how the deacons knew of these artifacts Saints
were obsessing over.

At the inset, Saints were gathering artifacts from
around the globe to better study disruption. Powerfiul
relics—those forged by the elder races—radiated signif-
Icant disruption, more so more than even the minds that
forged the relics in the first place.

Once retrieved, cataloged, and studied, they were
fed into a coilgun and launched into the sun. Some-
how, these purple gems took precedence over all other
concerns.

To properly facilitate her mission, Tasia required
Stone. He was an engineer, and one of the few people
left she trusted that wasn’t family. She stressed the for-
mer when advocating the mission despite numerous
other engineers on board.

Despite rumors that the deacons could remote acti-
vate a suit failsafe, incinerating a soldier within his or
her suit, no one had ever seen it occur. Even if possible,
Stone was too far out of range given the EDF scrambled
wave-based communication beyond a few kilometers

If her ship got close enough, she might be able to
Pick up his signal, but the city was on an alert, and sec-
ond engagement would become a diplomatic nightmare
and expose the Saints to even more scrutiny.

Angel occasionally entertained envoys from other
bastions including Selkirk, York, and even Porto from
across the ocean; their technology would be recogniza-
ble.
Novo.

Tasia ensured the signal was weak, revealing noth-

But there were others. Sierra Madre. Motego.

Ing of the sender, and employed an archaic language
known to both Angel and Saints. The Radiotelephony
spelling alphabet predated the Hammer and utilized
pulses to convey a simple message. The message origi-
nated from an archaic transmitter recovered from a
failed bastion from the other side of the planet.

Tasia confirmed her knowledge of the captured
survivor in Angel, along with a willingness to trade. She
kept the message simple; there were guidelines she was
constrained to follow

Saint technology was forbidden.
Saint knowledge was forbidden.
Tasia made a request for a conclave—a classic par-

ley—like in medieval times. She included coordinates
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outside, though near Angel, not south within the con-
tentious forest of Cyon, but rather the northern half;
where the wall closed in farms and beyond spread roll-
ing green knolls. She picked one at random, requesting
only a small diplomatic team to meet her.

The location was within sight of the Angel wall, a
show of faith to placate the likely trigger-happy planet-
born techans. She opted out of taking down a Calde-
ra—the knife-shaped transports would be associated
with a military operation. Instead, she took a Solis, a
small one-man craft not designed for long excursions in
open echa.

It relied wholly upon a single anti-gravity generator
for its propulsion, which manifested externally as a set
of aeriform structures resembling wings though were
not functional as such. The cockpit rested on a gimble
mount, allowing its main body to rotate or shift depend-
ing on the maneuver being attempted. The Solis’s drive
also removed all inertia within the vessel, allowing it to
accelerate to maximum speed instantly and stop as
quickly without breaking every bone in Tasia’s body.

She landed well out of sight of the Angel outer wall
and further than their active radar, necessitating a con-
siderable walk to the coordinates. There, she waited
two hours ahead of the scheduled time. It was another
risk. The Solis had been completely shut down, but
there was a chance it would not restart.

The Angel fanjet appeared over the distant wall and
approached quickly. Punctual.

Tasia was impressed it was alone. Undoubtedly, a
dozen more hummed out of sight opposite the wall.

The Ianding ramp opened before the craft settled. It
was an antique compared to her’s, running off a re-
chargeable battery pack with a day’s life.

One man stepped off as the vehicle touched down.
The disturbed air from the rotors threw his hair and
uniform about. Landing lights blocked his face from
Tasia’s view. As he moved into focus, Tasia noticed he
was her height, her age, and was neither a politician nor
a civilian. The battledress displayed rank and authority.
She wore simple clothes acquired from grounders, noth-
Ing that would reveal her origin.

Tasia waited for him to speak first.

“A moot hill,” shouted Martin Camus over the still
gyrating rotors. “Taking inspiration from the outside
world, real medieval touch.”

“It’s necessary”

“Likewise.”

“I need him.”

“Friend?”

Tasia thought about how to respond.
“Yes,” she said. Martin laughed.
“We’re all soldiers.

You’re afraid he’ll eventually reveal something, and for

“No, he’s not,” he responded.

whatever reason, you can’t or won’t trigger that failsafe.
As we don’t know who you are, I can’t exactly declare
him a prisoner of war. Currently, he’s in detention on
suspect of being a terrorist.”

“It was a military operation to retrieve...” Tasia
started, then trailed off; realizing she could reveal as-
pects of her mission.

Saint knowledge was forbidden.

“No,” Martin said, “by all means. Don’t let me stop
an obviously illuminating monologue.” Tasia quickly
went over the risks in her head, about how to word it.
Carefully.

“You know how disruption works,” she answered,
“about the radiance infecting this planet, a confluence
of catalysts. That bright star above...and anothet, it’s
antithesis, resting in a crater half-way across the world.
Both stealing a part of this planet each day.”

“Looks like they got it all,” said Martin.

“They call it Attricana. Do you?”

“Does it matter?”

“It encourages...but the star doesn’t itself radiate
disruption. Did you know that?”

“No...but how do you?” he asked. Tasia realized
each time he asked a question, he was uncovering
something. She could see the gears turning behind his
eyes, deducing what he can. Her stoic veneer started to
come back.

“Disruption spreads from creatures it spawns, the
magic they cast, and the artifacts they create,” she said.
“There are those more powerful than others. As I've
been told, if we remove enough, the disruption would
decrease where our technology could survive longer in
the wild. Then we can all fight back. Retake this
world. Echans keep these secret. But there are a hand-
ful of objects that can apparently control reality itself...
though not ours...theirs.”

“But you won’t reveal what these are,” Martin stated
rather than asked.

“You wouldn’t be able to do anything about it,” Ta-
sia snapped. “But you asked. I was honest. I’m just
here for my man.” Martin brought his arms out wide.

“I’'m standing on a hill, waiting for your offer.”

Tasia started to regret this course of action. She had
hoped for a closed-collared general that had never seen
combat, never negotiated outside of a school debate.

“If I tell you something forbidden,” she said, “I in-



validate both our lives.”
“You’re bound by disruption as us,” he said.
({0[

course, you are. Meaning there’s no real way for anyone

“Wait.” She could see the gears turning again.

to eavesdrop. You’re on the honor system. They must
trust you. So, claim that you swayed me with that previ-
ous soliloquy. That the mutual threat of disruption con-
vinced me to act in good faith. Take a chance. You
may just succeed.”

Tasia’s fixed stare on Martin’s gave way, and she
perused the beautiful landscape surrounding them.
The tall grass billowing in the slight breeze from the
still turning fanjet rotors. Unlike her people, his bastion
could overhear them. She had a recording device as
well, but she was confident it broke down while she
ascended the hill.

“Do you believe your actions are based on the role
you fill,” she asked, “or do you fill a role because it’s
how you wish to act?”

He wasn't entirely sure what she meant, so gave the
best answer he could. “I chose my career. Willingly.”

“You followed your father?” she countered. It was a
typical assumption, and once made put Martin off.

“Yes, but it's what I wanted.”

“You have a family? Sister? Brother—”

“Why does that matter?” Martin snapped. Tasia
returned to glaring at him, finally able to glean some-
thing personal.

“Brother, then,” she said, “and I assume your broth-
er chose the opposite...because that's what brothers do.
Was he the one that died?”

“Where are you going with this?” Martin snapped.
“There are those that embrace what is, while I prefer
what was. No matter how bad, it was still better.”

Tasia believed her provocation would produce a
fiercer reaction. Whatever happened, this brother was
not dead, but close enough to be considered so.

“l...” Tasia was about to agree but instead said,
“That’s my people’s attitude as well. And if we change
the world back to the way it was, would we change
along with it? Would you still do what you do? Would
17”7

“Realistically, if that light winked out tomorrow,
lifetimes would pass before we’d see the glory of our
species’ former years return. I wouldn’t change. Would
you? I assume you have the freedom to do so?”

“You wouldn't let your brother do that?” Tasia re-
plied, probing again. “Have you forgiven him?

“If we succeed,” Martin said, with Tasia noting the

plural pronoun, “it won’t matter.”

Tasia nodded. She knew she was deviating off topic,
but this was the first civilized communication she has
had with someone outside of her company, someone
that couldn’t report her.

“Neither of us is fully aware of the world we desper-
ately want to create,” said Tasia. “It’s as much a dream
as the fantasy world surrounding us. Would we even
recognize normal? Perhaps your bastion is a poor imi-
tation based on fractured records and ideology.”

“You almost sound like him,” Martin responded. “I
don’t really care what becomes of the new world...just
as long as humanity is in control of it.”’

Tasia’s shoulders dropped, and she exhaled. The
joust was concluding. She had made the connection—
the pieces were falling into place. How fortunate it
would be him that would emerge to parley. A fake
smile crept to a corner of her mouth.

“Of course,” she said. “You're right. Everything
should fall into its place. We’re the apex, the alphas, the
ones others should fear. We lack the power to destroy
the world like we once did. When it’s over, the machine
of man will resume, and we’ll all fall into place like the
dutiful gears we are.”

Martin appeared confused by where their conversa-
tion had strayed. He made another step forward. She
Imagined a desk separating them as he leaned in.

“We’re not so different,” he said. “In the end, we’re
one species whose failure is inevitable as long as we
fight amongst ourselves. Our walls divide worlds, not
knowledge.”

“Captain, you’ve been accurate on many points dur-
Ing this conversation,” said Tasia, “save one. I don’t
believe we’re that alike at all. I think walls will always
be walls. Indiscriminate.”

Martin straightened, turned around, and made a
signal to the aircraft. It began to start up.

“I’'m still standing on a hill,” he said, “waiting for
your offer.”

Tasia had been curious if techans on Earth were as
fanatical as her people. Clearly, they were. She realized
that the only thing separating the two of them was what
she knew.

That was about to change.
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he world changed, and it continues to do so.
It appeared nothing more than a faulty muta-
tion in a relatively inconsequential infant species.
For thousands of years, a species of hominid had
enjoyed a modicum of success in the wild landscapes of
ancient Africa. Their advantage was their mammalian
physiology matched with an aggressive attitude and a
jaw that could bite through nearly anything.

One day, an infant was born that would be neither
given a name nor idolized for anything it ever said. It
was only bestowed with a genetic fault that made it an
inferior member of its species. Unlike the other mem-
bers of its family, this solitary outcast lacked a single
genetic marker that established the strength of the
muscles in its jaw. It couldn’t bite down as firmly, pull
the leaves off branches as successfully as its brothers
and sisters. In any other time, this pathetic creature
would be fated for an early death.

"T'his did not occur.

T'o anchor such massive muscles to their head, the
skulls of these apes, comprised of disconnected plates
that moved and enlarged as they grew, were forced to
fuse, fixing the size of their heads early in life. With
this one aberration, lacking the gene to increase the
power of its bite, the plates of its skull didn’t fuse, and
its brain continued to enlarge to fill in the expanse.

"T'his unsuccessful hominid found itself smarter than
the others. It might not have been the first of its kind
to pick up a bone and use it as a weapon, but its chil-
dren might have, or perhaps their children. Eventually
one of them did, setting the path for an entire species.
There would be branches in this evolution—one divi-
sion, stronger and smarter but taxed with huge caloric
demands in the face of an encroaching ice age, failed
after only a few thousand years. Their competitors,
Re-

duced dictary demands allowed mothers to care for

dumber and weaker, survived on smaller diets.

their children rather than join on the hunt, increasing
reproduction, and exploding the population. With num-
bers came conflict, came winners and losers, and aggres-
sion once again prevailed. Those that remained home
developed communities, language, traditions, and even-
tually mythologies. Before science could anchor itself,
myth had begotten religion, and gods were emplaced to
explain the world.

Despite fear and paranoia, despite corruption and
fanatics, the drive to succeed and expand trumped the

desire to maintain the status quo. The species learned

and built. They wrote down their accomplishments for
others to understand. Questions were asked, castigated,
and ultimately answered.

At the cusp of a global emergence (a spiritual shift
that could finally supplant the aggression coupled with
evolution), a tragedy of biblical proportions halted and
subsequently erased millions of years of human growth.
the
knowledge that they had been slaves to, finally balanc-

They were on threshold of harnessing the
ing the ways of gods with the ways of science. They
looked beyond the cradle of their world and saw a uni-
verse welcoming them, a cosmos brought into existence
for the singular function to be observed and understood
by the very intellects it would create and contain. The
potential of mankind collapsed from a single act that
fell outside the parameters of this universe, something
the cosmos had no hand in preventing.

A great intelligence had torn a hole in the fabric of
space, not to another universe, but into a spatial dimen-
sion outside of the confines of accepted reality. This
dimension held a polarity—split into positive and nega-
tive space, containing our physical universe and its four
dimensions between. This intelligence did this to gain
power denied to beings bound by a normal cosmos. But
was this a singular creature or one of many? Were its
actions benign or malicious? Was it born an inhabitant
of this universe, with a heritage not dissimilar to man, or
was it an entity with a capacity worthy of deification?

The planet is plagued by the machinations of two
gates: one into positive space, the other into negative.
From one spills a fountain of chaos, creating life in eve-
ry crevice; the other spreads a corruption encouraging
flatness and conformity. Stuck in the crossfire are the
evolved hominids, constrained by the limits of reality—
the laws the universe had slowly set down over billions
of years of trial and error. Why would mankind not
wish a return to the laws that gave them intelligence
and power? Why wouldn’t they wish to continue their
destiny to be the inheritors of their planet? Had they
not the right to escape their cradle to take a place
among other evolved species in the expanse of the uni-
verse?

With such stakes on the line, the troubles of elves
Such

weights to be measured. Such responsibilities levied.

and dragons may feel utterly insignificant.

Such shoulders to carry these burdens. Those that take
on the quest to seek out these seemingly insignificant

amethyst stones take upon them such accountability. It



would be hard to believe those with investment in the
outcome would leave events to play out without influ-
ence. Every soul, bound to magic or science, must pick
a side in time. A balance between opposing forces may
never be found. And behind the faces of the most fa-
natical are greater forces choosing to remain quiet and
invisible. Unfortunately, with such stakes on the line,
the desire for subterfuge is slowly slipping, and the
greater menaces to the world have begun to appear.

Demonecha.

Saints.

Angels.

Are the people of the planet prepared for the an-
swers to come?

Are you?

FACTIONS

In this second volume in the Amethyst saga, many
answers will finally be revealed. This book, though it
contains much of interest to players, is primarily written
for the storyteller, the games master. It reveals several
major plot elements in the setting that should not be
disclosed to players until the appropriate time. If read
by a player intending on running through an Amethyst
campaign with a character, knowing these secrets may
spoil the satisfaction of discovering them naturally
through the game. From this point on, the reader en-
ters the land of unmarked spoilers.

The warning has been issued.

THE REAL HISTORY

Amethyst began in the shower after | had watched the film

Dragonslayer. Yes, that long ago. | had this strange habit
when | was young where | would take an idea seen on televi-
sion that was not science fiction and skew it into science fiction.
I imagined a setting where dragons would rise from the ashes
of a nuclear holocaust, where humans would be forced into
walled cities to survive. This was years before the film Reign of
Fire was released.

There was no real fantasy in the setting save for dragons.
Humanity lived within walled cities scattered over the planet.
There were no elves, spawn, or disruption. The story dealt with
one bastion, Angel, and its constant attacks from a family of
evil dragons to the south. There was an Asian city within Angel

where a Chinese dragon took refuge. Back then, that creature

was the one called Amethyst. | shelved the idea as | was trying
to be a screenwriter at the time.

Then 2002 came; my friend Chris Brown wanted to try this
new version of D&D everyone had been playing. | was never
much a diehard fan of fantasy in comparison to science fiction.
| wanted some origindlity with the setting so | looked over my
old story treatments for inspiration...and Amethyst was the
only one with any fantasy. The setting became Amethyst with
the standard D&D setting crammed into it. | didn’t even
change the names. Monsters were everywhere and bastions
had a hard time surviving. It was still a traditional techno-
fantasy by this point, where wizards could wield lasers if they
so wished. One player did, and | quickly discovered how bro-
ken the game could get when the same person could wield
technology and magic.

Throughout all of this, | never thought of Amethyst as a
serious setting. | set it on Earth because the original story was
set on earth. There wasn’t much of a story, just an obvious
McGuffin to keep the players moving place to place.

Then | ran into David Fidler, my best friend from years
past.
from a nearly three-year hiatus.

I told him | had been dragged back into role-playing
He asked what the setting
was and | explained, “It’s a techno-fantasy not unlike others
except that the world of fantasy and science don’t mingle at
all...in fact, they actively disrupt each other’s existence.”

He said, “Wow, that sounds quite original.”

And | replied, “Yes...you’re right.” [ didn’t tell him that the
last part didn’t exist until | said them. That was what | need-
ed...the final mark of the setting to make it original. It cured
a massive flaw in the story where science should be able to
overwhelm magic. It answered many problems, gave motiva-
tions to people on the other side, and fixed a glaring game
mechanic. | began a huge retroactive shift in the setting.

The setting was still a vanilla fantasy, but | eventually up-
loaded what | had to my personal website. After the campaign
finished two and a hdlf years later—yes finished, actually fin-
ished—I began the second edition. | started a second round of
setting alterations, taking out more of the fantasy clichés and
inserting more original content.

Amethyst was a collection of ideas based on original con-
cepts and others inspired by artwork found online. | had got-
ten permission from artists to use their artwork for free on my
page, some of which were and are well known in the industry.
Despite being allowed to use their art for free for my free
game, Amethyst still had no original art to call its own.

I wanted the game to be the best it could be. Progress
moved smoothly as the game grew. Eventually, | needed a
black and white artist but found few. One of the original art-
ists that supported me with free work offered his talents for

11
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B+W. This would be Nick Greenwood, which would eventually
become the most productive relationship | have had outside of
my local gaming group.

The setting was still evolving. Disruption was only an elec-
tromagnetic pulse, allowing the use of enchanted traditional
firearms and steam power, giving Amethyst a steampunk layer.
| redlized that this still didn’t work with what | wanted and
altered the setting again, taking out even this compromise.
Now all technology above |8th century would break down.
Anything more complicated than a windmill was vulnerable,
and | had to lay down reasons for all this to occur. Now the
motivation for those following technology was even more im-
portant.

Then came 4" Edition D&D. We were admittedly not
pleased. We spent the better part of thirteen months creating
a kick-ass 3.5 variation. | decided | didn’t want to waste all
the work that had been done with the 3.5 version. We would
release it and see what response it got. | was still perfecting
the setting, only leaving enough of the traditional D&D clichés
for the mechanics to work.

After the release of 4" Edition rules, everyone associated
When the
Game System License was released, as other companies were

with the project supported our move to utilize it.

running from the system, we signed on, one of the first to do
so. This garnered the attention of a major third-party publisher
who offered to print and distribute our edition in ways we could
only imagine. Alas, 4" Edition rules never recovered from ini-
tial fan backlash, and the lack of third-party support harmed it.

However, | felt the economic downturn of the period affect-
ed the market just as much. Amethyst Foundations, our 4™
Edition adaptation would not be released until two years after
4™ Edition’s release. By then, the writing was on the wall for
the core rules. Fans were jumping ship. Dias Ex Machina
strode on, releasing Amethyst Evolution for the 4™ Edition not
long after, which ended up making us more money than Ame-
thyst Foundations did. To prove that 4" Edition could be uti-
lized for various systems, we followed with Ultramodern4, by
then our most popular book to date (and it would only be re-
cently beat by the release of Ultramodern5). This proved a
market was there for 4" Edition, and we followed it up with
the cyberpunk game NeuroSpasta and the superhero game
Apex.

However, my heart was still with Amethyst. By then, our
second Amethyst campaign had concluded, and | was already
setting up my third. Dubbed Cradle, it would be set 5,000
years dfter Logos. | had also decided that before | could move
on with the next Amethyst, | wanted to make one final push to
get Wizards of the Coast to support its dwindling 4" Edition
players. Instead, | received an email from the director of Paizo

inviting us to support their system. How could we say no?
Amethyst Renaissance proved to be a solid performer, the evo-
lution of everything | had learned about game development at
the time. It was also a better representation of the setting at
the time. | would eventually combine both Amethyst Founda-
tions and Evolution into the complete Amethyst Compendium.

However, what | really wanted to do finally finish the next
book, one that would cover the second year of the original
campaign from ten years earlier. | wanted to release it in full
color, but with that challenge in mind, | didn’t want to keep the
core books still only in black and white. | attempted an auda-
cious project—to attempt to fund not only the second book of
Amethyst in color but release the original books in color as well.
Nick and | negotiated a price and | set the goal at $10,000.
To satisfy fan requests and give the Kickstarter the best chance
it could have, | decided to expand the setting to support other
systems as well.

Fate Core was the early favorite, as was Savage Worlds.
Our support for 13" Age came as a direct result of its creator
showing his support for us. Even though the 5™ Edition version
of the classic fantasy rules had yet to be released, our
knowledge of open gaming knew that we would be able to
support it, a fact that shocked the gaming community at the
time. What was even more shocking was that our Kickstarter
campaign succeeded. Years later, we finally had all the core
books released, though some were more successful than oth-
ers. This book, Factions, is the ultimate achievement of that
campaign, the result of five years of development. There is still
more Amethyst to come—by the time | wrote this book, | was
still running my fourth Amethyst campaign, totaling almost
fifteen years of experience this setting. You have only seen the
surface of what’s to come...

Editor’s Note: He does ramble on a bit, doesn’t he? But
then, that’s one of the things that brought me to this setting in
the first place. When [ first read through the original 3.0 ver-
sion of Amethyst, | skipped over the bulk of the book at first to
read the story segments (only half of which appeared in the
newer core rulebooks). The story that you get from the actual
rulebook portion doesn’t do justice to the breadth of possibili-
ties this setting presents. The central experience of Amethyst
is how we, the players and GMs, respond to a world that is at
once familiar and unfamiliar, and how we in turn set about
changing it even more. | personally recommend going for a
drive through your home region and populating the landscape
outside your windows with wizards’ towers surrounded by hud-
dling hamlets, roosting dragons on every peak, dreadful armies
marching through farmlands pillaging homesteads and burning
fields, and every so often, huge imposing walls keeping the



magic-folk out. | can virtually guarantee you’ll come up with a
few good adventure seeds that way.

Aiden's eyes sprung open when the volume jostled him
awake. It wasn't a natural sound. The buzz was remi-
niscent of the electric razor Martin had given him and
couldn't return to the store. The pitch was gaining as it
approached. Aiden could see Raven already up and
battle ready, Mischa to, sans the drawn swords and
Raven

donned armor. Mahan woke a moment after.

and Mischa had backed against trees. No one ex-
changed glances or words. At this late season, the sun
was not due to rise for another four hours. There wasn't
even a strip of glow on the horizon. Dark clouds cov-
ered the moon and Attricana.

Over the sounds of nature and wind, Aiden turned to
the source in the north. The godly beam of white light
flickered through the trees as it approached. The glow,
cast down from above the canopy, lit the roof of needles
and leaves, leaving little for the soil below. As a passing
angel, it rolled over them. Aiden poked his head from
the shadows of trees. It was smaller than a galleon of
the sea. He could count a half-dozen jutting oars that
didn't move. Too small for wings but they stabilized
the craft in some way. Perhaps they were for propul-
sion, but there were neither exhaust nor spinning
blades.

ending in a knife-edge to cut across the top of the cano-

The bottom wasn't flat but shatp as a blade,

py. 1t was taller than long, Ionger than wide, slicing
Aiden's

mouth cracked open as he saw the detail in its passing.

through the air without jostling the trees.
He knew what that was. From this vantage, Aiden
caught details he had missed initially, including frag-
ments of a symbol on the side of the hull, stimulating a
memory from when he noticed them on the soldiers in
Angel.

“Saints,” Aiden whispered loudly. The others took

notice.
“How did they find us?” Mischa responded
“lI don’t think they did,” Aiden answered,

“otherwise, they’d have attacked by now. The aircraft I
retrieved the Amethyst from was within this forest.
They also could have tracked our prints from the sky,
but I doubt they know where we are.” Frantically, Aid-
en pulled his boots on, ignoring the others. He drew
the cords tight but didn't bother tying. He jumped to
his feet and snatched his spellbook on instinct.

“Remember the flammable trees,” Raven whis-

pered back.
The skin was
off-white, sullied with dark specks like peppercorn,

The Iight tracked the tree canopy.

weathered by an uncaring nature. In the light from At-
tricana, Aiden could see bumps and curves rather than
jagged edges and cavities. It was as tall as Chen's bib-
lio but no wider than his kitchen. It moved slow but
steady and passed over them.

“Their technology could sniff us easily,” said Aid-
en. “Infrared, light amplification. They should see us.”

“It’s the forest,” answered Mahan. Disruption.

It’s blocking them.

“Then remain still,” Mischa grumbled. “Their
eyes can still see.”

“They are risking much,” said Mahan. “We

know they are still vulnerable. The more advanced the
tech, the easier it can fail.”

They all noticed the pussywillow catkin, each glit-
tering with their light, bluish sparks, not unlike the pri-
mary spell Aiden had kept with him. They emerged
from the trees surrounding the saint vessel and floated
upwards. While some were pushed aside by the air cur-
rents, others attached themselves to the underside of the
ship. As more followed, the Ilights on the saint vessel
began to flicker. The nearly soundless craft started to
lurch on one side. The ores spun in a spot, shifted rear-
ward, and the ship quickly ascended back into the sky,
vanishing into the night moments later.

The group stood in silence as the catkin fell back
into the trees.

“I guess they don’t like the saints either,” said
Mahan.

“Magic prevents mankind's retaking of the plan-
et,” said Raven, “and the artifacts we seek are the icons

of that. We will not see the last of them.”

They reached a fork just outside Antikari. The dirt
trail east would widen and become the Continental
Cross, connecting coast to coast. North led just out-
side Xixion, into Kannos.

“If we go alone, would we not be at risk?” Raven
asked.

“A quest requires risk,” Mahan replied. “Larger
groups equate a larger target. Mischa and I will travel
to Janoah. My king in Abidan is wise. If he held one,
he would reveal so if asked.”

“Assuming the trust of a king,” Mischa whis-

pered away from the conversation.
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“Savarice is noble,” Mahan snapped back,
“possessing proximity of blood unmatched. Ancestry
blessed by dragons.”

“I agreed as chaperon out of respect for you, not
your nation. Moreover, I hope to time our arrival with
one of those pagus attacks and join your knights on the
wall.”

“Regardless,” Mahan replied, “with opponents
on the hunt, it’s best we separate, at least initially. Aid-
en?” Aiden remained quiet, troubled by the abruptness
of the event. “Of come on, Aiden; you must have ex-
pected this. I know of your books. The fellowship al-
ways splits.”

“We’ve all accepted this reality, Mahan” Aiden

snapped, “but even taking those books into ac-
count, there are just as many tales where a party
divided fails. Besides, the Continental Cross tracks
through Abidan.

Where else are you going?

You don’t need the diversion.

Mahan smiled, realizing there was no need to
conceal the truth. “I know of a seer sitting atop of
Raunnis, the pagoda mountain in Kannos. It’s very
dangerous.”

“Why haven’t I read about this? Why didn’t you
tell me?”

“I’m not a walking encyclopedia, brother. Chen
reminded me of it, and we had been distracted of
late. Mischa and I discussed it last night. Besides,
1t’s mysticism, and you’re not interested in that.”

“If we are seecking augers and soothsayers,” Aid-
en interjected, “why not approach Ramkava?”

Raven rolled her eyes. “By the books, no,” she
spat out. “Cryptic and confusing, taking pleasure in
their puzzles, the talking stones would be a last re-
sort.”

“Agreed,” Mahan answered.

nent separation. When you find your answers, seek

“It’s not a perma-

Janoah. Regardless of who arrives first, the city will
embrace and protect you.”

As the horses pondered the direction their riders
would eventually beckon them to, Mahan held his
hands and whispered a prayer for Raven and Aiden.
Raven bowed and accepted it. Aiden also did so out
of respect for his friend but not his god.

“You may not thank god, so I shall do it for you,”
Mahan said.

Aiden fired back, “I thank you for all you have
done and will continue to do.”

“Keep to the main roads. Trust that custodian

blade by your side. Don’t be frugal and hitch on a
blimp made of stitched underwear. Have some class.
Enjoy it.”

“Thank you,” said Aiden. He brought his steed
closer. He held out a hand. Mahan accepted, placing
his other hand over his friend’s.

“Peace be with you in all your journeys, my
friend. May God guide you in ways where you don’t
have to Iisten. If you come to Janoah and see us miss-
ing, find the king. He will listen and believe you. Other
than that, do not wait.”

“Understood.”

Mahan looked to Raven and nuzzled his horse
alongside as Aiden orbited around to Mischa.

“Stay alive,” Aiden blurted out.



“FEasy,” Mischa answered. “Keep your head out
the clouds and out of fights. When in doubt, run. Make
that your motto and reputation.” They shook hands.
“Leave the glory to those who seek it. Take neither
trophies nor women. Heroes draw attention...Ill
proudly take that mantle.”

“Act a coward, be your advice?”

“Play your strengths,” Mischa responded, releas-
Ing his hand.

Mahan didn’t bother offering a hand to Raven.
He was quite aware damaskans had issues with physi-
cal contact.

“A safe journey back home, but do not stay.
This world and my life are richer with you in it,” Mahan
said. Raven broke from her shell. She reached across
and embraced him. Mahan held her. Her face cuddled
his collar, shielding her emotions from the group.

Mahan whispered so gently, only her ears could
hear.

“Keep your word. Keep him safe.”

“I swear,” she spoke softly back.

“God hears the whisper; I’ll hold you to it.” She
nodded.
swer more severely.” She coughed a laugh and with-
drew. He held her hand as he did all those he cared for.
“Don’t

die, el;” he said. He tapped his horse, and it began a

“And if anything happens to you, he will an-

She glanced at Mischa, starring back.

slow trot down the northern road.
“He’ll miss you,” said Mahan. Raven smiled.
The two sides pulled apart. Mischa was slow but
didn’t look back to check on Mahan. Mahan kept his
eyes on his friends. “He is right about one thing,” said
Mahan.

dies. Brave men live because they know when to run.”

“Pick your battles. A legend is so because he

“I will miss your speeches.”

“Goodbye, my friend.” Mahan pulled his mount
around and caught up to the ranger, though looking
back occasionally until the others were out of view
down the Cross. “I hope the best for him,” he said.

“Obviously,” Mischa answered, “the future of
the world depends on it.”

“I stress him,” he reaffirmed. Mischa gave him a
confused look. “I hope she lets him down easily.”

Mischa looked back down the road, but they
were gone. He started to put the facts together in this
mind. He had not thought of it. He was no eunuch.
Raven looked like the type sold to kings or barons in
exchange for prized land and houses—the youngest
virgin—the most exceptional beauty in the land. Dress

her in a petticoat, a ruftled blouse, headdress, cover the

entire affair in white lace and you would have a nubile
princess of unrivaled purity elder men would war over.

Mischa once had taken a liking to a noble daugh-
ter in Barbelos some years back, but after seeing how
hard it would be to unstrap her from the thirty-pound
crinolette around her waist, he wagered it wasn’t worth
the effort. “Even I didn’t notice that,” he said.

“His feelings or his chances?” Mahan asked.

“Anyone can read that man’s feelings. His loins
burned for her the moment I saw them...the two of
them, not his—”

“I got that, Mischa.”

“The only one not aware is her. For a custodian,
she catches very little. They would be truly horrible for
each other,” Mischa declared.

Mahan nodded.
think?”

“He’s neurotic, and she’s a basket case.”

“I know...wait, why do you

Mahan increased his gate to take the lead. “You
like them...don’t cover it.”

“What's your reasoning? Why do you think
they’re a doomed match?”

“They’re similar in the all the wrong ways.”

They rode quietly for a moment before Mischa
changed topics. “Did you call me articulate?” he asked.

“I did,” Mahan answered.

“Does that mean I move well?”

Mahan laughed. “This is going to be an interest-

Ing journey.”
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CHAPTER TWO

LIGHT

Look closer.

The light may shine bright, but it also can burn.
Forces alleging to speak for good claim Attrica-

n a , akin to heaven, substantiates their righteous-
ness. The truth pairs it closer to indifference; the light
is a manifestation of high entropy, of chaos, and pos-
sesses no fundamental intelligence, no drive or motiva-
tion other than those dictated by its fundamental na-
ture; change as a state of nature and the fundamental
diversification of life. The perceived malevolence of
the Black Gate is only due to the all-consuming intel-
lect trapped within it, and if Attricana has any such di-
recting influence for good, its hand is nearly impossible

to perceive. The same magical forces that brought

about the civilizations of dragons, fac and intelligent
animals also created abominations; in truth, most mon-
sters plaguing the heroes of this new fantasy world
emerged from Attricana and not Ixindar. Thankfully,
civilized nations are aware of the side effects of magic
and continue the crusade to rid the world of evil, no

matter the source.

All the information in this section is suitable for
player use, although the GM may choose to limit it in

her own campaign.



THE PEOPLE

Attricana promotes infinite diversity of life, with magic
providing runaway evolutionary pressure that can
change one species into a new one in the span of a sin-
gle generation. Even the prominent peoples of the
world are not immune to this influence, a fact oft-
bemoaned by the laudenians; whenever a fae popula-
tion expands into a new ecological (or even social)
niche, their fundamental nature changes — often by a
tiny, barely noticeable degree, but sometimes far more
dramatically. Evolved creatures generally don’t change
quite as extensively as the fae, but magic is unpredicta-
ble, and yesterday’s crawling beasts may become tomor-

row’s great civilization — or the next terrible monster.

CHAPARRANS

While more than 80% of all the world’s chaparrans re-
side in Canam, they are not exclusive to the region.
Nevertheless, they avoid global conflicts, preferring
their assumed role as the defenders of their natural
homelands. Other fae races contend the chaparrans are
obligated to involve themselves in the struggle against
the darkness. Like the laudenians, chaparrans prefer to
keep to themselves, and are rarely seen outside their
native habitats despite the rising threat across the globe.
Even in Southam, a region saturated with towering for-
ests, chaparrans refuse to involve themselves in local
conflicts.

One other obstacle, seldom discussed with outsid-
ers, is the desire of the chaparran nations (of which
Dawnamoak and Laurama are the largest) to ensure
their external facade remains unified. This has already
proven difficult given the philosophical divisions be-
tween the two dominant chaparran enclaves in Canam.
Even those populations are themselves divided into
numerous tribes with their own motivations and griev-
ances.

Dawnamoak only achieved its supremacy over a
large region after centuries of repressing a zealous group
of racialist fae, the Kobus, though the fanatics still re-
side in small pockets. Given that they are already the
most prone of all the fae species to devolution and di-
versification, the desire of the chaparrans to maintain
unity as a people is understandable — if they did not,
they might soon cease to be, their grandchildren evapo-

rating into the populations of nymphs, satyrs, dryads,

sylphs, centaurs, and other such flighty dionysiads.

In Southam, after observing the ethnic violence be-
tween tenenbri and narros, it was easy for chaparrans to
exclude themselves from all external affairs, resulting in
many ignoring both the awnee and humans. Where an
innocent interloper in Dawnamoak might become lost
in the shifting trees and be unceremoniously deposited
back at his starting point weeks or months later, an in-
truder in a chaparran-claimed Southam jungle might be
found a few days later, usually hanging on tree branches
over a span of several miles as a warning to others.

The only notable exception to chaparrans’ isolation
is the Kundalgoni—a network of platforms, trellises,
rope bridges and primitive cablecars scattered through-
out the forests of Southam as an early compromise with
the narros, enabling non-chaparrans to pass above the
forest canopy without interfering with the chaparrans’
territory. The Kundalgoni is utilized by virtually every
race save the tenenbri (who prefer to travel below the
surface, and whose subterranean tunnels that
acknowledge no nation’s boundaries are generally toler-
ated by the chaparrans except when they hamper the

growth of the forest).

CHAPARRAN ALTERNATE RACE
ADU BUSHMEN

RACIAL TRAITS

Average Height: 5’8" — 6’3"

Average Weight: 80-120 Ibs.

Average Starting Age: 100 years
Estimated Life Expectancy: 3,000 years

Ability Scores: +2 Dexterity; +2 Constitution or +2
Wisdom; -2 Charisma

Size: Medium; as a Medium creature, you have no spe-
cial bonuses or penalties due to your size.

Speed: 30 feet

Vision: Low-Light Vision (you can see twice as far as a
human in starlight, moonlight, torchlight, and similar
conditions of poor illumination. You retain the abil-
ity to distinguish color and detail under these condi-
tions).

Languages: Chaparra and one human language. If you
have a high Intelligence score, you can choose any
additional languages you want.

Racial Skill Bonuses: +2 Stealth, +2 Survival

Chaparran Weapon Proficiency: You are proficient
with all thrown weapons (daggers, clubs, shortspears,
spears, darts, javelins, throwing axes, light hammers,

tridents, shuriken, and nets).
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Predator: Whenever you are undetected by an op-
ponent (not in combat, or using Stealth in combat) your
speed increases by 5 feet.

Perfect Throw: When wielding a thrown, you may
use Dexterity as your primary ability for all attack and
damage rolls.

Long Shot: The ranges for any thrown weapon you
wield are doubled.

Surprisingly Resilient: While you are not wearing
heavy armor or carrying a shield, you gain a +1 dodge
bonus to AC and Reflex saves.

Throw Anything: The penalty to attack rolls when
throwing a weapon not designed to be thrown is re-

duced to -2 rather than —4.

Although the chaparrans are proprietors of the forests
and usually assumed to be exclusive to that domain, in
truth, their culture has learned to adapt to many envi-
ronments where wildlife is opulent.

Forests are not unbroken, often divided by rolling
hills and plains. Where the trees encircle these regions,
the chaparran bushmen emerge.

Despite being skilled in agriculture, the majority of
the Adu Bushmen are hunters, and skilled ones at that,
allowing their talents of brachiation to lapse in exchange
for virtual unrivaled stealth upon the ground. Although
the Adu are perceived to be less civilized than other
chaparrans given their nomadic nature—shifting to
track water and animal migrations—in truth the Adu are
generally less xenophobic, and it was they that persuad-
ed their kin into developing the Kundalgoni in
Southam as a way for them to reach out from their clois-
tered fields. And secluded they were, as visitors would
have to traverse often through hostile chaparran forests
to reach the more amicable bushmen within.

As a result, the Adu are extremely rare outside of
chaparran nations; know a male by his facial hair (a trait
virtually unknown among any fae), and know a female
by her extremely short hair (with many being as bald as

a narros monk).

CHAPARRAN TRAIT
SARWA'KHAN

Trait: Regional
Prerequisite: Chaparran; must be an Adu Bushman

BENEFITS
Class Skills:

(nature) as class skills.

You gain Acrobatics and Knowledge
Equipment: You gain one of the following weap-
ons—shortspear, spear, javelins, throwing axe, or tri-
dent.

Natural Hunter: Once a day, when employing a
thrown weapon against a target within 30 feet, repeat
making attack rolls until you hit twice or roll a natural 1.
If you hit twice, the attack is a critical hit. If you kill a
target with this ability, you can use natural hunter one

additional time that day.

Standing apart from traditional chaparrans, the Adu
Bushmen—a nearly isolated sect of an already insulated
people—have evolved many traditions and beliefs for-
eign to their brethren.

The Adu don’t swing across tree-tops; they don’t
The Adu wield

shorter-range weapons like spears and prefer stealth for

fire arrows at their targets from afar.

closer kills that eventually evolved into a branch of
chaparran martial arts exclusive to the bushmen, the
sarwa’khan.

Unlike other elvish military disciplines, sarwa’khan
possesses no flamboyance. Adherents do not fly or tele-
port or transform. The weapons they wield are remark-
ably primitive, though deadly in the hands of a trained
bushman.

The Adu focus on ground-based stealth in their
hunting practices, approaching as close as possible to
their prey before utilizing remarkable accuracy in their
weapons. This practice was originally developed in the
hunting of game, the Adu being carnivorous by prefer-
ence, though it didn’t take long for them to adapt this

technique against any opponent.



CHAPARRAN FEATS
GLIDE STRIDE

Prerequisite: Sarwa’khan
Benefit: Your speed is not reduced when moving
through difficult terrain.  When benefitting from
stealth, your speed is increased by 5 feet (this com-

pounds with the Predator racial feature).

HUNTSMAN

Prerequisite: Sarwa’khan

Benefit: All thrown weapons you wield have their
damage increased by one step (1d4 to 1d6 to 1d8 to
1d10). If you score a critical hit, increase the damage

dice by one additional step.

UNMATCHED ENDURANCE

Prerequisite: Sarwa’khan
Benefit: You can never be exhausted, only fatigued.
You only need to take 4 hours of rest to no longer be

fatigued.

CURSORIAL HUNTING

Prerequisite: Sarwa’khan, Unmatched Endurance

Benefit: Once per day, you can voluntarily gain the
fatigued condition to inflict one of the following effects.

Killing Stroke. Turn your last hit into a critical hit.

Predaror’s Step. As an action, gain a +1 bonus to AC
for 1 minute (10 rounds).

Scent the Prey. As an action, you gain a +1 bonus to

Attack rolls for 1 minute (10 rounds).

RARAMUNDI

Prerequisite: Sarwa’khan, Unmatched Endurance
Benefit: Once per day, when you are reduced to 0
hit points or less, you can take the fatigued condition

and gain 1 hit point as an immediate action.

DAMASKANS

Damaskans continue to expand their influence across
the globe, more likely due to their relationship with
humanity, but are few and far between in Southam.
Apart from the occasional wandering knowledge-seeker,
a few human, narros, and awnee communities harbor
small enclaves of plenary damaskans, though in Vanaka,
damaskans are enslaved. Without a dedicated commu-
nity of their own people like Damaska, Limshau, or the
smaller damaskan kingdoms of Canam, these damaskan
enclaves are largely integrated into the cultures that
shelter them (and many of the younger generations
even come to closely resemble their hosts, though they
largely remain genetically damaskan). They still cannot
avoid their natural tendency to act as record keepers,
and damaskans remain the uncommon archivists of
Southam, recording a history much of the rest of the
world is ignoring.

In the north and across the ocean, with the excep-
tion of several free houses and villages, most damaskans
share the singular drive to acquire and protect
knowledge, and despite leanings of individualism and
branches of distinct cultures breaking out on the fringes
of the largest damaskan kingdoms, they all believe
themselves one unified people. While they display an
almost human-like ability to diversify their culture
without devolving into distinct species or subspecies
like their cousins, their unifying factor is a peculiar
monomania, almost cult-like—though not worshipping
rather the principle that

a person or god, but
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knowledge, all knowledge, must be preserved. While
there is nothing sinister about this concept in theory, in
practice many damaskans place it above their own in-
stinct for self-preservation, putting themselves in dan-
ger rather than allowing a book to be lost.

Furthermore, not only does this preoccupation not
distinguish between useful and dangerous knowledge

(several fae libraries contain books that would be

banned and destroyed by even the most tolerant human
cultures), but they seem to value preserving the
knowledge over making use of it. Consequently, thou-
sands of tomes in the library cities have never been read
in this age (though they are meticulously catalogued for
the benefit of any who would /ike to read them), and
outside of their own particular disciplines of study,

many damaskans can be astonishingly ignorant.



DAMASKAN ALTERNATE RACE
PENEMUNE

DAMASKANS

RACIAL TRAITS

Average Height: 48" - 57

Average Weight: 70-100 Ibs.

Average Starting Age: 100 years
Estimated Life Expectancy: 1,500 years

Ability Scores: +2 Intelligence; +2 Dexterity or +2
Wisdom; -2 Strength

Size: Medium. As a Medium creature, you have no
special bonuses or penalties due to your size.

Speed: 35 feet

Vision: Normal

Languages: Damaskan, English. If you have a high In-
telligence score, you can choose any additional lan-
guages you want.

Racial Skill Bonuses: +2 Acrobatics, +2 Knowledge
(Al

Ambidexterity: The attack penalties for your off-
hand are the same as your primary hand for the purpos-
es of two weapon fighting or if forced to fight with your
off-hand.

Gravity Focus (Ex): As a free action, you are able to
enter a state of heightened awareness. You can do this
as many times a day as the higher of your Dexterity or
Intelligence bonuses.  Until the start of your next turn,
you gain the following benefits:

Increase your speed by +10 feet.

Gain a +5 bonus to Acrobatics and Climb
checks.

Gain a +2 bonus to AC and a +5 bonus to all
Ref saves.

Enemies gain no attack bonuses against you
from flanking, if on higher ground, or if you
are flat-footed, kneeling, sitting, or prone.

Mnemonic Library. If making a check to recall any
information regarding a past event you have experi-
enced (either directly or indirectly), you automatically
succeed. If you have not experienced the event as part
of your adventuring career and it makes no sense for
you to have experienced it as part of your background,
you can still make a Knowledge (history/local) check.

Synaptic Plasticity. Yes, that’s correct, you do gain a
+2 bonus to all Knowledge skill checks.

Tachygraphy: You can write any language you know

in damaskan orthoglossy, which can be written five

times faster than any other script (non-damaskans can
learn to read and write orthoglossy by learning
damaskan, but cannot learn to write it at full speed).
You can write any other script (except Pleroma) at
double speed.

Tactless: Damaskans are honest and speak often
without thinking. You suffer a -2 penalty to all Diplo-
macy checks against non-
damaskans.

Think Before Acting:

Your intellectual pursuits,
far from impeding your
have

combative edge,

only honed it. You may

use Intelligence as your
primary ability for attack

and damage rolls with all

ranged attacks. You can

also use Dexterity in

place of Strength when deter-
mining your Combat Maneuver

Defense
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It is believed damaskans and their obsession with re-
Elders

cared little for history, while damaskans feared to for-

cording knowledge emerged simultaneously.

get. While most damaskans possess a perfect memory
for their particular areas of interest, a few anomalous fae
possess true eidetic memories—absolute perfect recall
of everything they have ever experienced. Not only
that, but penemunes possess the ability to draw on the
history of those around them, similar to the document-
ed pseudo-scientific ability of psychometry or akashic
memory, though limited to living people.

"This recall must be voluntary, giving the penemune
access to the history of anyone willing to share. Com-
bined with their total recall, it is no wonder other dam-
askans consider these rare fae living archives, libraries
contained in a single person.

Despite attempts at replicating this ability through
training, it is clear a penemune can only be born, and
such a creation has only been recorded in the new age,
making this subrace one of the youngest and rarest in
the world.

Another curiosity comes from their parentage—a
penemune can only result from a union of a damaskan
and a human or a damaskan/human half-fac. Despite
physical inheritance verifying genetic similarity with
the human parent, a penemune is entirely damaskan,
possessing no half-elf characteristics. Although dam-
askans as a whole are generally agnostic, and religious
practice is rare in their communities, there are a few in

Limshau who consider these individuals blessed.

GIMFEN

Gimfen began existence as playful tricksters, tolerated
in a greater society that found little use for them. Even-
tually, gimfen found focus as spies and architects, pos-
sessing an aptitude for engineering that even the narros
lacked. As their numbers grew, gimfen managed to
fashion their own culture, an amalgamation of the ones
they were scattered within.

It wasn’t until the new age did they discovered their
true calling, accentuated by their interactions with hu-
manity and their evolutionary drive to improve and ex-
pand. It was not a unanimous shift, with many gimfen
keeping to their agrarian roots, breaking from their cul-
ture when the call came to fill the role as assassin, spy,
or burglar.

For others, it was the engineering aptitude that

tempted them to full-on embrace technology, a concept
virtually foreign to all fae. Gimfen not only could un-
derstand the technology of man but expand on it quick-
ly, creating what was needed in any situation and do so
faster than the humans that bestowed the knowledge in
the first place. It’s a perplexing ability—being able to
adapt existing technology to meet any need while being
unable to see that need until it is brought to their atten-
tion. Where humans don’t exist, gimfen never realize
their full potential regarding technology.

In Southam, the gimfen number less than a thou-
sand, with the majority residing in the Ouroboros—Iess
a town and more of a mobile strong point. The colossal
walking castle strides over forests and mountains, seek-
ing resources and evading predators. Occasionally, it
parks for years at a time until needing to uproot. No
native gimfen claims to know why such a monstrosity

was built, only that they were the ones that built it.

GIMFEN ALTERNATE RACE
PYGMAE GIMFEN

RACIAL TRAITS

Average Height: 3'3” — 4'3”

Average Weight: 40-60 Ibs.

Average Starting Age: 30 years
Estimated Life Expectancy: 500 years

Ability Scores: +2 Wisdom; +2 Charisma or +2 Dex-
terity; -2 to Constitution

Size: Small. As a Small creature, you gain a +1 size
bonus to Armor Class, a +| size bonus on attack
rolls, a -1 penalty to your Combat Maneuver
Defense, and a +4 size bonus on Stealth checks.

Speed: 25 feet

Vision: Normal

Languages: Damaskan and one human language. If you
have a high Intelligence score, you can choose any
additional languages you want.

Racial Skill Bonuses: +2 Bluff; +2 Escape Artist

Appetite: Pygmae possess multiple stomachs, and
their digestive systems are capable of breaking down
cellulose, as ruminant animals do. While you cannot
subsist on cooked or processed food, you can sustain
yourself on any sort of plant matter, including grass and
bark. You also possess very strong teeth, granting you a
natural bite attack (inflicting 1d4 damage) if you don’t
mind the taste of your target.

Just There:

once a day, you can spend an action to teleport up to 30

As long as no one is looking at you,



feet. You cannot use this feature during combat unless
you first make a Stealth check to hide. Your destination
also cannot be in view of anyone. You must be able to
see the destination.

Magical: Unlike other gimfen, you generate an
EDF, and thus cannot hold technology without it dis-
rupting.

Mole:
getting your fingers dirty. You possess a burrow speed
of 10 feet.

additional movement.

You can vanish into the dirt without even

You can also squeeze without sacrificing

Size: On average, pygmae gimfen are between 6
inches and a foot shorter than normal gimfen. Your size
is still Small.

Tiny Frame: You suffer a -4 penalty when attempt-
ing a bull rush against targets bigger than you.

Lithe and Irritable: Size is not an obstacle to you in
a scrap. You may use Dexterity as your primary attrib-
ute for attack and damage rolls with all melee attacks.
You can also use Dexterity in place of Strength when

determining your Combat Maneuver Bonus.

As gimfen embrace machines in increasing quantities,
the number of bucolic gimfen has justifi-
ably decreased, likewise has a veiled
offshoot of the gimfen rarely encoun-
tered in the world, the pygmae.
While most gimfen share
similar physical features and

at-

tributes, defining them as gimfen, pygmae differ to
such a degree as to almost classify them as an entirely
different branch. Several details keep them with the
gimfen species: first, the pygmae do not exist in any
significant numbers and in no noticeable concentration
to develop their own culture. Second, while they ap-
pear naturally and consistently among the gimfen popu-
lation as an offshoot race would, there is no discernable
pattern to their birth rates other than they occur roughly
15% more often in technological communities than
agrarian ones. Third, an important part of the gimfen
religious tradition is that Mecha’s blessing prevents
them from ever spawning an offshoot race, and such the
gimfen themselves would never consider the possibility
that pygmae are a completely new species.

Alas, because of the pygmae characteristics, they
and their families are usually swiftly banished (as kindly
as possible) from technologue communities because
unlike traditional gimfen, pygmae do disrupt technolo-
gy. Even agrarian communities with a vested interest in
attracting techan attention prefer to keep pygmae away,
such that they usually find themselves settling in small-
er agrarian communes or even the occasional all-pygmae
village.

A pygmae is one of the few species of fae

that closely resembles its mythological

counterpart. They are smaller than

traditional gimfen and posses abilities
wholly unique to them, many of
which resemble many of the abilities
inherent of the romanticized gnomes

of Earth literature.

23



24

CHAPTER TWO: LIGHT

GIMFEN FEATS
SUBTERRANEAN

Prerequisite: Pygmae
Benefit: Your burrow speed increases to 30 feet, and
your teleportation increases to 60 feet. You can use

your Just There ability twice a day

DOVE

Prerequisite: Any gimfen

Benefit: Until you make an attack roll or use an of-
fensive spell or effect, you gain a bonus to AC equal to
half your Reflex save bonus. Once you lose this bonus,

you do not regain until a new day.

TAO

Prerequisite: Any gimfen, Dove

Benefit: Each time an enemy attempts an attack roll
against you, you gain a +1 bonus to your next attack roll.
This bonus is cumulative until you make an attack roll,
after which the bonus is lost until you finish a short rest.
If your attack roll with this bonus is 20 or higher, it is

considered a critical hit.

ABSOLUTE

Prerequisite: Any gimfen, Tao
Benefit: After initiative is established, until you
make an attack roll or use an offensive spell or effect,
you gain DR/10 Magic.

you roll for initiative again.

LAUDENIANS

There is sufficient evidence among ground-dwellers

You regain this ability when

that laudenians exist. Their floating city, reputed to
resemble the crystal spires of far-future science fiction
more than the filigreed elven cities of fantasy, is less
widely accepted. The laudenian sky network is widely
known ofamong regular dirigible travelers, albeit most-
ly as a distant glimpse at the edge of sight. No-one
knows for sure just how many of these sky-keeps there
are throughout the world, nor the true size of the fleet
of airships that plies the aether between them. The
laudenians aim to keep it that way.

The laudenian species is doomed, and every one of

them knows it. As the race closest to the elder fae, they

are the most prone to degradation. Their only hope to
preserve the species is to avoid contact with other envi-
ronments that might force them to change, and avoid
entanglements with lesser fae peoples who could tempt
them to debase their rarified blood.

As a result, they prefer to remain aloft in airships
and floating keeps, invisible from the ground. This
network is far more extensive than most are aware of,
thanks to illusions that disguise the towers as clouds or
even part of the sky from the ground.

As more non-laudenians take to the skies through
technology and magic, the more is revealed of true ex-
tent of the network. Some believe that the Brigadoon-
like concept of Laudenia itself, reputedly anchored
somewhere in the Nankani Mountains, is merely a ruse
to distract ground-dwellers.

Of course, Laudenia does actually exist, and usually
can be found in approximately the position legend re-
putes, explaining why the densest concentration of the
sky network is found in the skies over Canam. But not
even the laudenians would be able to say for certain
that it is truly the greatest wonder of the skies.

Rumor has it that the laudenians themselves have
their own legend of a mythical hidden kingdom, similar
to the human Shambhala, El Dorado, or Avalon.

The laudenians call this place Selmana, or “pure
land.” Although they believe it floats somewhere in the
north, neither human nor elf has ever found it. As for
who lives there, laudenian myth asserts they are titans.
‘This appears unlikely, but thanks to the massive dis-
ruption field that flows above the Chronzia glacier, no
mechanical flying craft has ever been able to penetrate
the far north to find out.

Laudenians are rare to find on the ground, and even
rarer to find outside of Canam. Sightings of them in

Southam are virtually nil.

LAUDENIAN TRAIT
SURA

Trait: Supernatural
Prerequisite: Laudenian; must be at least 1,000
years old.

Avrah: You are immune to the sickened and nause-

ated conditions.

Laudenians are assumed to live forever, barring acci-



dents, and the oldest have soaked up so much of At-
tricana’s energy over their lifetimes that they attain un-
rivaled magical abilities. The most respected of these
laudenian elders are given the title of sura, and are all
but revered as sacred beings. No blessing or ceremony
is involved—just a consequence of magic coupled with
time.

Laudenians altered by magic to the extent of being
called a sura are often respected in the community.
They are assumed to be sacred, already respected given

their age.

LAUDENIAN FEATS
AKANA

Prerequisite: Sanis
Benefit: You gain DR5/piercing. As long as you are
conscious, you never suffer damage from a fall. You can

never accrue corruption from Ixindar.

ATIPO

Prerequisite: Sura
Benefit: You are immune to any effects that can
cause you to be charmed or frightened. You have ne-

crotic resistance 10.

SUDRA
Prerequisite: Atipo
Benefit: You possess DR5/slashing and poison re-

sistance 10.

SANIS

Prerequisite: Sudra
Benefit: You gain true secing, as the spell of the
same name, up to 20 feet. This effect cannot be dis-

pelled.

NARROS

As a rule, the narros view the world in black and white.
People are either friends or enemies, and strangers are
all pending judgment. This has resulted from thou-
sands of years of conflict, with the narros assuming the
roles as the peacekeepers of Attricana. Outsiders are
kept at a distance to ensure the safekeeping of those
requiring protection. Even in Canam, where most nar-

ros are not under constant threat of invasion, they still

train massive armies and build their cities to resist a
siege, almost as if the narros expect a call to crusade at
any moment from some higher power and never want to
be caught unprepared.

In Southam, there is no false menace looming
around, no spurious cause to form armies and castles;
the narros are categorically under threat from enemies
seeking their destruction. Cities have fallen. Battles
have been lost. Southam is gripped in a holy war be-
tween narros and tenenbri, fighting over cities, relics,
land, traditions, and simple spite.

The conflict tracks back to before the return of mag-
ic, back when fae reigned uncontested on the planet.
The narros controlled the westernmost of the conti-
nents that became North America, which they called
Geno Terrane; the tenenbri had Antarctica, or rather
the lush and fertile land of Antumbra. Between these
two territories lay the holy land of Cratonis—South
America—and the divine city Antok, sacred to both
peoples. A dispute over a fundamental law of their faith
resulted in a religious schism, which in time became a
military campaign by both races to control the land: a
conflict the tenenbri eventually won.

After the return of magic, the tenenbri found their
homeland frozen over, resulting in their pilgrimage to
Southam, and old conflicts resumed. History quickly
repeated itself and the narros, accustomed to open field
combat, could not establish a defense against the para-
military tactics of the tenenbri. One by one, the narros
cities fell, later appropriated by the emerging new spe-
cies in the region, the awnee. The narros, by nature
stubborn and implacable, refused to simply abandon
their crusade.

Instead of immigrating to the north, where the
tenenbri have little presence, they gathered all their
remaining defenses around their last great city: Antok
itself,t preserved by some miracle through the vast
epochs since the Cretaceous period. Ultimately their
dedication created a new breed of narros, hardened and
unsentimental, loyal only to the cause commanded by
the faith.
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NARROS TRAIT
IRON CORE

Trait: Race
Prerequisites: Narros

BENEFIT

Hematite: Your speed is not reduced when moving
through difficult terrain, and you gain a bonus to your

hit points equal to twice your Constitution modifier.

The most common derogatory demonym for the narros
is ‘stonebones,” which while descriptive of their legend-
ary resilience, is not strictly accurate — in fact, their skel-
etons are laced with metallic compounds that render
And while fae

are normally immune to such evolved concerns as can-

them almost completely unbreakable.

cer, those narros whose lineages are well on the road to

anathema are prone to a particular malady in which
these metallic cells grow uncontrollably.

Although initially beneficial, this can in time threat-
en the life of the narros as metal spurs are forced out-
ward through her flesh, like the rocky growths on og-
graks and chiggoths. Eventually, the bones begin to
fuse together, turning the soon-to-be-dececased narros
into her own funeral statue. However, before such a
fate, a narros does benefit from increased durability,
creating ecither an unstoppable force or an immovable
object. The iron core narros is a disease, but it is a dis-

ease many narros allow to propagate.

NARROS FEATS
CHAMOSITE

Prerequisite: Magnetite

Benefit: You gain a bonus to your hit points this



level equal to your Constitution modifier, and you gain
a damage bonus with melee attacks against incapacitat-

ed targets or immovable objects equal to your level.

DOLOMITE

Prerequisite: Chamosite
Benefit: You also reduce all bludgeoning, slashing,
or piercing damage you take by 2.

IRONSTONE

Prerequisite: Dolomite
Benefit: You gain DR5/Magic

MAGNETITE

Prerequisite: Iron Core

Benefit: If you spend a standard action to plant your
feet, until you move on your own accord, you cannot be
moved by any sort of forced movement unless it affects
the ground under you. If an enemy attempts to shove

you, your roll to resist is always a 20.

NARROS PRESTIGE CLASS
NARROS KUGADA

To be a kugada equates to being a loyal knight of the
narros faith, a zealot of Oaken. All that matters is the
campaign. A kugada is a crusader, a cavalier, having
sworn fealty to not just the royalty of narros, but to the
edicts of the narros core belief system. As a conse-
quence, the kugada can suck the life out of a party.
The prouder members attempt to convert those they
meet, while the dogmatists among those find heathens
aplenty worthy of judgment. There are always excep-
tions, and the further a kugada is found from Antok, the
more civil they tend to be to outsiders. These are hard-

line narros.

BASE

ATTACK
BONUS

FORT
SAVE

REF

Outside of their combat skills, the kugada are fa-
mous for their views regarding narros exceptionalism.
The kugada generally endorse and spread the edict that
narros are defenders of Attricana—fundamental guardi-
ans of light—and thus possess a manifest destiny that
the narros will replace the laudenians as the respected
elders and moral center of all fae. It is believed an or-
der of human crusaders, the Knights of Myre, replicate
the kugada doctrine though take the extremism to a
more corruptible level.

Hit Die: d10.

REQUIREMENTS

To qualify to become a narros kugada, a character
must fulfill all the following criteria.

Race: Any narros

Base Attack Bonus: +6

CLASS SKILLS

The kugada class skills (and the key ability for each
skill are Climb (Str), Handle Animal (Cha), Intimidate
(Cha), Perception (Wis), Ride (Dex), Survival (Wis),
and Swim (Str)

CLASS FEATURES

Arrogant Smite (Ex): At 1st level, once a day, when
a kugada hits a creature with a melee weapon attack,
she can elect to judge that creature “unclean” or
“unworthy,” and deal an additional 2d8 damage match-
ing the damage type of the weapon.

Arrogant Smite’s damage or uses per day increases
every second level (see table), finally culminating at
10th level at 5d8 and 4 times a day.

Ego Drain (Ex): Starting at 2nd level, you believe
yourself the face of your crusade. You may be physical-

ly short, but your ego strides like a giant. You have de-

SPECIAL

| Arrogant Smite (2d8, |/day)
2 +2 +1 +1 +1 Ego Drain

3 +3 +2 +1 +1 Arrogant Smite (3d8, |/day)
4 +4 +2 +1 +1 Order of One

5 +5 +3 +2 +2 Arrogant Smite (3d8, 2/day)
6 +6 +3 +2 +2 Holy Punisher

7 +7 +4 +2 +2 Arrogant Smite (4d8, 2/day)
8 +8 +4 +3 +3 Zealous Rage

9 +9 +5 +3 +3 Arrogant Smite (4d8, 3/day)
10 +10 +5 +3 +3 Arrogant Smite (5d8, 4/day)
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veloped a bit of a superiority complex, and it reflects on
those around you. If you and at least one ally within 10
feet are targeted by an effect that grants a Will saving
throw, you gain a +10 bonus to the roll, and your allies
suffer a =5 penalty.

If there is no ally nearby to look good in comparison
to, you gain no benefit. You can attempt to suppress
this feature for up to one hour a day.

Order of One (Ex): At 4th level. each time you kill
an opponent, you either gain temporary hit points equal
to the maximum value of your hit die or gain one addi-
tional use of Arrogant Smite that day.

Holy Punisher (Ex): Once per day, starting at 6th
level, you can use a Standard action to select one oppo-
nent that can see you and understand you. Your critical
threat range increases by 2 against the target until the
target is killed or you inflict at least two critical hits.

Zealous Rage (Ex): At 8" level, as a standard action,
you can let out a ferocious yell to gather the eyes and
shudder the hearts of those around you. All opponents
within 30 feet of you must succeed on a Will saving
throw (DC 15 + your Charisma bonus) or become fright-
ened for 1 minute.

A creature can repeat the saving throw at the end of
each of its turns, ending the effect on itself on a success.
If a creature's saving throw is successful or the effect
ends for it, it is immune to your zealous rage for the

next 24 hours.

PAGUS

The accepted belief from most people is that the pagus
represent a unified threat spilling into Canam from an
isolated region in the north. With mountains and rough
water holding them back, the pagus can only attempt an
extensive northern route through bitter cold or the
more direct route over the Tethuss bridge (closed on
one side by the city of Janoah in the nation of Abidan),
which the pagus have attempted to assault on more
than one occasion. Isolated and with few threats, the
pagus are believed to be an unchecked epidemic that
may burst from its borders and sweep the continent.
Unknown to the rest of the world, the pagus popula-
tion, although high, has been kept from achieving this
perceived inevitability by internal conflict. When de-
nied opposition, pagus inevitably turn on each other.
Racial unity is discarded in favor of tribal allegiances;

tribes under the thrall of jealous dragon lords fight each

other for their masters’ amusement, while the mysteri-
ous shemjaza urge their slaves to cull the weak among
them through constant battle.

Combine civil unrest with an already hostile species,
and it’s no surprise north of the Tethuss bridge is un-
known territory to the rest of the world. In truth, the
region is as colorful and as dynamic as any other. The
pagus are not constant in their dispositions, with some
almost respectful to outsiders. The conflict between
tribes is not always triggered from barbaric impulsions
or primal desires, with several pagus actively working
against their people to prevent the holocaust caused by
a wave of their kind slaved behind dragon or shemjaza
control.

Pagus are not found in any great numbers outside of
Apocrypha and Kakodomania, their spread south and
west from the site of the Black Gate being blocked by
holy dragons. A few shemjaza expeditions to Southam
have been rooted out and destroyed by tenenbri inquis-
itors, but by and large the forces of Mengus are content
to leave Southam to its own doom.

Note: 'The adventure at the end of this book in-
volves heroes traveling north of Tethuss, making pagus

PCs a definitely viable option.

PAGUS TRAIT
KROSS PHANATIK

Trait: Race
Prerequisites: Pagus

BENEFITS

Equipment: You gain a copy of The Atonement of
the Fire, one martial melee weapon, a set of low-quality
clothes.

Self Control:

and struggle to maintain that steadiness both internally

You have found balance in yourself,

and in the actions you take. Each day that passes that
you remain free from evil is another victory, and one
step closer to inner peace. It’s not enlightenment you
seek, but rather that which so many others flaunt, self-
discipline. Eventually, you will seek no higher authori-
ty, only bending a knee to those earning your loyalty
through actions in line with your own. It’s not about
anarchy—it’s about the freedom to choose your own
path. You gain a + bonus with saving throws against

attempts to control or influence you, like charm or even



Intimidation checks.

Not all pagus desire to let their primitive emotions pos-
sess them. In several villages, wisdom is not a trait one
is blessed with, but rather a state one must practice cul-
tivating. Like a muscle that must be trained to be
toughened, only by acts and repeated habitual patterns
can a pagus learn civility. Shockingly enough, when
given the option, many pagus embrace this path.

It’s believed by even outsiders that the pagus are
considered a failed species by those that corrupted
them. They are cannon fodder, worth only as much as
the weapons they carry. Although their emergence
came from the corrupted whisper of Ixindar, their bod-
ies and perhaps even their souls still retain a small sliver
of the chaos that created their ancestors.

Manifesting as a whispering madness
when pagus are uncontrolled, this can
send the pagus in one of two direc-
tions: into further insanity if led by
one equally broken, or into a
stupor, acting as machines
loyal to a superior intelligence,
though this assumes the mas-

ter as evil. If pagus are

presented with a principled and just leader, these same
traits can easily find themselves carried downward.

This has come to pass in several pagus villages in
Apocrypha. The most known is Axum Uruk, author of
The Atonement of the Fire, detailing the path of en-
lightenment for pagus still under control of Ixindar.
Axum wishes to free all pagus from any non-pagus con-
His

disciples are mostly clustered around the north side of

trol, believing his people can govern themselves.

T'ethuss, warning Abidan of impending attacks. Unlike
other pagus, Axum knows of a safe route through the
west and has sent pilgrims to ensure the survival of his
cause, though often, these pagus are assumed a threat
and eliminated. Only time will tell if his doctrine takes

root.
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PAGUS PRESTIGE CLASS
MONGER

At every moment within the mind of a pagus, the cor-
ruption of Ixindar fights against the natural chaotic
tendencies of Attricana. Ixindar often takes the high
ground, though it can never full snuff out that final
spark of chaos. The result is a creature barely in control
of its impulses until set loose. Conditioning from more
powerful minds has kept them in check, but when that
switch is flipped, step back. The monger is a term giv-
en to those pagus firmly locked into the abovemen-
tioned brainwashing. Whether the pagus has broken
free from bondage, or whether attempting redemption
or not, the switch never vanishes once implanted.
Hit Die: d10.

REQUIREMENTS

To qualify to become a narros kugada, a character
must fulfill all the following criteria.

Race: Any pagus

Base Attack Bonus: +6

CLASS SKILLS

The monger class skills (and the key ability for each
skill are Climb (Str), Handle Animal (Cha), Intimidate
(Cha), Ride (Dex), Survival (Wis), and Swim (Str)

CLASS FEATURES

Flipped (Ex): At first level, the monger can, after
rolling for initiative, enter her conditioned battle mode,
achieving one rank. Each time the kugada starts a turn,
she increases her rank by one, and this continues at the
beginning of each turn until the end of combat.

The maximum rank achievable is determined by the

kugada level. The kugada cannot prevent a rank from
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occurring—only ending combat will end the effect.

Rank 1: Gain a +1 bonus to damage with all melee
and ranged weapons.

Rank 2: Gain a +1 bonus on the first attack roll of
this turn.

Rank 3: The damage die of any weapon wiclded
increases by one step (1d4 to 1d6 to 1d8 to 1d10
to 1d12).

Rank 4: Gain 5 temporary hit points.

Rank 5: Gain a +2 bonus on the first attack roll of
this turn (+3 total).

Rank 6: Gain a +5 bonus to speed.

Rank 7: Re-roll all 1s and 2s on damage dice.

Rank 8: As a swift action at the end of this turn,
make a single melee attack against the closest
target, enemies first—allies second.

Rank 9: If the kugada rolls the maximum result on a
damage die with a melee or ranged weapon, roll
that die again and add the result to damage. This
can only occur once per hit.

Rank 10: Regain 6d6 lost hit points once on the turn
this rank is unlocked.

Rank 11: The first time the kugada hits with a non-
critical melee or ranged attack this turn, she can

turn it into a critical hit.

PAGUS FEATS
PLACID

Prerequisite: Kross Phanatik

Benefit: While others fight with primal ferocity, you
do so with calm and mindfulness. On your turn, you
can enter a state of serenity as a swift action. While in
this state, you gain the following benefits:

You gain a +2 bonus with Wisdom-based skill

checks and Will saving throws.

The first time you make any attack against an ene-

SPECIAL
Flipped (Rank | & 2)

I

2 +2 +1 +1 +1 Flipped (Rank 3)
3 +3 +2 +1 +1 Flipped (Rank 4)
4 +4 +2 +1 +1 Flipped (Rank 5)
5 +5 +3 +2 +2 Flipped (Rank 6)
6 +6 +3 +2 +2 Flipped (Rank 7)
7 +7 +4 +2 +2 Flipped (Rank 8)
8 +8 +4 +3 +3 Flipped (Rank 9)
9 +9 +5 +3 +3 Flipped (Rank 10)
10 +10 +5 +3 +3 Flipped (Rank 11)




my, you gain a +2 bonus to attack.

You have resist 5 fire, acid, and electricity.
This state lasts for 1 minute. It ends early if you are
knocked unconscious or suffer damage. You can use
this ability a number of times a day equal to your Wis-

dom modifier.

SERENE

Prerequisite: T'ranquil

Benefit: While in your calm state, you gain the fol-
lowing additional benefits:

You gain a +5 bonus to AC against ranged weapon

attacks (this does not stack with the +1 bonus from

T'ranquil).

You gain a +5 bonus to speed.

TRANQUIL

Prerequisite: Placid

Benefit: While in your calm state, you gain the fol-
lowing additional benefits:

You automatically pass all Will saving throws.

You attack bonus against a new enemy increases to

+4

You gain a +1 bonus to AC.

TENENBRI

Despite the desire for all self-aware beings to achieve
internal psychological consistency, the opposite occurs
with the tenenbri. A plague of cognitive dissonance has
permeated their society. There is the state which is
natural to them, and there is the condition imposed by
the ruling class.

Originally a damaskan offshoot, the magic that creat-
ed the tenenbri robbed them of sight but enhanced
their other senses in exchange. Loud noises do not
deafen them; indeed, the echoes help them perceive
their underground world more clearly. Their senses of
touch and smell are also superior, though the latter is
only marginally better than most other fac. Conse-
quently, tenenbri are by nature far more empathic than
most fully sighted beings; they can literally read the
state of a person’s emotions via pulse and heartbeat,
perceiving subtle changes in stance, body temperature,
and pheromone release.

This empathy occasionally can prove overwhelming

to a tenenbri, and they become incentivized to migrate
towards happier people or those whose emotions are
passionate without being overly negative. At the same
time, the way their biology treats texture the same way
a sighted person would regard color leads them to ap-
preciate a variety of sensations, including many that
others would consider unpleasant, leading them to seek
out new experiences, to not only be welcoming, but
encouraging of differences. This attitude runs in con-
tradiction to the tenenbri’s current dogma of insular
conformity, and leaves them deeply neurotic as a spe-
cies.

"This hypocrisy has remained ingrained in the tenen-
bri culture for so long, tracking back to before their rec-
ords began, that it is believed by outsiders (including
excommunicated tenenbri) that the psychological stress
of resisting natural instincts has now become part of the
tenenbri’s biological makeup. Modern tenenbri have
been known to lash out capriciously when forced to
acknowledge their natural behavior, almost like an en-
tire race of people has been brainwashed.

This dissonance came about some ten thousand
years before the first conflict between the tenenbri and
the narros, when the ruling class of tenenbri, an assem-
bly of female elders known as the Domme, employed a
cult of personality to convince their subjects that once
accepted behaviors were unnatural; that, in fact, these
behaviors were aspects of an ancestral sin the tenenbri
perpetrated against their god, Oaken. Such sin is con-
tracted rather than committed, and only by following
“The Line” (edicts put forth by the Domme) can a
tenenbri be “pure of state” and free from the sin’s influ-
ence.

The Domme utilize their fanatical caste, the
“Pel’cato” to induce compliance with those below, a
successful practice given their ironclad control of the
majority of all tenenbri. The exodus further height-
ened this, as all surviving tenenbri appeared in the same
place, allowing the Domme to exert control without
having to reach beyond the mountains and caves they
found themselves in.

As predicted, exceptions occur, and when tenenbri
are raised outside of their kingdom of Vanaka, their nat-
ural behavior emerges (though prior psychological stress
can still linger). The clearest example of this manifests
in Sharajaclypse, an ostracized tenenbri mistress with a
growing community of outcasts and freeborn tenenbri

that are encouraged to follow their natural behavior.
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Though the Domme would love to declare her teach-
ings heretical, Sharajaclypse has one inconvenient ad-
vantage; she is one of the dragon-touched blood rovyals,
a title no mistress in the Domme can boast. Acting di-
rectly against her would be dangerous at best and cata-
clysmic at worst for their control over tenenbri society.
However, since Sharajaclypse and her people account
for less than 0.01 percent of the tenenbri, for the most
part they can be safely ignored.

In Vanaka—the kingdom of tenenbri—the Domme
continue their crusade of nationalism, creating conflict
with nearly every race in Southam, with their worst ene-
my being the narros of the kingdom of Axom—
Southam’s narros being equally religious, jingoistic, and
almost equally racist. Their conflict tracks back longer
than anyone alive can remember but has since devolved
into a race war where all political or religious motiva-
tions, previously the solitary source of the conflict, are
now only used as pretexts. The narros still claim the
conflict is a holy crusade, but the tenenbri have more or
less abandoned the claim except for formal purposes—
ironic, considering that they were the ones who started
it over a claim of religious persecution. But where Ax-
om can call on reinforcements from across the world
(and thus have an interest in claiming the moral high
ground in order not to dissuade their less beleaguered
cousins from getting involved), nearly all tenenbri live
under the Zoic Mountains in Southam, and could not
rely on any assistance from outsiders even if they want-
ed it. Thankfully for the tenenbri, the perils of travel
between Canam and Southam by both land and water
make a major influx of northern crusaders unlikely.

In open combat, even against superior opposing
numbers, the narros seldom lose. The tenenbri achieve
victory by never facing their enemies in the field. They
employ guerilla tactics, sabotage, and assassination,
breaking up disciplined lines and shattering enemy mo-
rale before driving them to retreat through tunnels
laced with magical traps. Although tenenbri possess
legendary swordsmen, these warriors are few and fo-
cused on individual dueling rather than mass combat.
Tenenbri wage open war only when no other options
are available, and this usually results in a pyrrhic victo-
ry. As long as the narros remain behind the impenetra-
ble walls of Antok, the tenenbri may never achieve total

victory.

TENENBRI ALTERNATE RACE
SHALEN TENENBRI

RACIAL TRAITS

Average Height: 4'5”-5’3”

Average Weight: 50-75 Ib.

Average Starting Age: 55 years.
Estimated Life Expectancy: 500 years

Ability Scores: +2 Wisdom; +2 Charisma or +2
Dexterity; -2 to Strength

Size: Medium. As a medium creature, you have no
special bonuses or penalties due to your size.

Speed: 35 feet

Vision: Blindsight 100 feet

Languages: Tenenbra. If you have a high Intelligence
score, you can choose any additional languages you
want.

Racial Skill Bonuses: +2 Perception, +2 Sense Motive

Amalgamate: As an action, you can perfectly merge
into the landscape. As long as you are in contact with a
surface and are in dark or dim conditions, you can use
an action to perfectly blend into your surroundings.

You are not invisible, although you are very hard to
see; you can attempt a Stealth check even if the target
can see you. Your location can still be detected by any
noise you make.

Amalgamate lasts until you move; in which case, you
become visible at the end of your turn. After this effect
ends, you cannot use it again that day. Ordinary
darkvision (supernatural or infrared-based) does not
negate this ability, but darkvision that is based on ultra-
violet imaging (such as some forms of night-vision gog-
gles) do.

Blindsight: You possess blindsight to 100 feet. You
cannot read with blindsight, but you can read Pleroma--
its glowing words illuminate even those who cannot see.
You cannot be subjected to gaze or blinding attacks and
you suffer no penalties from displacement or any other
effect that produces a visual illusion. You can still be
subjected to deafening attacks. Any of the following
conditions reduce the blindsight range to 30 feet: being
on a mount, being in the air or on a boat, or sleeping.

Crawler: You gain a Climb speed of 30 feet.

Zatou: Blindness might hinder swordsmen of anoth-
er kind, but never you. You may use Wisdom in place
of Strength for attack and damage rolls with any melee
weapons. You may also use Wisdom in place of
Strength when determining your Combat Maneuver

Bonus and Defense.



The anathema of tenenbri are known as kythix—
hideous creatures prowling caves and feeding on any-
thing they can detect with their enhanced senses. It
has been postulated this descendant species came about
as the internal conflict between desire and edicts tore
tenenbri souls apart, although this is unlikely as the
kythix emerged before the Domme took power. How-
ever, the psychological discord the Domme imposes can
inflict lasting damage, and the shalen are believed a
result.

Though sane, shalen are slightly unbalanced and
exhibit certain features reminiscent of their more mon-
strous descendants. Shalen are adept in the darkness,
able to vanish even in the faintest of shadows. Consid-
ered the greatest assassins of the tenenbri, shalen can
remain unmoving for hours if not days until a target
moves close. Understandably, shalen are rather anti-
social. Although their differences from normal tenenbri
are rooted in their psychological rather than their physi-
cal environment, it still changes their fundamental
forms, in much the same way that divergent species and
anathema emerge; it’s entirely possible that indoctrina-
tion, mental reprogramming, and/or mind control may

be altering a fae physically.

TENENBRI TRAIT
VANAKA NATIONAL

Trait: Race
Prerequisites: Any tenenbri from Vanaka

BENEFITS

Cognitive Scarring: Irrespective of your opinions on
it, you have been instructed since birth to believe your
natural impulses flawed, the result of an ancient sin
inherited through your heredity. As you attempted to
suppress this instinct (regardless if you still are), your
mind formed barriers to prevent psychological distress,
These blocks have

the fortunate side-effect of resisting outside magical

the success of which is debatable.

attacks upon your mind. You have a +2 bonus with all

Will saving throws.

Despite assumptions by the Domme and rigorous ef-
forts to condition the people into a congruent mindset,
there is still a wide variety of personalities populating

the tenenbri kingdom of Vanaka. Selecting this path

does not mandate that one still be a citizen of the na-
tion, but rather one with enough time raised under the
Zoic Mountains to paint a modern personality and affect
future life choices.

As a national, you were born and lived your infancy
surrounded by your kind in the darkness of Vanaka.
You probably didn’t know who your parents were, as
many offspring are raised communally (easier for indoc-
trination). Whether fundamentalist or dissenter, most

tenenbri start the same way.

TENENBRI PRESTIGE CLASS
ITHRANNAS

The multidimensional sigils that make up the Pleroma
script are visible to any who are initiated into their mys-
teries, even the blind. The largest number of spell-
casters within tenenbri society is within their ordained
priesthood, which possesses a penchant for extreme
rituals intended to awe and cow the laity. From this
caste, the tradition of ithrannas was born—a discipline
similar to the human traditions of onmyoujutsu or feng
shui, but with very distinct theological differences.
Ithrannasa cast their spells within prepared ritual spaces
onto consecrated surfaces, whether these be slips of
paper or sections of tunnel floor, wall, or ceiling. The
fact that nobody except other spellcasters can see these
lurking spells makes them ideal for setting traps, and
many an unwary narros force has fallen foul to such in-
visible inscriptions.
Hit Die: d6.

REQUIREMENTS

T'o qualify to become an ithrannas, a character must
fulfill all the following criteria.

Race: Any tenenbri

Skills: Knowledge (arcana) 5 ranks

Spells: Able to cast 3rd-level spells. Must have se-

lected the abjuration school.

CLASS SKILLS

The ithrannas class skills (and the key ability for each
skill are Diplomacy (Cha), Heal (Wis), Knowledge
(arcana) (Int), Linguistics (Int), Spellcraft (Int), Use
Magic Device (Cha)
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CLASS FEATURES

Consecrated Ground (Ex): the

ithrannas learn to cast spells into a prepared space,

At first level,

which then stores a spell until triggered. Preparing a 10
-foot radius space on a floor, wall, or ceiling requires a
ten-minute ritual; for each higher-level spell slot used
for the spell, the space’s diameter can be increased by 5
feet (this supersedes any normal benefits for casting the
spell at a higher level). Once the space is prepared, any
spell you know with an area effect may be cast into it,
and remains stored there until you trigger it as a swift
action, at which point it takes effect normally as though
cast from any point within the prepared area. You are
aware when the surface is touched or tampered with in
any way, but not who or what is affecting it. Once the
spell is cast, the space becomes unconsecrated again;
however, if you dismiss the spell prematurely, the same
space can be used to cast a different spell. If cast as a
normal spell, you do not recover the spell slot until the
spell is triggered or dismissed. Any spellcaster can
clearly see and identify the inscribed spell, but for non-
spellcasters, spotting the prepared surface requires an
opposed Wisdom (Perception) vs Dexterity or Intelli-
gence (Stealth) check.

Circle of Faith (Ex): At second level and at every
additional level, the ithrannas gains 1 additional abjura-
tion spell of any level or levels she can cast (based on
her new wizard level) for her spellbook.

High Mass (Ex):

ground, it uses up a spell slot one level lower than nor-

When attempting consecrated

mal (to a minimum of 1* if the spell is normally a 1*-

level spell, it can be cast as a 2™-level spell and still use

up a 1*-level slot).
Ofuza (Ex):

spells into prepared spaces, you can cast them into con-

At 8th level, in addition to casting

secrated slips of paper, wood, slate, or similar surfaces.

The surface must be at least the length of a fully spread
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Consecrated Ground

hand and at least half as wide. This will affect a single
5 foot space. You can prepare up to three ofuza at a
time with a single 10-minute ritual. Once prepared, you
can cast spells with an area effect into them the same as
consecrated ground, triggering them the same way.
Since ofuza are smaller than consecrated circles, non-
spellcasters make their Perception (Wis) checks to spot
them.

Missa Vulgaris (Ex): Starting at 10ch level, the time
you require to perform rituals (including preparing con-
secrated ground and ofuza) is reduced to 5 minutes.
Additionally, once per day, you can infuse any spell you

know into a prepared surface.

TENENBRI FEATS
EMOTAGION

Prerequisite: Any tenenbri, Vanaka National

Special: You cannot select the Enclerosis feat.

Benefit: As an action, you can pick up the emotions,
intentions, and even rudimentary thoughts of a living
creature within your sensory range. You can’t detect a
creature with an Intelligence or Wisdom of 3 or lower.
The difficulty class for the Will saving throw to resist
this is 10 + your Wisdom modifier. If successful, you
learn the target’s emotional state, where it’s attention is
directed, and even what is most on its mind at that mo-
ment (even though you may not know what is the focus
of the target’s emotions). Questions verbally directed at
the target creature naturally shape the course of its
thoughts (assuming you share a language), but the tar-
get may actively try to resist being read; in which case,
you suffer a —4 penalty to your check. Once you use
Emotagion on a target, you cannot use it again against
that same target for 24 hours. You cannot use this abil-
ity if the target is hostile (attacking you or allies) or if
you are not at full hit points. If you succeed, the GM

SPELLS PER DAY

level of existing class

I

2 +1 +1 +1 +1 Circle of Faith +1 level of existing class
3 +1 +1 +1 +2 +1 level of existing class
4 +2 +1 +1 +2 +1 level of existing class
5 +2 +2 +2 +3 High Mass +1 level of existing class
6 +3 +2 +2 +3 +1 level of existing class
7 +3 +2 +2 +4 +1 level of existing class
8 +4 +3 +3 +4 Ofuza +1 level of existing class
9 +4 +3 +3 +5 +1 level of existing class
10 +5 +3 +3 +5 Missa Vulgaris +1 level of existing class




must then determine if the target’s emotions are posi-
tive or negative. If positive, you gain a +2 bonus to Wis-
dom- and Charisma-based skill checks against the target
for five minutes. If negative, you are shaken for five

minutes.

DEPERSONALIZATION

Prerequisite: Emotional Blunting

Benefit: When in a fugue, instead of falling uncon-
scious the first time you reach 0 hit points, your hit
points are increased to one-quarter their maximum; if
this occurs, you also gain immunity to the following
conditions—confused, cowering, dazed, exhausted, fas-
cinated, fatigued, frightened, nauseated, panicked,
shaken, sickened, or staggered. Your Intelligence, Wis-
dom, and Charisma ability scores also drop to 3; if your
Dexterity, Strength, or Constitution are 20 or less, they
each increase to 20. If any are over 20, they gain a +2
bonus. You cannot communicate in any way. Your
alignment changes to neutral. Once you have reached
this point, your fugue does not end until the end of the

day.

EMOTIONAL BLUNTING

Prerequisite: Identity
Benefit: When in a fugue, you automatically pass all

Will saving throws.

ENCLEROSIS

Prerequisite: Any tenenbri, Vanaka National

Special: You cannot select the Emotagion feat.

Benefit: You gain a +3 bonus to Will saving throws.
If you succeed at a Will saving throw, you gain a +3 bo-

nus on your next attack roll if within one minute.

FUGUE

Prerequisite: Any tenenbri
Benefit: The stress has finally reached its peak.
You can now enter a state of mindlessness where your
higher functions become suppressed, though also ena-
bling you to become resistant to outside mental influ-
ences. This is a side-effect of trauma and mental hard-
ships, and not necessarily a talent a tenenbri develops,
wants, or even is aware of. After rolling for initiative,
make a DC15 Will saving throw (you can voluntarily fail
this roll). If you fail, certain cognitive functions amplify

while others are suppressed. You enter a fugue. You

can neither cast spells nor make Intelligence, Wisdom,
or Charisma skill checks.

During this state, you can’t be charmed or fright-
ened. This mindlessness lasts a number of minutes
equal to your Wisdom modifier. After you wake from
this state, your memory of the last few minutes is mud-
dy—rvyou fail any attempts to recall memories while in

this state.

IDENTITY

Prerequisite: Fugue

Benefit: While in a fugue, you cannot suffer Charis-
ma, Intelligence, or Wisdom damage. Also, if your Dex-
terity, Strength, or Constitution are 18 or less, they each

increase by +2 while in a fugue.

IMPROVED AMALGAMATE

Prerequisite: Shalen tenenbri

Benefit: You can use Amalgamate twice a day. Ad-
ditionally, you can crawl or climb 5 feet on your turn
without ending the effect (this increases to 10 feet if
you have the Improved Crawler feat. You also do not
reveal yor presence to creatures able to see using blind-

sensc.

IMPROVED CRAWLER

Prerequisite: Shalen tenenbri

Benefit: Your climb speed is now equal to your nor-
mal speed. Your speed is also not reduced while crawl-
ing. You also gain tremorsense if not wearing shoes to a

distance double your blindsight.

SPLIT

Prerequisite: Depersonalization

Benefit: When you first enter a fugue, roll 1d4 and
gain one of the following effects below; this effect lasts
until fugue ends or you trigger Depersonalization.
While in a fugue, change your alignment by one degree
(For example, you could change chaotic good to neutral
good, or chaotic neutral to chaotic evil, or lawful neutral
to lawful good).

1d4 Result

| Increase your Dexterity by +6.

2 You gain a climb and burrow speed equal to
your normal speed.

3 You regenerate 2 hit points each turn while
above 0 hit points.

4 Increase your Strength by +6.
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TILEN

The tilen are an extremely young species, tracking their
history only within the new age. As such, no tilen is
over 500 years of age... except for the elder tilen, the
original stock, those not born but rather perverted into a
new form. These ancients began their new existence as
bloodsucking undead fiends until something—and no
one except the elder tilen themselves knows what—
caused the switch in their souls that bound them to Ix-
indar to flip back to Attricana.

There remains no other example of Attricana being

able to force a corrupted creature back to the light spon-
taneously. It¢’s this enigma that founded much of the
original animosity and suspicion that has followed the
tilen ever since. It doesn’t help matters that the elder
tilen, few that they were, refuse to speak in detail of
their history. What has been recorded is vague and rid-
dled with unanswered questions.

It tells of an ancient line of fae fascinated by the
power of Ixindar, but rather than completely fall to the
whisper of Mengus, these brilliant and powerful indi-
viduals warped the power to serve their needs, using
negative energy to keep their souls alive within unliving
bodies. What began as experiments with lifeless husks
controlled by negative energy eventually evolved to
creatures echalogical influence would refer to as vam-
pires.

These lords of death carved their own territory in
the previous age of Terros, during a period of conflict
between the forces of order and chaos. These vam-
pires, properly known as ghulath, fled into a timeless

limbo beyond the gates when it became clear the

world they knew was about to end. Upon re-
turning, they resumed their slow and eternal
campaign to rule what remained of the world
after the forces of chaos and order annihilated

each other.
However, when Attricana opened after
Ixindar, the still intelligent thralls of these lords,
and only these specific creatures, regained their
pulse, their zest for life, while also simultaneously
They

gained all the benefits of their former selves with none

losing every fragment of Ixindar corruption.

of the drawbacks, and as an additional byproduct gained
back their very lives.

How fortunate.

Elder tilen all share this sin of past offenses, but
unlike the tenenbri or several major human religions, it
is not considered an original sin, as all elder tilen refute
organized religion and any attempts to pass their de-
structive heritage onto their offspring. Unfortunately,
outsiders raised on vampire legends, with their themes
of contagious sin, are generally inclined to pass judge-
ment, even on the innocent. There have also been ac-
cusations that the elder tilen know why and how their
species came about—that one of the vampire lords
knew somehow of the world's fate and laid out a plan
for their species to slowly take over the word. Much of

this is preconditioned by the assumption that the vam-



Two generations I track to an elder—high upon
the pyramid (an accurate representation of our
growth). Despite my proximity, I have failed to
glean many details of the time before the tilen.
How did they come about? It isn’t like a cult
where an unwilling member escapes after a
time of silent dissent, but rather where a found-
ing member is abducted and forced to grasp the
sins of their past.

Imagine stepping on insects your entire ex-
Istence, only to be turned into one and discover-
Ing your kind can talk. Remorse runs so thick
within the elders that to reminisce would be to
Invite catatonia as shame overwhelms even the
toughest souls. Events of the past remain a
mystery, actions and motivations more-so. Oc-
casionally, I’ll hear another clue to help assem-
ble the past. Along with dragons, the elders are
the only ones with clear memories of that time.

Everything else is assembled from the faded
memory of elves, that blasted fugue they all
suffer from, rendering the first age as muddled
as a dream. The corruption of Ixindar, despite
its current absence, did rewire tilen to recall

nearly every moment of their past. I imagine

our elders are no different despite living many
times over their offspring. They know, and by
some unspoken agreement refuse to speak of it.
But occasionally, something slips out I immedi-
ately take to parchment.

Phaethis was their claimed territory in the
first age, once a battleground during a period
known as the Brilliance. It was a primordial
Iand, with preserved remains of the old fae be-
fore being appropriated and personalized by
their anathema. My ancestor, Verena Nova,
was a convert and thrall under a necromancer
known as Sacandet, a creature that apparently
still exists in this new world.

Sacander was a founding necromancer, one
of the first vampires, and consequentially was
not turned. The mindless spawn, the feral un-
dead phyrus, were also immune...only the eido-
lons, those sentient loyal servants of the lords,
were given a chance at redemption. And when
Attricana opened, it was this small group and
no others that became blessed. I’m thankful for
the miracle, but even I admit that fortune does
not favor the wicked.

Serana Nova, tilen ethnographer

pire lords and their eidolons possess a direct connection

to the old fae of ancient times.

TILEN TRAIT
DHAMPHIRI

Trait: Race
Prerequisite: Tilen

BENEFITS
Shadow Sentry: You add your highest saving throw

bonus (class+prestige bonus only) to damage rolls
against undead and double this value to damage rolls
against ghulath, phyrus, and eidolons (all variations of

vampire).

In this situation, the term dhamphiri is not echalogical
influence, but the reverse; a collection of like-minded
tilen took the name from an obscure human myth, a
bizarre example of the influence of ancient fae history
upon human folklore that itself inspires the name of a

sect of vampire hunters.

Unlike many other paths, the dhamphiri is not a
time-honored order with a colored history and regi-
mented discipline. There are no venerated masters
sitting atop mountains awaiting pupils. The tilen be-
lieve their redemption lies not only with their civilized
manner but with their commitment to eradicating their
predecessors, including both the eidolons the tilen
emerged from as well as the necromancers/vampire
lords that created the ancestry in the first place.

"This is not a vendetta but rather a focused drive to
clear the air regarding one’s culture by wiping out the
culture that came before. All tilen share this desire to
erase the blight of necromancy from the world, a move-
ment propagated by the elders—once slaves to undeath
themselves. Although there has been research into un-
covering a way to replicate the process that created the
tilen—with the hope of offering that option to prospec-
tive wandering eidolons looking for a purpose to exist-
ence other than the satiating the hunger—such a proven
technique has yet to emerge. This has forced certain
tilen into embracing a radical view that only extermina-

tion remains, the only option in preventing the spread
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of corruption across the globe.

A self-proclaimed dhamphiri follows a path dedicat-
ed to eliminating all creatures formed from necromancy,
especially those propagating the energy. In order to do
so, they voluntarily amplify their innate vampiric
tendencies to make themselves better vampire hunters.
All tilen inherently possess the ability to seek out crea-
tures of darkness, an inherited trait from their darker
days when they were instinctively drawn to control un-
dead thralls and swear under a more powerful lords. A

dhamphiri and her prey are inexorably drawn together.

TILEN FEATS
WITCHING HOUR

Prerequisite: Dhamphiri
Benefit: Between sunset and sunrise, up to your
darkvision, you can see through illusions as well as the
true forms of polymorphed, changed, or transmuted

things.

DEATH BREAKER

Prerequisite: Witching Hour
Benefit: You can use Blood Surge against undead
creatures. You do not recover hit points, but you double
all dice when inflicting damage. You also have a +5
bonus on saving throws against necromancy/Ixindar

spells.

KRSNIK

Prerequisite: Death Breaker

Benefit: You cannot suffer negative levels or ability
drain. Once per turn, if you kill an undead creature,
you regain a number of lost hit points equal to the crea-

ture’s Challenge Rating.

SLAYER

Prerequisite: Krsnik

Benefit: Your weapons are counted as magical and
silver against undead opponents. You are also immune
to damage from necromancy spells. You are also im-

mune to fear from undead creatures.

HUMANS

While the cultures and traditions of humanity were
shaped by mysterious whispers passed down from the
time of magic, they are now actively shaping the future
of the planet. In the age before man, fae battled fae
across thousands of years with no evidence recorded
that a victory was in sight.

In the modern age, with humanity entered in the
equation, changes occur yearly. Evolution forces a spe-
cies to expand rapidly, to the detriment of competitors.
Although fae share common psychological traits, there
appears no source or pattern to these traits. Evolution
breeds certain universal qualities, but in the end, there
is more variety to mankind, inducing greater adaptabil-
ity. It took some time for the fae to realize that to know
one human did not equate knowing the common traits
of them all.

Humans can be found in most of the larger king-
doms (even those where the dominant population is
fae) and in smaller communities, from autonomous vil-
lages to larger free houses. A large number of them live
within the walls of bastions, cloistered by technology.
Echans accuse techans of both ignoring the greater con-
flict and being the center of one, depending on the ref-
erence point and worldview. In Canam, it isn’t difficult
to gain that worldview, to discover where events are
leading—most humans ignore those facts in favor of self
-seeking benefits.

In Southam, this perspective is lost. Once a land
populated by more than half a billion people, the hu-
man inhabitants found themselves devastated by the
return of magic, especially within densely populated
urban centers, regions later claimed and rebuilt as the
first narros cities. Unsurprisingly as a result, the self-

sufficient indigenous human communities across
Southam had a better chance at survival, with some un-
aware that anything had even happened to the world
until decades later.

With the arrival of magical creatures, regardless of
their intentions, humanity found themselves in the
crossfire of ancient racial hatred. Like in the north,
many of these human cultures united, merging tradi-
Although

Christianity emerged as the dominant religion of the

tions and amalgamating belief systems.

land given its saturation from before, the isolation of
various communities did create several departures that

mixed with local indigenous beliefs. These are so vast



in their diversity as to be impossible to cite examples
here.

The other human faiths, unfortunately, did not sur-
vive in large enough numbers to sustain themselves
compared to the juggernaut of Christianity’s monopoly.
Its dominance over the humans in the region has even
resulted in several fae picking up the faith, though in
extremely small numbers.  This, along with the
Southam bastion of Novo, will be addressed further in
Chapter 9.

Overall, humanity’s greatest ability remains its ca-
pacity to adapt and innovate, allowing exceptional peo-
ple to rise, even if part of that forces others down as a
side effect. Couple that with an aggressive reproduc-
tion cycle, and it won’t be long until their population

brings them back into control of the planet once again.

HUMAN SUBRACE
QUINOX WINTERFOLK

RACIAL TRAITS

Average Height: 6'0”-7°0”

Average Weight: 95-170 b.

Average Starting Age: 40 years.

Estimated Life Expectancy: 300 years

Ability Scores: +2 bonus to one ability score.

Size: Quinox humans are Medium creatures and have
no bonuses or penalties due to their size.

Speed: Quinox humans have a base speed of 30 feet.

Skilled: Quinox humans gain an additional skill rank at
first level and one additional rank whenever they
gain a level.

Languages: Quinox humans begin play speaking Eng-
lish. Quinox humans with high Intelligence scores
can choose any languages they want.

Age: Quinox winterfolk reach adulthood the
same as normal humans (in their late teens) but then
live to as much as 250 years before noticing the effects
of time. Although your lifespan is believed to be
around 300 years, technically no winterfolk has died of
old age.

Size: Winterfolk are generally tall, thin, and long-
limbed. None of them are under 6 feet, with the men
towering over 7 feet.

Burns Like the Cold: You have immunity to cold.

The Winterfolk of the Free House of Quinox are hu-
man in all respects... just with a little extra in their

genes.

NEW RACE

AWNEE

RACIAL TRAITS

Average Height: 2’8” — 3’5”
Average Weight: 40-90 Ibs.
Average Starting Age: 5 years
Estimated Life Expectancy: 30 years

Ability Scores: +2 Dexterity; +2 Constitution or +2
Wisdom; -2 Strength

Size: Small; awenee are Small creatures and gain a +I
size bonus to their AC, a +1 size bonus on attack
rolls, a —| penalty to their Combat Maneuver Bonus
and Combat Maneuver Defense, and a +4 size bo-
nus on Stealth checks.

Speed: 30 feet

Vision: Awnee can see in the dark up to 60 feet.

Languages: An awnee can speak, read, and write
awneen and either narroni or English. The awneen
language is about as different from narroni as it is
possible to get, but contains enough narroni loan-
words to be able to hammer out a mutually intelligi-
ble pidgin in a short time if necessary.

Racial Skill Bonuses: +2 Stealth, +2 Survival

Insusceptibility: Awenee are immune to disease.
They gain a +5 bonus to saving throws against poison.
Play Dead:

enough to reduced to zero hit points or less, an awenee

If an awnee suffers damage but not

can elect to fall prone and imitate death. Any creature
examining an awnee in this state must succeed at DC20
Perception (Wis) check to discover the bluff. An awnee
can only remain in this state for 1 minute per character
level. After recovering from this ability, an awnee can-
not use it again that day.

Valiant. A awnee has a +5 bonus against being

frightened.

The majority of spawn creatures remain bestial and
primitive, ranging from simply oversized animals to gro-
tesque monstrosities bearing only a superficial resem-
blance of the original creature. While some are unique
and often sterile from the amount of chromosomal mu-
tation, others can propagate into entirely new species,
and in some cases have even completely replaced their
original stock

Even then, just as with natural evolution, few spawn
races have the potential to form higher intelligence and
then to be in a situation to develop a culture outside of
the need for simple survival. In the Terros Age, the

only spawn of note to achieve civilization were the drag-
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ons (if they are indeed spawn creatures, which is widely
debated). In Canam, the only known developed spawn
race are the kodiaks. In Southam, where nature did a
far more thorough job of reclaiming the landscape, sev-
eral primitive spawn races have emerged, but only one
has developed anything resembling a civilization: the
possumfolk known as the ‘awnee.’

The awnee would rebuke any accusations of their
kind being scavengers or squatters—it’s only a side-
effect of surviving under threat of the greater conflict
menacing overhead. Southam, or Gagua to the awnee,
is embroiled in a holy war between the resident narros
and tenenbri, a war that tracks its history back to the
first age, before the fall of the first Hammer. Detached
from any greater global concerns, the native fae fell
back into old racial violence, forcing surviving humans
and other spawn races into the crossfire. While the hu-
mans struggled to survive, and the lesser spawn were
either wiped out or enslaved, the awnee prospered.

Originally nomadic (to escape all the larger things
that constantly tried to eat them), the proto-awnee rare-
ly congregated in groups larger than one or two dozen
for very long. 'This changed when the awnee began
settling in ruins left from the fac war.

Although a few awnee found solace living under-
ground in abandoned tenenbri colonies, most of the
remnants they appropriated came from the narros, and
thus much of the initial concepts in awnee culture were
influenced by the dwarves. The awnee learned much
from discarded tomes and the few narroni stragglers
Although

officially the narros do not approve of their fallen cities

blowing on the last embers of fallen cities.

being taken over by a newcomer race, there is little that
they can do about it.

Thus began the awnee’s virtually uncontested ex-
pansion through the southern lands, cut off from the
north thanks to the war, though leaving thousands of
miles of forest and mountains to call their own. Alas,
although the awnee reproduce quickly, they live rela-
tively short lifespans, so have not fully taken advantage
of the space. They rebuilt the stolen ruins into grand
cities, but have built no new ones of their own. Those
awnee living outside the cities fall back on their nomad-

ic lifestyle.

PHYSIOLOGY

Awnee range from three to four feet tall with long

snouts and short fur. They feature prehensile tails and
are known for extreme speeds when required. They are
also immune to most poison. To outsiders, it’s clear the
awnee were spawned from the native opossum popula-
tion, but unlike the kodiaks, they underwent significant
physiological changes. They are also far more intelli-
gent, with a greater social drive and thus capacity for
forming a larger civilization. Despite their limited
lifespan, they already outnumber other spawn races in
the world, though that is still a drop in the ocean com-
pared to humanity.

To offset their short lifespans, awnee reproduce ex-
tremely rapidly. The average gestation rate is only a
single month, with a clutch numbering as many as six
per cycle. Once born, offspring will clutch onto their
parents for their first few months until their fur coats
emerge. They are generally nocturnal when outside
their cities and are well known for their aggression, re-
fusing to step down from a fight, even against intracta-

ble odds.

HISSING AND PLAYING DEAD

Awnee are known to be fierce warriors but, like most
spawn creatures, suffer in the fields of magic. Although
they were intelligent enough to learn to read narroni on
their own, none of the abandoned narros texts involved
the use spells. As such, it was centuries before the first
awnee wizard emerged, trained by a narros expatriate.
To this day, awnee wizards are still exceedingly rare.
Hunters, scouts, and assassins, on the other hand, are
extremely common. As the awnee are small creatures,
they have perfected the art of stealth and paramilitary
tactics including guerilla warfare and infiltration, similar
to the tenenbri.

Given the saturation of forests in Southam, the aw-
nee have taken to avoiding direct open combat. There
are simply not enough of them to wage open war on a
battlefield. Although it is not common, a few narros
had employed awnee mercenaries for reconnaissance
and subversion into tenenbri lands, given the awnee
and the tenenbri share a love of the dark. The awnee
and the tenenbri do not get along, despite a few shared
proclivities; the xenophobic regime in Vanaka has no
use for them except as slaves, and given their penchant
for escaping, tenenbri would rather wipe them out than

take them as prisoners.



CULTURE

The entire awnee
mythology  was
passed down
through word of
mouth, and as
such, there is no

concrete history how it

came about, though it is

assumed to have been in-

spired by the narros who left

records behind when their cities

fell. The awnee tongue is original,

but they only developed a written lan-

guage after learning and mimicking narro-

ni.

Awnee refer to their land, all of Southam,
as Gagua, which the awnee believe is a living
god that created the awnee to defend the land
from bloodshed in the name of false gods wor-
shiped upon it.

Under Gagua are the Baccu, the name of one of
the twelve—as well as each of the twelve—
awnee deities. The twelve Baccu are
claimed to be one single soul split twelve
times into different bodies. To refer to
Baccu refers to one if alone or all twelve
if together. They were created by Gagua
and then taken as brides to propagate the
first awnee (so goes the myth). Apparently, Ga-
gua would take the form of many different types of aw-
nee to create the entire species.

Afterward, two ancient souls blessed by Gagua
emerged. Known collectively as the Raj, these two reg-
ularly reincarnate in new bodies when older ones pass.
They are considered both rulers and prophets; when
one dies, it is believed a replacement is born some-
where on Gagua that very moment, though it can take
years for the awnee to locate it.

T'he Raj are separately referred to as the Zipa and
the Zaque and can be of any gender and technically any
race. Neither halves of the Raj are allowed to be in the
same place at any one time, as it is prophesized that if
both were killed at once, the souls of the Raj would be
lost forever. Although the awnee have declared that fae
do not actually have souls and therefore cannot be of
the Raj, the current Zipa is notably not awnee, but the

human Mateas Aguirre, the first time that has ever oc-

curred. Mateas was discov-

ered to be the Zipa later in life; the

Zaque is a female awnee, Furiae, a

position she has held since birth. In the current year,
she is very young for the position and authority.

With gods and eternal spirits in place, all that was
left were monsters. Unfortunately, the personification
of the devil in awnee folklore is very much real. Tota
inhabits various lakes in the land at random—each
dawn, it switches position. Tota is not a dragon, but
rather a very large spawn abomination, and one of the
most powerful monsters in the world, later creating the
Seven Beasts of Tau—other monsters believed to exist
across Southam. Sculptures of the seven monsters can
be secen adorning numerous buildings in awnee commu-
nities.

The awnee never write down their mythology, be-

lieving that confining truth to stone or paper gives birth
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to lies (this is their explana-

tion for the narros-tenenbri reli-

gious schism). Even their laws are

succinct and aid in memorization. This has resulted in
the Short Code.

Awnee laws are basic and connected to various
crimes relating to personal property, inbreeding, and
murder. One notable exclusion is execution since aw-
nee are forbidden to take the lives of other awnee on
any condition. As such, punishments in the short code
are broad and genuinely bizarre, including public hu-
miliations (wearing no clothes, pillories, shavings,
forced to walk backward), embargos (cannot eat certain
foods or forbidden to use cutlery or even fire), or servi-
tude (to the wronged party). Even banishments are
seldom employed.

As this code is considered part of awnee religion, it
extends to non-awnee as well—meaning despite awnee
taking lives in war, non-awnee residents within their

communities are treated equally in the judicial system.

AWNEE TERMINOLOGY

Awneen: The language of the awnee

Basilisco: The most northern awnee cities, and the
one closest to water.

Gagua: 'The awnee word for Southam; the awnee
believe the land itself is a living god that created the
awnee to defend Gagua from bloodshed in the name of
false gods upon it.

Kasika: The name of a famous mythological hero in

awnee folklore, which expanded to cover an order of
warriors sworn to defend the awnee species. The Kasi-
ka are incredibly fierce.

Machi:

machi, who are all female, control the religious order of

The shaman in the awnee culture, the

the awnee as well as act as spiritual leaders. They are
believed to be manipulators of many aspects of the em-
pire.

The Seven Beasts of Tau: The beasts of Tau, leg-
endary monsters that are part of the awnee zodiac, also
dictates to warriors which beast they must claim a tro-
phy from. Few monsters are slain, and when a single
creature is killed, an identical one emerges several years
later, though each one unique. The seven beasts are
Tegu (a hydra), Mobi (a roc), Monai (a colossal snake),
Yasy (a giant), Kuruk (an oggrak), Oye-Oye (a chimera),
and Lution (a werewolf).

Tundama: The awnee southern capital, built from
the appropriated ruins of the narros city of Tennarok.
The seat of the Zipa.

Sogamoso: 'The awnee northern capital, built from
the appropriated ruins of a fallen narros city, the original
name of which has not survived. The seat of the
Zaque.

Well of Hunza: Awnee mythology has adopted the
Well of Salvation in the holy city of Antok as their
own—probably pulled from narros records left behind
when their cities fell. Awnee plan to wait until the
tenenbri and narros wipe themselves out before moving

in to take what was rightfully theirs from the beginning.



AWNEE NAMES

Like the chaparrans, the awnee possess single, long
names, denoting both their given name, family name,
and position. They generally don’t like them com-
pressed, though it is sometimes unavoidable.

For example, with a name like Quenakoetocha,
“Quena” is the given name, “koet” is the family name,

and “tocha” is the individual’s rank in each society.

MALE AWNEE NAMES
Texalcacoatl, Coyotcullinalli, Eztilitacanoyo, Huicatlto-
T'enochtezca,

tia, Mazatmetzilin, Nahuatnecalli,

Tochtlitotal

FEMALE AWNEE NAMES
Aquinozalxo, Camaxcitallil, Lallicoaxoch, Ixtlimazat,
Milinticazuma, Pataliquetzal, Laceleltalli

Yaotliyaraetzi, Zaniyahzuma

AWNEE TRAIT
KASIKA

Trait: Race
Prerequisites: Awnee

BENEFIT

Ramo: You know how to find shadows when others
risk exposure. In the same way other disciplines re-
quire focus to be more efficient in combat, you can en-
ter a state of enhanced concentration where you can
discern enemy awareness to greatly increase your ability
Until

vou make a melee attack, are noticed via a Perception

to use Stealth. Employ ramo as a swift action.

(Wis) check or five minutes have elapsed, you have a +2
bonus to Stealth (Dex) checks. Additionally, any area
that can provide a hiding opportunity has its area in-
creased by 5 feet but only if the kasika is moving
through the space and not stopping on it. 'This applies
even if the kasika moves through broad daylight.

The highest order of awnee soldiers are members of the
order of Kasika. These individuals are renowned for
their ability to infiltrate cities with no awnee population
and remain unnoticed until required to strike, a call that
may or may not ever come. They don’t shy away from
combat, and are indeed very deadly at close quarters,

but try to avoid it when it isn’t necessary for their mis-

sion rather than risk potential failure.

Strictly speaking, the order does not prohibit non-
awnee from joining, but most don’t really have the right
skillset — or, for that matter, size. The Kasika are aware
of the influences they have taken from the resident
humans, narros, and tenenbri; the techniques used are
an amalgam of many cultures. The ratio of non-awnee
in the order is reflective of the population of none-
awnee in the cities, with there being more narros than
human, more human than all the others combined, and
who all in total account for less than 0.1 percent of the
kasika order.

Enrolment figures with the Kasika are unreliable
considering there are technically two variations that
have adopted the same name. One are the Wasipaq,
roughly translated to “irregulars”—representing more
the militia guarding the cities and policing the peculiar
set of awnee laws. The Wasipaq are more figurcheads
though they don’t lack the training, leaving the Qamku-
na, the infiltrators, and the one more closely affiliated
with the Kasika name. These are the ones sent from
the cities to be trained with nomadic masters, the find-
ing of whom is part of the test. This usually involves
mountains, river crossing, with the added detail of an
inaccurate map. After six months, the student is sent
back home but is considered a failure if the teacher can
This has

created more than a few trained wandering warriors

locate him or her before reaching the city.

across the land.

The basic fundamentals of Kasika involve recon-
naissance and interference, with the occasional bit of
surreptitious sabotage. Kasika seldom endorse outright
assassination (although they are certainly more than
capable of it when called for), and when engaged in
combat, Kasika use shadows, only engaging targets al-

ready armed for a fight.

AWNEE FEATS
BITE

Prerequisite: Awnee

Benefit: Your teeth become more pronounced and
deadlier.

Your bite counts as an unarmed weapon that inflicts

1d4 piercing damage.

You can make a single bite attack with a swift ac-

tion.
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DARK SHIFT

Prerequisite: Kasika

Benefit: If benefitting from Stealth—you can tele-
port up to your movement as an action to any space you
can see and reach that also benefits from the same con-

dition.

ENHANCED TAIL WORK

Prerequisite: Awnee

Benefit: You gain additional abilities with your tail.
Your tail becomes prehensile. It is treated as a
hand, though it cannot hold more than light weap-
ons.

You automatically pass any Acrobatics (Dex) checks

of DC15 or less.

HISS

Prerequisite: Awnee

Benefit: You can hiss as a swift action. Any creature
hostile to you that starts its turn within 10 feet of you
must make a Will saving throw at 10 + your Constitu-
tion ability modifier. On a failed save, the creature is
frightened until the start of its next turn. If a creature's
saving throw is successful, the creature is immune to
your hiss for the next 24 hours. You can use hiss a num-

ber of times a day equal to your Constitution modifier.

ARBOREAL LOCOMOTION

Prerequisite: Awnee
Benefit: You gain a climb speed of 20 feet.

BRACHIATION

Prerequisite: Awnee

Benefit: If you are within ten feet of a tree, you can
move without provoking attacks of opportunity as long
as your destination is at least 10 feet from that or anoth-
er tree. Your climb speed is now equal to your normal

speed.

TUNNELER

Prerequisite: Awnee
Benefit: You gain a burrow speed of 10, though

only through sand, earth, and mud.

THREAT AVOIDANCE

Prerequisite: Awnee
Benefit: You can move 10 feet as part of a Swift ac-

tion.

THE ORIGIN
OF ORIGINS

Each race in Amethyst came from a mythical parallel, not un-
like a literal thousand other works in various media. | had put
down several ground rules—for one, the fae races all had to
resemble humans to the extent that a film adaptation would
only require makeup rather than digital effects. Then each
race carried a historical parallel and lacking that, an allegory.
With the narros, it was Japanese culture. With damaskans
and their central city, it was Egyptian before modern religious
conversion (noting the similarities between Damaska and Li-
brary of Alexandria before its final destruction). With other
races, it was less complicated.

The tilen were originally a group of benign vampires in
another setting | had developed. The characters Saleena
Kaaris and Mire Diemasko were pulled from that setting.
With the gimfen, | went about created a species that would
encompass all the playful—if also annoying—elves reflected in
classic literature and works of art. In each situation, the final
race had to be realistic. Anathema could exist as exceptions,
as monsters even, but the main fae races had to have internal
consistency, just like the world around them. When | estab-
lished the look of many of the races, | had arbitrarily deemed
that the races would appear younger in adulthood based on
the infancy of the race, laudenians looking the oldest, and gim-
fen looking the youngest, letting all implications simmer.

Occasionally, a characteristic of a race occurs because of
When deciding how to handle

half-fae realistically in Amethyst given my stance in sticking

an unrelated setting aspect.

close to science whenever possible, a friend challenged me to
take them out of the setting, saying that half-fae could never
occur, and if they did, would be like an FI hybrid, effectively
sterile. | didn’t want to do that, so | created bonding—stating
that offspring could never happen accidentally with fae. Imag-
ine my train of thought as that romantic concept eventually
begot the slaver nation Baruch Malkut. Afterward, the tilen
inherited the trait that they only breed other tilen, causing
more racial conflicts.

A few races also deviated from their historic allegories be-
cause of this desire to stick to some measure of science and
common sense. The tenenbri became albinos and blind due to



their lives underground (which is actually closer to the mytho-
logical concept of ‘dark elves’ than certain RPGs would have
you think — ed.). The narros became clean shaven and hygien-
ic. As for the chaparrans, it was an attempt to create a race
tapping African culture and mythos while presenting the race
as a departure from the standard anemic skin tone common in
standard mythology. The new awnee race does likewise with
South American mythos, save for the circumstance the race is
spawned from opossums and not fae.

It’s obvious not one race was created whole cloth from a
single idea over a single sitting in front of a computer, but ra-
ther emerged organically as the setting grew (and then got
mucked about later by the editor, who sometimes had different
ideas — ed.). Disruption of technology by magic only occurred
months into my first campaign, so one of the gimfen’s defining
aspects was nonexistent then. Of course, the gimfen were
nonexistent, as during the entire first campaign (of the four |
ran), we were still employing vanilla fantasy races. It was only
when the original d20 Amethyst book was released in 2008
that they finally receive new names and in some situations, a
complete ethnic retrofit.

The only exception were the kodiaks, who are awesome
and created basically in a single day because bear people.

(Bear people are awesome. — ed.)

Raven and Aiden were sauntering slowly with Aiden
occasionally staring back at his friends as they vanished
behind the trees.

“I didn’t know,” said Raven.

Aiden nodded.
validate that,” he responded.

“I’'m honestly surprised you had to

Raven tilted her head, inquisitive over what was
overheard. “The fellowship always splits?”
Aiden laughed.

“It’s annoying that our awareness of cliché doesn’t pre-

“Another fantasy trope,” he said.

clude us conforming to it.”

“If so, what would be our fate?” she asked.

“One side would get captured, prompting rescue.
Or one side would be killed, prompting revenge. Re-
gardless, the separation would be longer than ex-
pected...beyond a single book, with a reunion only oc-
curring when events are most dire. Usually involving a
Iast-minute plot twist and convenient timing on the part
of the heroes. Knowing our luck, they’ll ride into a fight
hours from now.”

“How fortunate,” she said. Raven lightly tapped her
horse to hasten. “For us, I advise a quickened pace.

We must reach Antikari before that ship leaves.”

Aiden met her pace. “I’m not worried. Most of the

time, these stories cut to the destination.”

The two men traveled to the end of the evening
without incident. It would be three days before they
brushed the border with Xixion. With hope, they would
stumble upon a few from Locus-Mallis and gauge how
the attacks had been this season. There were few villag-
es along this path to Kannos.

A few more days by this road would eventually
take them to the Mundi city of Salvabrooke, but Mahan
followed Chen’s instructions for an alternative route.
He didn’t share that with Mischa. Although they had
both seen the map, most of the smaller hamlets and
villages were never listed. Every morning, Mahan
would pray for his friends and receive an overwhelming
sense of calm, reassuring him of their safety. Mischa
didn’t subscribe to that and assumed it was wishful
thinking. Privately, he envied such confidence.

Eventually, the trees changed to cliffs, and the blood
mud road earned its reputation from the pigment in the
sludge. The passage of time felt a crawl. Mischa some-
times judged Mahan’s patience more annoying than a
virtue.

“You wish to go blind,” Mahan said on the fifth
morning. Mischa was staring directly into the bright
sun rising over the tall Nankani Mountains.

“Marking the time,” Mischa answered. He low-
ered and looked at him. “It’s my birthday today.”

Mahan’s voice lifted. “Really? Dare I ask?”

“If you dare?”

“Thirty-eight.”

Mischa snapped quickly to the cleric. “How did

you.”
“God told me in a whisper.”
“It was a guess.”
Mischa pulled back on his horse quickly but tried
“Whoa... What do we have

there?” He motioned with a nudge.

as quietly as he could.

There was no longer smoke, just torn fabrics, broken
wheels, and desecrated bodies. It was a wagon, or ra-
ther the fragments of one. The movement from this
vantage was vague, but the figures were tearing apart
anything of value they couldn’t keep, eating everything
that bordered on edible.

It was still hundreds of feet away at the base of the
hill, amidst a handful of old oaks. Mischa knew they

were upwind and would be invisible given the altitude
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and the eyes of the attackers.

“Puggs...annoying rodents,” Mischa snarled.

“To think the fae may be destined to this fate,” Ma-
han responded. The creatures were scurrying about,
trying on various clothes, fighting over scraps. A few
others desecrated the bodies. They were still pulling
boxes and crates from the broken wagon. This had
only occurred minutes prior.

When captured and domesticated or when raised in
a culture that did not promote thievery or deception,
puggs were sometimes raised to live healthy lives.
Whenever someone heard the term “house elf;” they
referred to a pugg. It was an unfortunate truth that for
every fae captured or broken in the slave market, there
were ten puggs processed and forgotten.

Some were bred in pens though slavers did oper-
ate routes as far as Xixion. They were never given
much in the form of skills and never underwent the
extent of processing other fae did. They were trained
for chores, hard labor, and occasionally cooking.

In open echa, or when surrounded by other
puggs, they were malicious and violent. In history,
their likenesses had been attributed to brownies, bog-
gles, leprechauns, and various other sprites. Puggs
were small creatures with the sharp feature as an elf;
but much more feral, with traits of dogs and cats.
They were the fastest growing species to emerge from
the gates. All they cared for was breeding and eating
and finding the most natural solution to both.

Puggs were the most primitive fae race. They
painted no art, wrote no poetry, and carved no sculp-
tures. Their towns and villages were nothing more
than huts of logs and mud. They despised farming. If
they ran out of prey, they eventually turned on each
other.

“They give boggs a bad name,” said Mischa.
“How many? I count eleven.”

“Twenty-two,” Mahan corrected.

“Twenty-two?”

“You need glasses.”

Mischa squinted, but the daylight was against
them. “Any survivors you can see?”

“No...but there’s a village over there.” Mahan
pointed to a clearing from a low mountain with no
trees. Second story buildings meant industry, meaning
people worrying about their caravan. Puggs would
beget more puggs, and once they tracked the wagon to
the people, they’d bring about an army to sweep
through. “Getting further south. Hope they cross into

Crax and war with boggs. Won’t that be ironic?”



“Not for those people,” Mischa responded. “This
lot will track into the village by tomorrow.”

“Yes, well,” said Mahan as he reached back to draw
out his bars, “due time to uphold the honor to the fall-
en, agreed?” Mahan was almost reserved in his an-
nouncement. Mischa removed his weapon. A good
swipe with such a long blade would cleave through two
at a time.

“Agreed,” was Mischa’s response, unsurprised by
Mahan’s statement. People died. Others need protect-
ing. “Ride them down on horse or do you prefer
stealth?”

“It’s your birthday; Ill leave it you.”

Mischa pondered it. He sighed and looked over like
a patron in a restaurant. “I have not ridden down an
opponent in a long time. I would love to try out the fire
In this steed.”

“Horse it is. Mind if I say a prayer before we
charge?” Mahan held out a hand, palm to the ranger.

“Will it help?”

“You’d be surprised.”

“I would be. Make it quick.”

Mahan whispered words Mischa could hardly hear.
“I never inquired of your faith?” Mahan asked normally.

“My tribe was duty-bound to eradicate demons.”

“Not an answer; those monsters we call demons
hardly earn the title.”

“I’'m not Aiden. Debate does not become me. You
know me as blunt, so let me stay in character. I once
read an old poem that ended with ‘God's in his heaven,
all's right with the world.” Look at the world, Mahan.
Look at those monsters. The world...is broken. And if
there was a god, then he—it—is dead.” Mischa beck-
oned his horse to advance, leaving Mahan in silence.
He encouraged his horse to catch up.

Mischa slammed his cleat hard, and the beast
launched. The few plates Mischa had laid over its
shoulders wouldn’t cushion a blow as much as direct
the most damage on an opponent not immediately
trampled over. Mahan’s mustang was less gracefiil, less
Intimidating, but nearly as fast, as it didn’t have to con-
tend with barding or a towering ranger with gear and
armor.

When Mischa declared his screaming charge, the
puggs thought him an easy kill. Two fell under-hoof
Immediately; another crushed its skull across the front
plates. Puggs were known for some high jumps to off-
set their diminutive stature. Mischa didn’t even need to
reach down. The creatures jumped up for a high strike,
only to be slapped out of the air. Mischa went through

a third when he pulled the weapon back up.

One struck with a sharpened stick, only to have the
wooden point blunt off the ranger’s mail. Mahan was
more graceful, only striking at the puggs that jumped to
attack. With a lighter weapon, Mahan moved with more
grace.

One unfortunate vermin caught its ribs on the cleav-
Mischa didn’t
bother shaking it off. He beat the blunt beast across

er’s edge, brought up with the blade.

another and then another. A flick of the sword threw
the corpse into a pugg aiming a primitive bow. It was
the last one still trying to fight. It targeted and fired its
dart to Mischa. The bolt stuck out of the mail in his
leg. Mischa looked down, not even wincing at the pain.
The bolt had a small metal tip and had barely gotten
half a fingernail past the rings. His silk soaked up the
rest. Mischa changed his grip on the cleaver and hurled
1t with surprising velocity. The blade struck the pugg,
pinning it to the tree behind. Only three survived into
and east, away from their homeland, surely to be killed
by other predators.

Mischa patted his steed, firmly. He slipped off to
his feet and further praised the animal. “That was a
good charge. Made me proud.” Mahan dismounted
but only gave him a gentle pat. Afterward, he ap-
proached the caravan. Mischa was still praising his
mount. Mahan worked through the debris.

“Already on the carrion, you impress me,” said Mis-
cha.

“There would be records of who these people were
and where. Their families deserve the courtesy.”

A shuffle about the boxes brought out Mahan’s
weapon. Mischa’s cleaver was still three feet into a
young tree, so he readied his father’s dagger. Mahan
brushed a few empty bags aside.

He wore a silk shirt, torn, covered by a velvet jacket.
His trousers looked of crocodile leather. Nails were
trimmed and clean. His face was devoid of even the
spotted marks from days unclean. The survivor was
barely alert, eyes half open. Mahan dropped his weapon
and jumped forward. The man was uninjured. Mischa
looked in but stayed outside as Mahan checked for inju-
ries.

“He’s alive,” said Mahan, who then glanced at the
five gold rings across both hands.
“Noble.”

“Better still,” said Mischa voiced up. “Reward.”

One held a signet.
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DARKNESS

ttricana encourages random creation. It random-
izes mutation, throwing logic to the wind, allow-
ing amazing creatures to walk the planet. Alt-
hough always deified as a virtuous light of righteousness
and purity, the white gate exhibits none of these attrib-
utes. Its influence has even created some of the most
heinous monstrosities to ever appear in this world.
However, it also created the dragons and fae, as well
as the wondrous world around them, a world constantly
shifting, one impossible to predict.
Ixindar has no power to create, only to preserve and,
to a limited extent, alter. The greatest misconception
by amateur metaphysicists describes Ixindar as akin to

hell, a Raphaelesque vision of torment and chaos. Polit-

ical propaganda from many echans and techans endorse
this claim, using as their evidence the savage pagus and
cruel, inscrutable shemjaza, which they call demons out
of some archaic and only borderline appropriate reli-
gious trope. In certain cultures, the term demon is not
portrayed overwhelmingly negative at all.

There is no denying their nature to be sure. A brief
glimpse of their motivations appeared in an exceedingly
rare codex known only as 7he Skin and the Ars Ordo
Grimoire. 'The book was found by the wizard, Keris
Rifts, and after his death went missing from his library.
Though the exact contents are unknown, the book sup-

posedly details the fall of Mengus and her true relation



They assume chaos for their books decree it.
They believe it evil for they claim righteousness.
They repeat the words to verify their piety.
Armies of order and light they call themselves. So,
we must be the armies of chaos. If the lines were
drawn in such a way, why would so many convert to
our cause?
Look at whatr At-

tricana commits to this world: creatures both subtle

In truth, they are the chaos.

and extreme, handsome and vulgar. It mutates and
turns the normal into the abnormal. It reshapes the
land. It destroys order. Floating rocks, abomina-
tions, and living embodiments of madness. Attrica-
na is the chaos, and from it spills the end of all
things.

How easy it would be to label us evil? The truth
shall come out. It is they, for it is the light that refiis-
es to abide by the rules. Ixindar does not corrupt, it
organizes, imposing the rule of Iaw on a discordant
reality. It uniforms, bringing constancy to this world
of chaos. Tranquility follows. The landscape of Ka-
kodomania is perfect in its absolute purity. We en-
deavor to end the chaos and bring about the death of

anarchy. We are trying to save the universe.

Marix
Lord of the Kronix
The Skin and the Ars Ordo Grimoire

to Amethyst. Among its more well-known passages is a
quote from an Ixindar general known only as Marix:

A side effect of this belief is the insistence that all
life, with consciousness or otherwise, operate in service
of order. When Ixindar corrupts, it subverts any
uniqueness in a subject. This corruption could spread
to every corner of the universe, leading to no freedom,
no expression of independence, nothing that would
increase disorder in the cosmos. Its ultimate end is the
merging of all creation into a single, perfectly tuned
machine.

Like Attricana, Ixindar radiates a power that is syn-
onymous with magic. Even trying to learn about this
power invites its corruption. T'he power of Ixindar does
not generate disruption. Instead of outright defying the
laws of nature as Attricana’s magic does, Ixindar’s magic
redefines local reality such that the desired effect is as
scientific and predictable as an autumn leaf falling to
the ground. Unfortunately, the inherent disorderliness

of a living consciousness is anathema to this power, and

few can sustain its effects for long; only the dark
intellect at the heart of the black gate can wield
the power to impose her will over huge swathes of
the world. The landscape of Kakodomania, where
the rules of reality are what Mengus decides them
to be, is a sign of the potential of Ixindar.

Ixindar’s radiance suppresses the disruptive
power of Attricana, dispelling magical effects and
even harming or killing magical creatures within it
if their magical essence is not repolarized to the
black gate.

Ixindar’s magic, on the other hand, cannot be
suppressed by its counterpart, at least not in any
way known to human, fae, or dragon. No one is
sure if closing Ixindar would destroy the shemjaza,
pagus, and typhox dragons plaguing the world in
the same way that Attricana’s closure would doom
all magically-sustained life from the face of the
Earth.

WEIGHTIER
CONCEPTS

Ixindar is the name given to a black (or negative)
sphere of undefined energy half buried in the center
of Kakodomania, known in pre-Hammer times as Si-
beria. Just as with Attricana, virtually nothing is

known about this gate. It may be a rip leading to a
dimension with a flipped polarity to Attricana or a realm
absent of dimension (philosophers and mathematicians
may debate whether such a thing is even possible).
With echalogians, this is the limit of their exploration on
the topic, considering the study of Ixindar is hindered
by the fear of its corruption.

They

view Ixindar and Attricana as both physical events in a

Men of science don’t possess such qualms.

physical universe that can ultimately be explained. If
Attricana is a portal to a higher dimension, perhaps Ix-
indar is a portal to a lower one (or vice versa). Perhaps
they are both positive and negative planes of a single
dimension. Scientists have attempted to employ string
theory to explain their observation from both positive
and negative gates—while also admitting the terms
“positive” and “negative” to be arbitrary.

The prevailing hypothesis involves a lesser variation
of string theory called brane cosmology, postulating that
the universe was formed by a collision of two outer di-

mensional layers. Their interference created the physi-
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They fear death, a natural fate for all life, a destiny
shared by the universe itself. They deny our belief that
this is all recurrent. We observe it in nature with no
Iimit on the scale. Regardless if the universe freezes,
collapses, or tears itself apart, time is endless, and this
entire process will start over again.

Another universe, another set of rules, and another
chance for life with nearly infinite combinations. Our
souls are part of that system. Don’t be afraid of
change...it’s the natural way, the flow of the universe.

Attricana is the faucet; Ixindar is the drain.

Asino Chernenkoff
R&D Division Gamma
Krebet

cal universe while also acting as a barrier to keep its rate
of disorder relatively constant. As the two dimensions
drift apart, the universe expands and vanishes; only to
create itself anew when the two membranes collide
again, repeating the process ad infinitum

A gate could very well be an anchor to prevent a
dimension from drifting. The flow from the negative
gate appears to encourage a set of rules different from
both Attricana and normal scientific laws. But where
Attricana encourages chaos, Ixindar compels order, ref-
erencing the second law of thermodynamics—that any
closed system will inevitably increase entropy (that is,
to increase disorder). Attricana encourages chaos, creat-
ing randomness in life and natural laws, precipitating
anarchy and destruction. While creating life in every
possible configuration, said life also becomes increas-
ingly difficult to control. The fae anathema are a per-
fect example; the long-lost elder fae were the pinnacle
of their species’ physical form, all subsequent deriva-
tions becoming more and more bestial until they be-
come grotesque and vicious monsters.

Conversely, Ixindar reduces randomness, encourag-
ing the universe to remain as it is. Nothing is created;
nothing is destroyed, and the level of entropy never
rises, contrary to the law of thermodynamics, suppress-
ing the tendency of entropy while Attricana significant-
ly accelerates it.

Another theory recently emerged proposing that
Attricana is directly related to dark energy and could, in
fact, be a source of phantom energy (encouraging the
universe to tear itself apart). Ixindar has no such equiv-

alence, and as such is a foreign concept in this uni-

verse—being able to stop or reverse the arrow of
time, a concept that even the most brilliant re-
searchers acknowledge is pure science fiction.
One leading echalogian once documented in a
scientific journal dismissed such complex theo-
ries.

This doesn't explain how Ixindar can excise
the capacity for imagination from individuals,
draw the life-force from creatures, or terraform a
landscape into a uniform expanse of black glass.
When considering these observations, scientists
examined one possible solution...that an intelli-
gence exists on the other side.

Theologians are quick to label this as scientific
proof of the existence of God (or of the alternative,
unpleasant as the thought may be), but scientists are
quick to point out that advanced intelligences capable
of controlling phenomenal powers do exist in this world,
even if they depend on Attricana to live. Fae mytholo-
gy speaks of a powerful dragon who allegedly embodied
the white gate’s power; could not a similar being lie at

the heart of the black gate?

SAEQAAR
THE DARK LANGUAGE

Pleroma, the language of dragons, channels energy di-
rectly from the white gate: it is theorized that the multi-
dimensional sigils that make up the language are, in
fact, the ‘base code’ of whatever reality lies beyond At-
tricana. However, the adverse also exists—a language
when uttered, channels magic from the black gate.
These letters do not reflect and scatter the sunlight, but
rather draw it in. They feel cold to the touch when
written, and when seen in all three dimensions, cast
shadows that draw in the surrounding heat.

Dragons are credited with creating Pleroma, even
though they admit when asked that Amethyst was their
one and only teacher; given the importance of words in
the creation myths of many human cultures, echalogical
influence suggests that Pleroma may have created drag-
ons, not the other way around.

Likewise, Mengus is accepted to being the architect
of Pleroma’s mirror, Sacqaar. Many think Mengus a
dragon, or at least was at some point. Events proclaim
her arrival with the great wave and the subsequent mi-
gration, known as the Exodus, but there has never been

an account of anyone observing her physical form; cer-



tainly, she no longer seems to possess one now. But if
Mengus was no dragon, then how did she land with
the knowledge to not only utilize Pleroma but also
corrupt it to tap power from Ixindar? One possi-

ble answer is that Pleroma and Saeqaar possess

the same parent tongue, with Amethyst and
Mengus as its only native speakers, just with al-
ternative paths—meaning there was no corrup-

tion of Pleroma, and both languages stand equal

in cosmic terms.

The fact remains that Saeqaar is an alternate
way to pursue magic, albeit a way heavily stigma-
tized by fear of corruption. The method of spell-
casting is the same either way, and nearly every
spell that can be cast with Pleroma has a mirror in
Saeqaar, with some exceptions; Ixindar has no
power to create even the semblance of life, and
thus Saeqaar has no power to conjure beings,
while Attricana as the beacon of life is unable to
perform spells that utilize necromantic energy.
Saeqaar is allegedly far easier to learn than Plero-
ma, as it follows more regular rules, but finding a
teacher is next to impossible, and only a few
sources of the text are known to exist in the world.
Kakodomania would be the obvious first choice,
though its remoteness forces those pursuing the
path to seck alternatives.

These locations are known only to a few, and
they are not advertised publicly, as opposing forces
seek to eliminate them. Knowledge of these symbols
is a requirement for any serious pursuit of the dark arts
(Necromancy, Entromancy, Nihilimancy, etc.).

The language itself functions like Pleroma, includ-
ing the fact that both utilize the same symbols for num-
bers as letters. Any document written in either lan-
guage doubles as an especially long string of numbers, a
fact more obvious in Saeqaar, as the denizens are more
inclined to write their books in a double-speak, where
the numbers can be deciphered to mean something

other than what the words are saying.

Previously, Amethyst has conveyed the sides in the conflict in
This chapter
significantly expands the setting’s broader concepts, but as

very polar and basic concepts of good or evil.

such may appear to contradict some perceptions readers had
from earlier books. | don’t consider this a plot hole as much as
letting the preconceived assumptions of right and wrong slide.

Previous books have insinuated that Attricana and Ixindar are

Those embracing the ways of Attricana run an ex-
tremely successful propaganda campaign, assisted by
the light beaming down from their gate. Its very na-
ture has been associated with life, freedom, and good-
ness, with the adverse being connected to darkness
and evil.

It’s all a Iie.

They don’t want us studying these works, to know
the truth, the scientific veracity behind it all. Attricana
Is chaos, the push to maximum entropy, a mere com-
pulsion to create chaos in the universe, to speed us
along towards the heat death of the cosmos. It may
encourage creation and intelligence, but that influence
also contributes to the disorder around us. Ixindar
meanwhile strives to promote stability, to keep every-
thing the way it is. It’s the opposite impact of Attrica-
This

“corruption” as they call it is the capacity of Ixindar to

na, but how could that be considered evil?
reverse the arrow of time, to break the second law of
thermodynamics, and save a closed system from even-
tual oblivion. Yes, Ixindar can create evil, but so can
Attricana; the gates are merely polar forces, with no
Inherent concept of morality. You cannot apply evil to
Ixindar or Attricana any more than you can apply it to
gravity.

Light. Darkness. Positive. Negative. These are
words and visual observations we take as evidence.
Look closer. It’s not about good or evil. We are talk-
ing about the fate of the cosmos here, and all anyone
seems to talk about is shooting dragons with guns.

Dr. Samuel Stapp

Quantix Intelligentia, Porto

only concepts people improperly interpret as good or evil.

This chapter explores why that assumption may be incorrect.

HISTORY

Whether Ixindar attracted the Second Hammer or was
broken open because of it may never be known; all that
is known is that of the two gates, Ixindar was the first to
open in the new age, the force of an impact only seen
once before on this Earth having barely cracked the
obsidian shell that preserved it deep under the Siberian
steppe for 65 million years. It is unclear whether the
impact brought it to the surface or the power within
elevated it, for all signs of the upheaval have been

wiped away in the intervening centuries.
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Ixindar sits in the center of a spread of black glass
known as Kakodomania. 'This region encompasses
thousands of square miles, and like a virus grows larger
every year. Itis devoid of color. The light of the moon
and of Attricana cannot penetrate here, and an unde-
fined blot eclipses even the sun, draping the ground in
an everlasting twilight. The shemjaza of Ixindar rule
over the armies—millions of pagus born with a pro-
grammed loyalty to their commanders. Fortunately for
the rest of the world, Ixindar’s influence diminishes
with distance from the black gate, though a shemjaza or
a typhox dragon can serve as a conduit for its power, and
so the spread of the pagus is necessarily limited... for
now.

The expansion of Kakodomania was chiefly respon-
sible for the great migrations of Asiatic peoples to the
shores of Canam, as those who had survived the Ham-
mer’s fall were driven from their places of shelter by
pagus hordes, ravenous typhox dragons, or simply the
transformation of their homes into a featureless obsidian
expanse. Some fled south, across the mountains where
the dragons of light roost, to lands that have not yet fall-
en to syntropy; others braved the turbulent waters, and
though many were lost in the passage, enough survived
to make landfall on the western coast of Canam, most
arriving near what would, with their help, become the
bastion of Angel. The numbers of refugees were so
great that elements of their cultures can now be found
from one end of the continent to the other, and though
the numbers of new arrivals have diminished as the seas
have grown even more dangerous, they have never
ceased entirely.

These refugees were not the only ones to cross the
sea, however. In northeastern Canam, a comparatively
small population of pagus exist, brought to the conti-
nent as slaves to the dragon lords of Azhi Dahaka.
Hemmed in by water and mountains on all sides, leav-
ing only a single land bridge to the rest of the continent,
they are contained for the time being. How this came
to be, no-one knows; perhaps after the first pagus as-
sault upon Canam, some great power brought up the
mountains to enclose them. Regardless, smaller bands
of pagus have found success through western land and
southern sea routes, but a safe pass has never been dis-
covered to funnel the masses through. The only re-
maining option, the Tethuss bridge, is blocked by the
kingdom of Janoah and their mighty Bulwark, an im-

mense fortress that completely seals the land approach

and is manned by the most dedicated knights in the
continent.

Between pagus raids that crash upon the Bulwark
like waves against the cliffs, armies under the banner of
Attricana scour the open wilderness beyond, hunting
down smaller pagus bands (many of which have shaken
off the influence of their dragon masters, though the
hunters have no way of knowing this and likely would
not care even if they did). But with their impressive
reproduction rates, pagus are only outbred by puggs. A
dozen pagus can turn into an army of hundreds in only
thirty years. However, without an external leader
(other than themselves), pagus lack the drive to expand.
They would rather breed and attack closer targets, or
better yet, fight amongst themselves.

For the past few hundred years, most of the pagus in
the north have been uncontrolled with the remainder
rallied under the shadow of typhox dragons, who them-
selves possess no aspirations to conquer the world be-
yond their petty fiefdoms among the eastern mountains.
If the shemjaza were to appear in Canam, they would
instantly amalgamate all errant pagus under their ban-
ner, and unlike dragons, a shemjaza’s sole purpose is to
advance Ixindar’s goal of conquering every molecule in
the universe.

Such a dismal possibility has happened.

Shemjaza have begun to appear in Canam. How
many and their objectives are unclear, but they never
act casually. They never think selfishly. Their precise
origin remains a mystery, even to them. It is assumed
that they must be born, somehow, for Ixindar lacks the
capacity to create from wholecloth; yet they have no
memories of parents, no drive to procreate, and though
physically they are all virtually identical each seems to
have been constructed for a specific, inscrutable pur-
pose. How this happens has never been explained, but
the process must be costly, as there are few in the
world.

Shemjaza have independent thought; they do think
for themselves, but their minds are all born identical,
sharing the same disposition, the same desire to follow
the demands of Mengus, to subvert or oppress anything
they don't yet control, and to destroy everything with
the potential to increase disorder in the universe. If left
isolated, their personalities have been known to differ
as they grow independently (perhaps from influence
from Attricana), but the result is rarely against the in-

tentions of Ixindar.



They have arrived in Canam.
They are gathering armies.

They have a purpose.

SHEMJAZA

RACIAL TRAITS

Average Height: 5'10” — 6’8”
Average Weight: | 10-180 Ibs.
Average Starting Age: Special
Estimated Life Expectancy: Unknown

Ability Scores: +1| to three ability scores

Age: Shemjaza do not age and can advance or revert
their age in real time. As such, they can look any age
they wish.

Size: Medium

Speed: 30 feet

Vision: Shemjaza possess blindsight. Although they can
still see normally, they can also perceive surround-
ings without relying on sight within 30 feet. It is an
unidentified awareness, not echolocation or vibra-
tions. Shemjaza cannot be blinded.

Languages: A shemjaza can speak, read, and write in
Saeqaar and one additional language.

Racial Skill Bonuses: +2 Bluff, +2 Intimidate

Reproduction: Shemjaza are sterile—they cannot
produce offspring.

Emotionless:  Shemjaza cannot be charmed or
frightened. They cannot be compelled to act in a man-
ner contrary to their nature or personality (or lack there-
of).

Ixindar Keyword: Unlike other fae, shemjaza do not
disrupt technology. They do not increase the penalties
to disruption during combat. They do not generate an
EDF due to corruption by Ixindar. Shemjaza have a
saturation value of 0 and a corruption value of 10. They

cannot be tainted by Attricana.

The etymology of the term “demon” has passed
through every culture of man and every holy text.
Sometimes they are called fallen angels, lesser gods,
or unclean spirits. They have been described as mis-
chievous, evil, or merely curious. Pre-Hammer texts
describe them as hideous, melding the normal with the
abnormal in a mixing of human and animal parts: horns,
tails, fur, feathers, or wings, bodies made of shadow and
flame, ice or stone. Some can alter their shape while
others have no real shape at all. The very nature of

classic demons would place them as creatures from At-

tricana, and many of the grotesqueries wandering the
wastelands of Earth could easily fall into such taxono-
my. These abominations are not demons, at least not
the ones that carry the name today.

Alternately, demons have also been described as
virtually indistinguishable from normal creatures, able
to pass off as fae or man. The first reported appearance
of a shemjaza in Canam occurred in the defunct empire
of Kardia, later known as the Sana Marsh. The account
tells of a beautiful fae girl of fair skin and bandage
dressings over her eyes seducing King Sana into de-
stroying his kingdom with the promise of everlasting
bliss and immortality. When fae caught wind of this
story, they knew the shemjaza had returned. The story
was kept hidden for fear of inciting the masses.

How they came to be is unknown. It is well-known
that Ixindar cannot create anything, only corrupt that
which already occurs. And yet, despite their superficial
resemblance to the fae, shemjaza are nothing like any
other creature that exists on the face of the planet.
While no-one has ever been able to dissect one, it is
clear that their internal structure is totally dissimilar
from any other terrestrial creature, since they have been
known to survive even railgun blasts to places where
vital organs ought to be. Several fae cultures even claim
shemjaza are not living creatures at all, but golems
formed from earth and water and enchanted to look
humanoid. The dragon Kelto of Guard gave credence
to this theory, disclosing in his bible that Mengus, the
formless intelligence said to live inside Ixindar, created
shemjaza from power only she possesses.

Their appearance also suggests a connection be-
tween the two gates, beyond those which are already
theorized. Why would creatures emerging from both
gates look the same unless the gates themselves some-
how lead to the same realm? Perhaps they tap a similar
source or are themselves opposite sides of the same di-
mension. Some fae faiths denounce this, claiming their
similarity is due only to a trite lesser god with nary an

ounce of imagination.

THE FAILURE OF DRONES

Shemjaza appear reserved and blank, expressing little to
no emotion in their faces. It is theorized that they can
only truly experience extreme emotions, and that even
these are muted. Shemjaza showing displeasure in a
situation may be insanely furious while one overjoyed

beyond all pleasure would hardly confirm it beyond a
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PATH OF SHADOW

The problem with so many malevolent paths pre-
sented in other fantasies is that the result is ulti-
mately unpleasant. The wicked soul is portrayed
as loathsome and ugly, surrounded by equally
unattractive minions. Living alone in a decrepit
keep, the tormented soul laments his decision
and the wicked path he chose. Otherwise, the
character stands as the arrogant despot, feared by
all, especially his most trusted. Paranoid and
nearing madness, blind to the impending revolt,
the oppressor is brought down by the very people
that feared him. It comes no matter the course,
electing to act wicked undeniably only leads to a
quick and painful end. Defeat appears the only
inevitability. When does evil live to a natural
death, content with atrocities committed with no
retributions levied?

Only in real life.

The concept of the devil offering wishes in
trade for a human soul was planted by theology to
convince the masses that such a bargain came
with a hefty price. The devil would always find a
loophole and renege on his offer—damning a
soul that gained nothing from the deal. However,
such a devil would be a bad businessman as soon
as word passed about his crooked ways. Prospec-
tive customers would be hard to find knowing the
devil’s propensity for dishonesty. Wouldn’t it be

better if the devil’s promises came true? To the

slightly crooked smile. Even when in the ferocity of
bloody combat or the throes of bliss, a demon hardly
acknowledges the event with barely a drop of sweat or a
hastened heartbeat. Without noticeable displays or reac-
tions, shemjaza are difficult to read. They are not
known for subtlety in words or actions; their most un-
canny trait may be their tendency to order the massacre
of thousands as matter-of-factly as a human might re-
quest a cup of ale in a tavern.

The few shemjaza separated from the will of their
creator must come to terms with such a state. They still
find disorder or randomness offensive, possessing an
obsession to control everything around themselves.
There have been some exceptions—with some growing
obsessed with expressing their repressed emotions; an
aspect considered a fault of their species (or a result of

corruption from Attricana). In consequence, these rare

contracted comes all the windfalls and pleasures
promised. Despite the eventual damnation, cus-
tomers would line to the horizon. In real life, bad
guys can win. Crimes can go unpunished. Evil
can offer riches with neither hidden cost nor re-
grets. Such as it is with Ixindar. The advocates
of order promise life everlasting and power over-
whelming. Disciples gain charisma and influ-
ence.

Within the darkness hides the power of gods.

Catch? Why should there be a catch? Why
would Ixindar wish to betray you? It promised
the world and riches for the taking. It only prom-
Ises strength in spirit, beauty in skin. You wish
not to be ugly; it will make you beautiful. Follow-
ers flock to follow in your shadow. Any mate you
wish will worship you. FEat your fill and never
gain weight. Cut your skin and never scar. Live
without worry and never die.

The others insist there is a catch, for evil must
act so, according to them. They insist drawbacks
must exist, for they never offer what we can.

The only catch I see deals with occupying
newfound time. The others force morals and vir-
tues and values. Desires exist because our souls
want them. Why hold back? Embrace your crav-
ings. Wallow in your tastes to whatever extreme
they lead. Enjoy your life, for it will never end.

Maximillian Gabbithax

The Ars Pravus Grimoire

shemjaza take pleasure in extremes. They are more
destructive, more passionate, and prone to unpredicta-
ble actions to expel the frustrations of their restraint.
Self-inflicted scars are common sights. This pursuit is
considered heretical to the faiths supported by Ixindar
and against the doctrine of Mengus.

One theory proposed by an echalogian postulates
that Mengus is seeking some ultimate design—a life
form she believes is worthy to inherit the universe.
The pagus are worthless in her eyes, merely corrupted
creatures from Attricana constantly at war with their
dual natures. Since the shemjaza also show uncontrolla-
ble emotions when away from her influence, it would
appear that they are a failure as well, possibly explain-
ing the scarcity of demons in the world. Mengus may
have other plans, soon to reveal another design in her

evolution immune to the corruptions of chaos.



PHYSICAL DESCRIPTION

Shemjaza are all usually tall and thin. They are neither
frail nor built like pagus. Shemjaza all have matted sil-
ver skin with a perfect complexion. While they express
physical sexes, they do not seem to have defined gen-
der identities, and it is unknown whether their physical
traits are merely cosmetic or actually serve some biolog-
ical purpose. Like the tilen, their ears taper long and
straight up, though are not jagged from necromancy.
The eyes, their most noticeable feature, are completely
black—the entire surface, from sclera to pupil. They
can still see despite this odd condition, though it may
be that their perceptions are not based on sight at all —
at least not as other creatures understand it.

Shemjaza are also normally completely hairless.
They grow it nowhere, even lacking beards and eye-
brows. Specific individuals may grow hair if needed
to fulfill their particular purpose—females dis-
patched to engage the fancies of mortal rulers, for
example, will often possess long, straight, lus-
trous black or white hair

All shemjaza possess the ability to alter their
age, though not their physical appearance.

They can keep a look for decades, able to re-

verse or advance time at will, though this pro-

gression is not accelerated, meaning a
shemjaza that looks 30 wishing to look 20

would take ten years to reach that goal. As a

result, their maximum lifespan is unknown, and

no one has ever seen a shemjaza die of old age.
One famous story claims them as immortal; this
same account also claimed shemjaza are born as
adults, nearly killing their mothers in the process. It’s
doubtful the stories are all true. For all anyone knows,
shemjaza might not even have mothers.

Shemjaza prefer tight, skin-flush garments. Even
their armor is form-fitting and compact. Males keep
their bodies covered nearly head-to-toe while females
allow their curves to be exposed, using their attributes
to net them advantages in whatever situations they find
themselves in. Shemjaza despise loose clothing and
never wear jewelry. Because of their blindsense,
some shemjaza on their own prefer to keep their eyes
closed or covered. They never sleep.

Shemjaza share certain physical qualities with the
pagus, the tilen, and the laudenians, further enforcing
the argument of the look of the original fae. If At-

tricana is responsible for the degradation of the fae
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After reading no less than 150 different accounts trans-
lated from 30 different languages from centuries both
before and after the exodus, I have reached the con-
clusion that these individuals the damaskans speak of
are afflicted with no less than a dozen different psy-
chological complications.

Beyond simply obsessive-compulsive disorder
(OCD), many also appear to possess adjustment dis-
order, narcissistic personality disorder, avoidant per-
sonality disorder, schizoid personality disorder, dys-
thymia, and sometimes just pure old-fashioned psy-
chopathy.

These attributes are all persistent in many of the
cases reported. I am honestly confounded on how
these “demons” can even form a culture.

Dr. Christopher Geist
Limshau Medical Journal

form, then shemjaza and tilen are more like

the fae ancestors than any other living elf.

It has been encouraged in the previous books that player char-
acters be heroic, or at least present themselves in a dignified
manner. There was substantial room for flexibility, but the
game's narrative assumed the characters created would be
noble.

The real world is hardly that absolute. Most of the time,
heroes only emerge from necessity—their actions celebrated by
onlookers despite the motivations being rooted wholly in self-
preservation. It is also entirely possible that one acts heroically
when it coincides with a veiled ulterior motive rooted in egocen-
tricity. A parent may act in response to threatened offspring
but would that same individual do the same for a stranger?

The average person may claim to be altruistic, but these
actions often have conditions. Nobility may be limited to the
number of possible accolades or witnesses. True heroism
emerges from the decisions of an individual stepping out from
safety to risk life and limb in the protection of a stranger. Such
virtues are uncommon in the modern world. In most cases,
honest individuals do what’s right with the least amount of risk
or investment, which is still more than many others claiming

integrity. Some of those are simply evil.

SHEMJAZA NAMES

Shemjaza have no discernable culture, and their names
are as straightforward as can possibly be: proficient

readers of the dark language of Saeqaar would recognize

shemjaza names as simple numbers and a designation of
the individual’s purpose. There are five possible desig-
nations:
Roox (casters of magic)
T'engyn (administrators)
Shediin (all warriors of close and far)
Rueheen (stealth, seduction, and trickery)
Shaya (the builders of everything).
Thus, a name like Roox Basat translates to
“Spellcaster number 23.” Shemjaza names are uni-
sex (adding credence to the theory that shemjaza

genders are purely ornamental).

SHEMJAZA NAMES

Roox Basat (“23”), Tengyn Shon (“10”), Roox

Faugn (“17), Shaya Revi (“7”), Rueheen Hylla
(“30”), Shaya Tsi (“207), Shediin Glys (“8”), Roox
Rhan (“5”), Rueheen Aleb (“3”), Roox Xon (“507),
Tengyn Tesha (“100”), Rueheen Meot (“60”), Shaya
Resh (“117), Shediin Dalet (“777),
(“90”), Shediin Kaph (“42”).

Rueheen Tot

SHEMJAZA PLAYERS

It is possible in certain games to introduce a shemjaza as
a playable character, although this should not be made
available unless specific setting secrets are also ex-
pected to be exposed (elements in this chapter). Like
tilen, shemjaza are despised, and a known shemjaza
would draw a bounty on its head from even the most
mild of civilized nations. Because of limitations on
their personality (cold, detached, and unimaginative),
they may be difficult to play, though this should not
stop a player from attempting the challenge. Despite a
disposition that borders on psychopathy (if not embrace
it totally), a shemjaza does have the capacity of nobility,
depending entirely on motivations and internal logic.

A good shemjaza may only commit good acts be-
cause of a logical code put in place internally or exter-
nally, rendering a literary anti-hero. They may be kind
to friends but bloodthirsty to enemies, switching moods
in an instant. They can be classed as mission-
orientated killers, targeting opponents they perceive as
wicked.

Such individuals can be tolerated in communities of
shared interests. A shemjaza may be the first to stand
against bandits, an invading army, or an attacking abom-

ination birthed from the influence of Attricana. Given



their general disdain for all things chaotic, they would
be unflinching and unforgiving members of law en-
forcement. They may act more sympathetically to dic-
tators, ethnic cleansing (like the eradication of all feral
fae), or to the execution of prisoners considered too

dangerous to rehabilitate.

SHEMJAZA FEATS
SADOM

Prerequisite: Shemjaza

Benefit: You can use a swift action to inflict damage
on yourself equivalent to your largest Hit Die (rolling
the die and taking the damage). You then gain a +2
bonus with all d20 rolls until the beginning of your next

turn.

STIMULI

Prerequisite: Shemjaza
Benefit: T'wo of your selected ability scores at char-

acter generation each increase by 1.

TORPOR

Prerequisite: Shemjaza

Benefit: You are immune to any effects able read
your mind, intentions, or alignment. Any attempts to
use Sense Motive (Wis) against you automatically fail.
You gain a +2 bonus with Bluff (Cha) checks.

TRAITS
DARK SEED

Trait: Supernatural

Prerequisite: Cannot be of any chaotic alignment.

BENEFITS

Class Skills: Any two Charisma-based skills of your
choice.

Languages: One of your choice.

Equipment: One light weapon stained with your
blood, an abacus, 30 gp/uc of echan or techan gear.

Seed of Corruption: Your soul is tied to Ixindar.
You do not disrupt technology. You do not increase the
penalties to disruption during combat. You do not gen-
erate an EDF due to your corruption by Ixindar. You

have a saturation value of 0 and a corruption value of 10.

If you become bound to Attricana for any reason, you
lose this keyword and generate EDF normally. Any
technology you possess is immune to disruption as long

as it is attached to you (holding or store in a backpack).

The popular media (papers, orators) claim you are
among the harbingers of the apocalypse, that Ixindar
has spread such seeds across the world in preparation
for an upcoming invasion. While most listeners and
readers take these stories with a grain of salt, discredit-
ing it as an urban legend, to you they are the literal
truth. In ways, you are merely the reflection of similar-
ly radiant creatures from Attricana, encouraging shadow
where others bring light. Alas, this may come across as
a malicious purpose, but all creatures require a period of
darkness in their day. Too much light will eventually
burn. Your purpose is a natural force, a necessary evil
(if such loaded words can strictly apply to power totally
divorced from morality). Of course, fanatical members
of the opposition to declare you an abomination and
swear to your destruction, regardless of actual crimes
committed. It’s understandable you might be a little
bitter about that.

You cannot apologize for the choices made—you
were born with such a disposition. Your mind is natu-
rally tied to Ixindar. If you are a pagus or shemjaza, the
cause if obvious, but this trait is not limited to them;
dark seeds can grow in nearly every culture (though
many deny this fact). In many fae nations, if a
“tainted” soul is identified, it is very often outcast, or
even executed in extremis. The issue is that few cul-
tures can test for Ixindar corruption and those that can
don’t make a habit of it. In techan bastions, it’s nearly
impossible since the dominant aspect of Attricana, dis-
ruption, does not occur with Ixindar. Given the orga-
nized and structured nature of bastions, such a person
would not be ostracized, and might even be welcomed
in some communities.

For echan nations, an equal challenge is faced given
the absence of any technology. By default, humans
don’t disrupt, but fae do (apart from gimfen). Still, hav-
ing a dark seed is not a guarantee of being unsympa-
thetic or cruel, although the seedbearer’s upbringing
often leads in that direction. Yet, there are even
shemjaza who have been known to behave altruistically
if their ultimate purpose requires it—although actual

kindness is usually a bit too much to ask.
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"This trait is almost universal among the shemjaza.
It is not known for sure how shemjaza are created;
whether they are born as other creatures are, or
spawned in some clinical vat, or even built in some sort
of organic frame. Shemjaza possess no memory of the
moment of creation, and their first memory is that of an
adult. However, the possibility cannot be eliminated
that their memory is erased. What remains is a creature
lacking empathy or remorse—effectively an organic
machine powered by negative energy. The dark seed
could be this internal reactor, and as a shemjaza grows,
this engine expands in such power as to radiate corrup-
tion in the same way as Ixindar—as if each shemjaza

carries with it a miniature variation of the black gate.

DARK SEED

FEATS
CARCINOGEN

Prerequisite: Dark Seed, 4" level

Benefit: Any creature you hit with a melee attack or
only touch gains a corruption point. Once a creature
receives a corruption point this way, you cannot impose

this ability again on the same target for 24 hours.

CRITICALITY

Prerequisite: Dark Seed, 8th level
Benefit: All technology you wield is immune to dis-

ruption, no matter the intensity of EDF.

SEED OF ABSOLUTION

Prerequisite: Ciriticality, 12th level
Benefit: You radiate a 5-foot sphere of anti-chaos
that prevents disruption in any technological device in
range. Although spells and magic can enter the sphere,
no Attricana-bound spells can be cast while in it. Any
Attricana-bound magical effect that is activated inside
the sphere fails to activate. If you carry any Attricana-
bound magic gear, this aura is deactivated, and you gen-

erate EDF as usual.

SEED OF ANNIHILATION

Prerequisite: Seed of Absolution
Benefit: Any time a creature bound to Attricana
begins its turn within your absolution sphere, it suffers
1d4 necrotic damage. You can suppress this ability se-

lectively.

SEED OF APATHY

Prerequisite: Seed of Annihilation
Benefit: The range of your sphere is expanded to 10

feet.

DISCIPLE OF
SAEQAAR

Trait: Discipline
Prerequisite: Any lawful.

BENEFITS

Class Skills:
vice (Cha)
Languages:

Knowledge (Arcana), Use Magic De-

Saeqaar, one additional language of
your choice.

Equipment: A handful of books on Saeqaar you let
no one read, alchemist supplies, component pouch,
chalk, various types of pens and pencils, 15 gp of assort-
ed accessories.

Syntropic Spellcraft: Your soul has been tied to the
black star of Ixindar. Any arcane spells you cast are in
Saeqaar. You no longer generate a disruption field
when casting arcane spells. If you carry normal en-
chanted items, they still generate an EDF. However, if
you possess only Ixindar magic items, you radiate no
You

have a saturation value of 0 and a corruption value of 10.

disruption and can wield technology alongside.

If you become bound to Attricana for any reason, you
lose this ability and generate EDF normally.

You can also be a Saeqaar spellcaster. You can pick
the School of Necromancy, the School of Nihilimancy,
or the School of Entromancy if you wish to be a wizard.
You can also use the cleric class as an arcane spellcaster
and select the Death Domain. If the spellcasting class
you select lists spells from the Necromancy school,
there is nothing stopping you from turning it into an
arcane class utilizing Saeqaar (that said, there has never
been a reported occurrence of a bard or druid using
Saeqaar). You cannot cast spells that summon or create

creatures or objects, or that deal good (positive) damage.

Attricana begets chaos, a force associated with random-
ness and creation. A universe completely in order,
without disturbance, is one without death. Low entro-
py radiates from the black gate of Ixindar. It encour-
ages a state where everything is organized, in its place,

where energy can be controlled and destruction re-



The ignorance of those under Attricana is their as-
sumption of righteousness. There are two gates,
two sources of power, two channels in which to si-
phon power. There is no moral high ground for
either. The universe is just space—matter and en-
They

call it corruption, but in the end, it’s only energy

ergy changing hands. There is no default.

shifting states. We are both entitled to exist.
Unknown

versed. Those following this path are tempted by what
it offers: power over life and death, though mostly the
latter.

Generally, the only paths available to spellcasters are
those using Pleroma—the divine language designed by
Amethyst to channel the power of Attricana—words
able to shape the world. “A cheat code for the uni-
verse” was how one wizard put it. To learn the lan-
guage, taking all knowledge and focusing on a single
word in a single moment gives one the same power as
gods, to control chaos. Pleroma and Saeqaar are func-
tionally identical, with many symbols indistinguishable
from another. The two arcane languages work similarly
in how they shape the universe. The difference is that
the dark language does not generate disruption, though
it does corrupt the user.

The core motivation for embracing Saeqaar over
Attricana is the slight difference in available spells.
Where Attricana can create and destroy, Saeqaar can
control. Necromancy is a field of magic isolated exclu-
sively in the magic of Ixindar. The secrets of immortal
life, to manipulate death, lic within the dark language.
As a result, Saeqaar has become an overwhelming temp-
tation for those afraid of their demise or those wanting

control over the death of others.

DISCIPLE OF SAEQAAR

FEATS
FATE-JACK

Prerequisite: Discipline of Saeqaar
Benefit: You can turn one d20 roll to any desired
result. You can do this as many times a day as half your

Intelligence modifier (rounded up).

REFUSING CHAOS

Prerequisite: Fate-Jack

Benefit: Instead of rolling for a skill check for a
skill you possess ranks in, you can elect to set the
die roll to 10.

ARCANE
SCHOOLS

There are three paths available to wizards employing
Saeqaar—Entromancy, Necromancy, and Nihilimancy.
They all gain access to the entire Saeqaar spell list but
feature distinct variations on how they approach the
craft. Some of them are also regionally or ideologically

specific.

SAEQAAR SPELLCRAFT

For Attricana magic, schools are limited to Abjuration,
Conjuration, Divination, Enchantment, Evocation, and
Transmutation. The School of Necromancy is nearly
entirely populated by Saeqaar spells, thus limiting their
appeal to Attricana-bound spellcasters. It’s important to
be aware of the difference between what language a
spell is written in and what school it belongs to. The
majority of spells are available in both Pleroma and
Saeqaar. All spells that deal necrotic damage are unique
to Saeqaar and thus are not available to casters bound to
Attricana. Comparably, there are no Saeqaar spells fo-
cusing on summoning or those that deal good/positive
damage.

Gneolistic. 'There can be Ixindar-bound gneolistics,
which can cast spells naturally without being required
to study an arcane language. If Attricana gneolistics are
rare (one in a million being generous), then Ixindar gne-
olistics are nigh mythical. If one were to appear, it
would act the same as a traditional gneolistic though
limited by the same spell list mentioned above (they

can also select the Death Domain).

SCHOOL OF
ENTROMANCY

The oldest of the three Saeqaar-based school, but by far
the rarest, entromancy is not focused on eternal life or

raising the dead, but in the control of energy and the
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shift of entropy. An entromancer embraces two princi-
ples, the control of fate and the control of life. They are
not necromancers, so generally avoid raising the dead.
Being able to manipulate life energy allows entro-
mancers to be powerful healers, though most rarely be-
stow that boon on others. In some circles, entromancers
have been called psychic or prana vampires, given their
ability to steal life energy. But more so, the entro-
mancer can control the level of destruction he inflicts.
He can reverse mistakes, circumvent collateral damage,
and control the chaos around him. Even death is some-
thing the entromancer may be able to reverse.

This path is the standard choice for those following
the faith around Ixindar—the one seen exclusively with
shemjaza Rooxs. Given the lack of productive spells
within the school, it is not popular with other corrupted
spellcasters not affiliated directly with Kakodomania.

There is a rivalry between Entromancers and Necro-
mancers, both old disciplines, with the latter focused on
building undead armies and mindless thralls for the
creation of an empire. Entromancers cannot be both-
ered with kingdom building; they only occupy their
efforts in the servitude of Mengus. It is both selfless
and selfish, in that the mage places her faith first, but
will still leach life energy from victims to remain alive.

Prerequisites: Lawful evil or lawful neutral. Addi-
tionally, you must have had extensive knowledge of
Saeqaar and have your soul tied to Ixindar.

Mending Touch (Ex): Your obsession to reversing
chaos extends to your spellcraft. Mending no longer
requires vocal or somatic spell components. You now
restore 3d4 hit points to objects per spell.

Chaoskamph (Sp): You can control the level of ran-
domness around you. As a Standard action, roll a d20
and set it aside. You can swap any roll made by any
target within 10 feet of you with the set die. The re-
placed die is discarded—you must spend another action
to set another die roll aside.

Reality Puppeteer (Su): At 8th level, you gain a Re-
ality Pool equal to your spellcasting ability modifier.
You can remove any amount from this pool to adjust
d20 rolls you or any creature within 10 feet of you
make. For example, if your Reality Pool is 6, you can
change a die roll of 18 to 20, reducing the pool to 4. You
can then adjust another die roll from 15 to 12, reducing
your pool further from 4 to 1. You are likewise aware of

ALL d20 rolls any creature makes within 20 feet of you.

SCHOOL OF
NECROMANCY

The School of Necromancy was founded by the first
ghulaths in the first age after their secession from Kako-
domania. These “vampires” had no desire to follow the
edicts of Mengus and were more committed to the ex-
pansion of their empire. They consider Saeqaar and the
power from Ixindar a tool, nothing more, and certainly
not the impulsion to embark on a holy crusade against
the forces of chaos.

The vampire lords possess their plan, their drive to
rid the world of chaos, including the gathering of armies
comprised of mindless thralls and loyal disciples and the
forming of a sacred hierarchy in which they sat atop.
Most of these selfish desires run antithesis to Kakodo-
mania, resulting in the expulsion of the ghulaths from
corrupted lands. Naturally, this brings up an interesting
paradox.

As the legend goes, Ixindar passed over the world
before settling; it indoctrinated the fae to gather to it
they received corruption and emerged later as pagus.
The shemjaza, with an origin afloat in assumptions,
came later, possibly created artificially and powered by
negative energy. Necromancy did not exist by this
point. The ghulaths simply appeared, creating the
school afterward. 'They neither resemble pagus nor
shemjaza, are more closely related physically to the old-
est fae descendant species, the laudenians, and can con-
trol Ixindar while resisting the whisper of Mengus.

Ghulaths eventually formed their nation, one that
was rebuilt in the new age, their knowledge of necro-
mancy having survived. Despite the broad spells lists
available to all Saeqaar spellcasters, many of the necro-
mancy spells were developed by these first necro-
mancers. Kakodomania takes issue with the goals of
As such,

there are necromancers in every land where Saeqaar can

these wizards, not in the spells they wrote.

be found, not just in the Necrosea—where the largest
ratio of ghulaths have congregated. The vampires there
are still shunned by Kakodomania, but the impact of
their work remains to this day.

For rules on the School of Necromancy, refer to offi-
cial PATHFINDER publications.



SCHOOL OF
NIHILIMANCY

Apart from ghulaths, shemjaza, elder tilen, and a hand-
ful of other rarities, every creature must come to terms
with the eventual expiration of their life. Time ticks
away for all. Many obsess through their days in a vain
effort to extend their lives, even for a little bit. They
devote so much to lengthening their existence; they
waste what little they have. Even for fae, some capable
of living for thousands of years, an end still approaches
accompanied by increasing panic and dread. Some take
measures to extend their lives, but no route to stave off
death exists that is not marred in evil.

One path lies with the undead. Pursuing this path
promises absolute immortality by turning one complete-
ly over to the other side, to which a ghulath is the more
potent. Certain problems exist with this path. The
result is a despicable creature, known for xenophobia
and isolation. The process is long and complicated,
leading some others to attempt another route.

The path led to nihilimancy, a branch of necroman-
cy dedicated to extending one’s life at the extent of
others. To manifest this power, a nihilimancer must be
willing to commit unspeakable acts, embracing a malev-
olent path to which there is no return. Despite the
costs on one’s soul, nihilimancy tempts many, promis-
ing everlasting life and immense power with few per-
sonal sacrifices. There is no small print, no bewitching,
no double-dealing, and no secret price. The dark pact
promises eternal life in a youthful body, so one's soul is
never used as a bargaining chip. If one is willing to em-
brace the darkness, it asks for nothing else. All that is
required is the will to do whatever is needed to extend
one's power. As it stems from an obsession to extend
one's life, almost all the world's dark casters are human.
There were never nihilimancers before man appeared.

Firstly, the disciple of nihilimancy must find a cache
of Saeqaar and escape the location with his or her life
intact. With what they know, these students begin
their manipulation of the world around, snaking their
way into positions of authority, influencing the influen-
tial, and killing the weak. The future holds endless
possibilities for those with no ethics. They can use
their spells and technology side-by-side. They believe
this to be the preferred path for the betterment of the
planet and they should be among the elite running the

show. In truth, they are just another pawn in the game

of gods, and when the armies of Kakodomania make
their final push to take the planet, these disciples will
be trampled down like the rest of the world.

Prerequisites: Lawful evil. The character must
have had extensive knowledge of Saeqaar and have
one’s soul tied to Ixindar.

Nethercraft: You gain a +2 bonus with Bluff, Diplo-
macy, Intimidate, Perform, and Sense Motive.

Draining Touch (Sp): You learn to expand the ca-
pacity of the most basic necromancy spells. As a Stand-
ard action, you attempt a melee touch attack that in-
flicts 1d6 necrotic damage. The touched target also
takes 1 point of Strength damage unless it makes a suc-
cessful Fortitude saving throw. If the target fails, you
also recover 1d4 hit points.

Shaping the Void (Sp): At 8th level, you may create
a neverborn servant (see ‘Neverborn’). The neverborn
acts as your spell totem. As long as the neverborn re-
mains within 20 feet per caster level of you (known as
the control range), the neverborn counts as if it were in
your possession in order to cast arcane spells. As an ac-
tion, you can mentally command the neverborn to take
an action. If the neverborn dies, you may perform the
ritual again to create another neverborn. You lose all
class abilities and spells until you create another never-
born. Additionally, when reaching a level when you can
select a feat, you can select a neverborn trait instead.

Physical Transcendence (Su): At 14th level, you no
longer age. You regains 10 hit points at the start of your
turn. You die if you start your turn with O hit points
after your neverborn has been destroyed. This benefit
of time is limited to the lifespan of the neverborn, and if
killed or if the fae organs within it degrade (before re-
placement), you take 5 points of damage, and your hit
point maximum is reduced by that same amount at the
start of each new day. 'This loss is not recovered by

resting, only by recreating or sustaining a neverborn.

ALTERNATIVE NIHILIMANCER

Although the default path of nihilimancy resides with
the wizard, this should not discourage unorthodox inter-
pretations of the craft. Technically, nearly any class can
pursue the path of nihilimancy. Here are a few exam-
ples:

Bard: A bard can select Nethercraft, Draining
Touch, Shaping the Void and Physical Transcendence

as feats (obeying level requirements for the latter two).
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Cleric: Nihilimancy replaces your Divine Domain.
You gain Draining Touch at 1st level, Shaping the Void
at 8th level, and Physical Transcendence at 14th level.

Druid: 'This would be an odd combination. A druid
can select Nethercraft, Draining Touch, Shaping the
Void and Physical Transcendence as feats (obeying lev-

el requirements for the latter two).

NEVERBORN

The neverborn are a secret Ixindar never meant for the
outside world to know. They are related to Gebermach
and Thornshroud—possessed armor with some sem-
blance of intelligence. Knowledge of these prototypes
leaked out when the first shemjaza appeared across the
world. No one is sure who created the practice or when,
though the latter is theorized to be post-second ham-
mer.

When shemjaza discovered the short lifespan of hu-
mans, it is thought that a Rooxs spellcaster offered this
knowledge to a person to corrupt his ways to Ixindar.
To humans, everlasting life is one of the greatest bar-
gaining chips ever. Another theory postulates the tech-
nique grew when a particular human necromancer who
refused to adapt to being undead discovered and
adapted necromancy to his purpose.

Neverborns are primitive results of mortal men imi-
tating a technique perfected by a god-like entity.
Though one is never as powerful as the creations of
Mengus, they do improve as the power of the nihili-

mancer increases.

NEVERBORN TRAITS

A neverborn gains one trait upon creation, plus one ad-
ditional trait at challenge level 8, 12, 16, and 19. This is
not counting the additional traits when a nihilimancer
selects one instead of a feat. Each trait can only be se-
lected once.

Damage Transfer: A conscious nihilimancer may
shuffle any damage inflicted on his neverborn to him-
self and vice-versa as long as the neverborn is within
control range. This process occurs instantly. The dam-
age may be partial or a full amount.

Focus Point: The nihilimancer’s spells can originate
from either him or the neverborn as long as the never-
born is within control range. These can include self-
spells as well as touch and ranged attacks. Spells cast

upon the neverborn or nihilimancer (or vice versa) only

affect the subject casting the actual spell and does not
affect them both.

Synchronous Improvement: Both the nihilimancer
and the neverborn increase one ability score by one.
T'he neverborn can only improve physical ability scores
(Dex, Str, Con).

Improved Plating: Increase the neverborn’s AC by 2.

Aggressive: The damage output with the never-
born’s weapons all increase by +4.

Multiattack Improvement: 'The neverborn gains
one additional claw attack with its full attack.

Necrotic Ambience: If the neverborn hits with any
of its melee attacks, it inflicts an additional 1d8 necrotic
damage and the nihilimancer regains the same amount
of hit points.

Sympathetic Resilience: The neverborn gains a +2
bonus with saving throws against spells and other magi-
cal effects.

Awareness: The neverborn gains a +1 bonus to at-
tack rolls.

Floating Links: As a swift action, the neverborn can
extend or retract its arms to give its melee attacks an
additional 5 feet of reach. It suffers a -1 penalty to at-
tack when extended.

Warp: As a bonus action, as long as your neverborn
is in range, you teleport to within 5 feet of your never-
born or vice-versa. This ability can only be use once
every ten minutes.

Berserk. Whenever the neverborn starts its turn
with half hit points or fewer, roll a d6. On a 6, the never-
born goes berserk. The neverborn is no longer under
the nihilimancer’s control, though the nihilimancer can
still benefit from neverborn traits and use the never-
born as a totem assuming the neverborn is in control
range. On each of its turns while berserk, the never-
born attacks the nearest creature it can see (except the
nihilimancer). If no creature is near enough to move to
and attack, the neverborn attacks an object, with a pref-
erence for an object smaller than itself. Once the ne-
verborn goes berserk, it continues to do so until it is
destroyed or regains all its hit points. The nihilimancer,
if within control range of the berserk neverborn, can try
to calm it through their psychic connection. The nihili-
mancer must take an Standard action to make a DC 15
Diplomacy (Cha) check.

neverborn ceases being berserk.

If the check succeeds, the
If it takes damage
while still at 40 hit points or fewer, the neverborn might

go berserk again. While berserk, the neverborn gains a
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BASE NEVERBORN CR7

XP 3,200

Medium construct

Init —|; Senses darkvision 60 ft., low-light vision; Perception
+0

DEFENSE

AC 21, touch 14, flat-footed |7 (+4 Dex, +7 natural)
hp 115 (9d10+66)

Fort * Ref * Will *

DR 5/adamantine; Immune construct traits, magic

OFFENSE

Speed 30 ft.
Melee 2 slams +13 (2d8+5) or 2 melee weapons
Space 5 ft.; Reach 5 ft.

STATISTICS

Str 20, Dex 18, Con 18, Int * Wis *, Cha *
Base Atk +9; CMB +15; CMD 24
Languages none

ECOLOGY

Environment any
Organization solitary
Treasure none

SPECIAL ABILITIES

* Same as nihilimancer.

Skills The Neverborn possesses the same skills as his nihili-
mancer controller.

Activity Neverborns do not eat, sleep, or breathe. While the
nihilimancer is asleep, the neverborn can act on its own but
never deviates out of its control range unless instructed.

Bridge Union The neverborn is not static; growing with its
nihilimancer creator. Each time the nihilimancer gains a level
levels, the neverborn increases its challenge rating by |. For
each CR increase, the neverborn gains | hit die and 5 hit
points before Con adjustment), Every 2 CR increases attack
bonus and CMB by |, all physical attributes by |, and damage
dice from all attacks increase by |. Every three levels, gain 2
hit dice and 10 hit points instead of | and 5.

Death If reduced to 0 hit points, the neverborn falls to pieces
upon the ground.

From Ixindar Being from Ixindar, a neverborn does not dis-
rupt technology if held. Its form prevents it from wearing
any magic items.

Gear Neverborns are sentient creatures usually built to be
humanoid. Both its hands are free to wield a shield and/or a
weapon. Every other magic slot is occupied beyond this.
Therefore, it cannot be assigned any magic items save for a
magic weapon and/or a magic shield. These items must be
bound to Ixindar. Items bound to Attricana are suppressed,
and act as mundane items.

Necrotic Resistances The neverborn is immune to any spell
or effect that would alter its form or disintegrate it. It is
immune to all necromancy spells.

Presence As long as the neverborn remains within the con-
trol range, the nihilimancer can channel himself through the
mind of the neverborn. The nihilimancer can assume the
senses of the neverborn, including sight and hearing or vice-
versa, as a free action. While the nihilimancer is channeling
through his neverborn, his body is considered blinded and
deafened.

+3 bonus with Strength-based skill checks and all sav-
ing throws, gains a +1 bonus to AC, and gains a bonus to
melee damage rolls equal to the nihilimancer’s Charis-

ma modifier.

CREATING A NEVERBORN

The nihilimancer requires at least 30% of the organs of
a recently (less than 1 hour) deceased fae, which cannot
be a pagus, shemjaza, or any other creature with a soul
bound to Ixindar. All organs must come from the same
creature: using organs from multiple sources causes the
neverborn to go berserk upon activation. Organs can
include eyes, tongue, heart, the entirety of the face, or
the brain; bones and the rest of the carcass cannot be
utilized and may be disposed at the caster's leisure.
The organs are then strategically placed in a manufac-
tured husk, an armored suit that need not be held to-
gether by any means. The design of the husk is pro-
scribed in the Saeqaar texts from which the nihili-
mancer learned her craft, and cannot be varied in any
way; only this specific design can properly channel the
energies from Ixindar. The husk requires specific ma-
terial components beyond the organic conditions. In
total, the components cost 5,000 gp at creation. When
the nihilimancer gains a level, he must invest another
2,000 in updating the neverborn; if he does not, the ne-
verborn no longer functions.

The armor is a specific multi-layered sandwich of
fae iron, pressed steel, and black zircon, rare to find all
together. After placed together, the nihilimancer im-
plants the organs, grafting them directly into the steel in
the correct locations. He then inscribes his Saeqaar
spells internally and externally. The creature awakens
with a consciousness linked to its master. It moves as a
normal creature would, with an alarming scale of agility
considering the bulkiness and weight of the armor.
The neverborn's disposition reflects the darker appe-
tites of its master, amplifying them to an extreme if giv-
en the opportunity and permission to explore its desires

on its own.

LIFESPAN

The fae organs implanted into the neverborn degrade
over time. On average, they must be replaced with
fresh substitutions each year. When the time is near
expired, the nihilimancer is aware. If the organs are not

replenished by the expiration time, the neverborn stops
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functioning. A week later, it no longer offers its nihili-
mancer any benefits. Organs from chaparrans, laudeni-
ans, and tilen are more durable than other fae, offering
5 years, 10 years, and 20 years of functionality respec-
tively. It is suspected elder tilen may break the needle,
offering unlimited life, though no elder tilen has ever
been used this way, so the value has never been con-

firmed.

RECENT DEVELOPMENTS

If the rumors are correct, and Mengus perceives the
pagus and shemjaza as failures, prone to uncontrolled
emotions when outside the influence of Ixindar, then
greater threats loom on the horizon. The prototypes of
this generation have already appeared, if stories from
the previous age are believed. The most notable was
the beast credited with the death of Amethyst, Geber-

mach.

This prototype had no emotions. Like a carapace,

its armor plates were its skin. It needed no brittle
Within this shell was held a

perfunctory intelligence that bound the armor together

bones or exposed eyes.

and powered the mechanism that operated its limbs.
This new prototype was a living machine. Gebermach
was thought destroyed in Amethyst's sacrifice—a one-
time archetype designed for one purpose. There had
been no evidence of Gebermach's return until a less-
powerful variant appeared only a few years ago.
Thornshroud, built upon a similar platform, differs
from Gebermach in several key elements. Thornshroud
is smaller and considerably weaker. It also contains
several organic components, namely a human head and
brain. The motivation of this design choice is not
known. Thornshroud displays incredible intelligence
and unflinching ruthlessness, very different from its

past when that same intelligence hunted pagus and



shemjaza as a member of the Order of Kantis (A legend-
ary caste of rangers in Slav). This creature outranks
even the shemjaza, indicating an alteration to the metic-
ulous hierarchy of Kakodomania, a fact the shemjaza no
doubt find objectionable. Like the shemjaza, the pagus
are genetically predisposed to obey the words of
Thornshroud and others like it, assuming others are to
appear.

This fact appears inevitable. Thornshroud is obvi-
ously the first in a line of living machines emerging
from Kakodomania, leading perhaps to the return of
Gebermach or thousands more, as a perfect unemotion-
al engine of destruction emerges from Kakodomania.
The speed of this process has been encouraged by a

catalyst that has appeared recently on the planet.

THE WILD CARD

The biggest difference between the older Terros and
Earth is the inclusion of Man and his technological
prowess. Gebermach might have been a living mecha-
nism, but it was too reliant on magic to keep itself to-
gether. Thornshroud, a smaller, more efficient varia-
tion, reveals a paradigm shift occurring from the minds
tied to Ixindar. Because Ixindar does not generate
EDF, those bound to its power can use Ixindar magic
alongside technology with no side-effects to them or
their devices. Before the First Hammer, the maximum
extent of technological advancement was capped by
Attricana, and lacking the imagination to create, the
intelligence that harnesses Ixindar could not conceive
of such advancement on its own. With the knowledge
of an alternate course incompatible to Attricana but con-
gruent to Ixindar, it may be the final catalyst to this per-
fect form.

No shemjaza or pagus has yet been seen wielding
technology; possibly this is a matter of pride, but more
likely it is a matter of access, as the centers of Ixindar’s
power are far removed from humanity’s bastions, and in
any case techans would be fools to make trade deals
with Kakodomania. Both shemjaza and pagus are still
bound by the same lack of technological creativity that
plagues all fac. However, it may be only a matter of

time before this changes.

The vehicle which Folka had dubbed “The
Continental Zephyr ” was two stories tall, thirty

feet long, and built from a dozen different scav-
enged vehicles from different time periods and ori-
gins. It was an ugly automobile, only attractive to
its creator, lacking enough skin to cover the me-
chanics. Rocker arms. Timing chains, push rods,
and neoprene tubes protruded from the assembly,
grinding and stirring as it rumbled quickly over the
landscape. It had eight wheels, none of them
matched, with one having been taken off a derelict
mining dump truck. The cockpit had been built
around a downed aircraft with the plane’s vertical
stabilizer still jutting from the back of the vehicle
despite it having no function. Perhaps it did, and
only Folka knew.

From outside, the vehicle sounded like a
blend of all the most annoying noises in the
world—nails across a blackboard, chainsaws,
squealing bicycle brakes, animals chewing with
open mouths, babies crying, bad violin playing—
all simultaneously. Inside, Folka had adapted the
knowledge employed in gimfen grind towers that
manage to divert noises away livable spaces, re-
sulting in a serene ride within.

They had picked up six passengers, and Aid-
en took a moment to observe his fellow travelers,
specifically the two techans. One man still wore
the leather jacket and denim jeans from Angel. He
tried to listen to music on some miniature play-
back device, but the battery had melted and cor-
roded the leads inside. Aiden assumed the man
owned a smartphone in his luggage, right next to
his capsicum spray. His wallet had a chain. Bare-
Iy in his twenties, he would likely spend the entire-
ty of his trip within walls. He’ll wake up one day
and notice the hundred red dots from bug bites
that came from the open windows he left ajar to
stave the evening heat thanks to the lack of air
conditioning. Aiden wondered how the techan
would react to first realizing the hole in the ground
Is a toilet and that bucket of water was the way to
flush.

Food will not be wrapped in plastic and will
make him sick the first time he eats it. Knowing
damasan words for “hello,” “thank you,” “how
much,” and “cheaper” is not fluency. The only fae

that will talk to him are paid to do so by his pocket
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or by another’s. Aiden hoped the techan wouldn’t
act like the arrogant human he probably is, assum-
Ing the world belonged to him.

It didn’t.

It never did.

He is a guest.

Aiden glanced away from the tourist and
took the gentle breeze from internal ventilation. It
was different than last time when Aiden was fright-
ened of this world, crammed inside a techan
scrambler that would abandon him outside Antika-
ri. If they hadn’t, he never would have found the
amethyst. Aiden wondered where his life would
have led him.

Aiden followed Raven’s point to a running
herd of wild horses, and later to a family of cowels
foraging in a field. They were a new spawn, bo-
vine that had ballooned larger than elephants.
Their lIatge horns sat snuggly down the back of the
skull.

Eventually, a conversation did spark.

“Dragon’s don’t eat,” Aiden answered her
question.

“They must,” she countered. The meal was
free and pre-arranged without choice, though the
fruit drink was robbery. They were served sealed
containers of steamed chicken and rice, corn flat-
bread, and raw vegetables. A final container had
grapes and orange wedges.

“They don’t.” Aiden fiddled his fingers in
the air. “They’re magic,” he joked.

“So am I and I hunger.” She fondled the or-
ange slightly before slipping it between her teeth.

They tried to keep the conversation quiet,
but the lack of road or engine noise prevented pri-
vacy. The others ignored them. The commuter
cabin must have been pulled from a train lounge
car with large windows being mostly obstructed by
exposed engine-works. It was still surprisingly
comfortable and roomy. The other passengers ig-
nored them nonetheless.

“The Phelps book I read claimed fae only
require three hundred calories a day to maintain
their energy,” Aiden countered. “Trust me, that’s
not normal.”

“Maybe you do not wish to know how they

eat or what they eat.” Raven teased with a smile
after swallowing. Aiden dropped his carrot.

“Gertting somewhere?”

“Relativity. A chicken is not intelligent to us
but can be considered intelligent to the worm it
eats. Humans are considered intelligent because
Men
consider the chicken dumb and do not think twice

they compare themselves to the chicken.

when slaying it to devour its flesh.”

“Is this why you don’t eat meat?”

“Partially. Despite claims from older fae like
laudenians and chaparrans, humans and fae are
close in their relevant brainpower, just strong in
different ways. Dragons...” She grabbed a grape
and did the same again.

“You’re accusing dragons of eating people
and not considering it a sin?,” Aiden asked.
“Typhox dragons do it all the time.”

“Were you afraid of Genai when we saw
him?” she asked.

“No,” Aiden replied.

“Why not?”

“I don’t recall why. I just wasn’t. I never
was.”

“We should be. It is an inhuman monster
with an intellect thousands if not millions of years
older than any human or fae. Who is to say how
they regard the lesser races. You have a pet, your
pet dies, but you feel more remorse over a slain
human friend. Would they really feel a lasting sor-
row for killing one of us, even by accident? They
could swallow us whole without the decency of
shewing. You cannot possibly understand their
motives.”

“I never felt fear around him.”

“You met him twice, and...never mind.”
Her tease turned to a grimace, realizing she might
have overstepped.

“I was afraid of Zmey,” Aiden answered.

“I did not intend this direction.”

“It’s quite alright. What of other relation-
ships?”’

“Other?” she asked. He swore he would not
Zo into this type of conversation with her. Perhaps
Per-

haps it would bring about an answer he would pre-

it would reveal too much of his intentions.



fer not to know.

“l mean, you believe we should never stop
fearing dragons, even the good ones, never turn
our back, never stop remembering they’re giant
lizards with a social conscience all their own.
What of others, the ones not so intimidating, the
ones that look nearly the same?”

“Forgetting how we look, we live longer, are
not evolved, and have a culture millions of years
older. What hope does any human have to under-
stand a fae?”

“Seemed to have worked for some.”

“Humans winning such affection do not ful-
Iy comprehend. He or she can spend a lifetime
and still not fully understand their mate. Always

got the impression one tolerated the other.”

The final stretch to Zorahn felt long. The
landscape had gotten boring, with paddy fields
and mines intersected by various roads, was al-
most like man’s footprint on the globe after his
industrialization. Two days past Primmer and the
marks of Zorahn appeared on the horizon.

Aiden and Raven stepped off the flight, nev-
er having missed solid ground in that time. They
hadn’t said much since Primmer. After checking
to a room, they made for one of the larger Iibrary
branches. This was not like the Limshau capital; it
was smaller with broader roads.

Past the steel doors into the wing, the two
were greeted by crimson-dyed custodians, a few
armed with short bladed weapons, one with a long,
two-handed odachi, another with a halberd. The
weapons were safely sheathed and covered on their
backs.

And there were many scrolls. Along the
white-bricked walls of the corridor were stacked
fifteen rows high of metal scroll tubes, wrapped in
red, yellow, or green silk. That signified some-
thing, but neither Raven nor Aiden knew yet. On
each scroll’s end dangled a label. The hallway was
wide enough for several tables where scholars had
selections unfurled. The records dated events in

several Ianguages across several centuries.

Occasionally, they would walk by shelves
with more traditional books. Raven shook her
head.

“I see so many violations.” She pointed to
one volume. “Wrong branch.” She pointed to an-
other, “Unlabeled,” and another, “Misfiled.”

“No librarians, this will get a little tedious,”
Aiden interjected.

When they reached the capital room of the
wing, they found a cylindrical chamber with a spi-
raling path that orbited around the outside, climb-
Ing up ten stories, like the Zellis keep nearly a life-
time ago. Except here, the outer wall was filled
floor to ceiling with hundreds of thousands of
scroll tubes, nestled away in a large lattice of dia-
mond-shaped cubicles. This was not one wing but
a dozen. Bridges of white brick spanned across
the expanse, widening out occasionally to rest a
few wooden or stone tables. The custodians con-
structed a rail along the rising path where a steel Iadder
slid along rollers to assist in filing and retrieval. Drift-
ing and rising lights lifted by a lingering spell shifted
with an intelligent whim to where they were needed.
Aiden and Raven arched their necks back to see the
monumental task ahead of them.

“I love this world” whispered Aiden.
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CHAPTER FOUR

any people believe they live in a cloistered
world, that no one is watching them apart from
The echan

nations rarely communicate, the roads between them

indifferent or unknowable gods.

few, often poorly kept, and plagued by monsters. With
techan bastions, disruption prevents electronic commu-
This

makes alliances and conspiracies difficult to maintain.

nication, furthering their self-imposed isolation.

Regardless of how bad the world is or is getting,
there is still a consensus that the chaos of magic pre-
cludes omniscience.

Nations cannot unite, and they cannot reach far be-
yond their borders. The threat of disruption limits bas-

tions’ military expeditions beyond their walls, a duty

SAINTS

instead delegated to various freelance companies choos-
ing to reside in the world of fantasy. Although several
of these mercenary groups are sizeable (especially the
Iron Sons), they still pale in comparison to the armies
defending the cities. Freelancers usually lack truly high
technology given the environment they reside in, with
even the most advanced group barely flaunting more
than armored vehicles and chemical firearms.

It came as a shock when several reports started to
trickle in of encounters with forces possessing technolo-
gy that rivaled the most advanced bastions. These in-
cluded both human and robotic opponents, both on the
ground and in the air, the latter difficult to believe giv-

en disruption’s capacity to crash aircraft.  Initial



thoughts pointed to bastions like Mann or Porto, known
for such technology. However, Mann is sequestered in
a walled island state focused inward rather than out-
ward, and Porto sits across the ocean displaying no indi-
cation of hostile intent. This leaves the only possibility
that an another faction has been able keep itself hidden
for years, a faction with unclear motivations and loyal-
ties.

The truth is about to be revealed.

The Saints are about to take a more active role in

world affairs.

CURRENT EVIDENCE

Up until recently, it’s been assumed most freelance
companies receive funding from bastions. Given the
increasing reach of larger companies like the Iron Sons,
it is evident these companies are receiving contracts
from other organizations. These can include techan
atolls or bastions across the ocean, though this cannot
account for the emergence of unidentified technology
in contradiction to what these mercenaries appear capa-
ble of.

The most obvious example is MAX—an apparent
autonomous machine capable of resisting disruption in
the pursuit of goals only it seems to be aware of. It was
believed MAX was a relic from before the fall of man.
"This is unlikely; for one, there is no evidence humanity
could create such a device, and second, it appears de-
signed from its foundation to operate in high-disruption
regions. It also clearly possesses objectives given to it
from a modern creator.

It might have been decades before any new evi-
dence surfaced. Unfortunately, this secret organization
has recently started to manifest in more noticeable
ways.

The Keep of Zellis was an impressive fortress
crowned on a towering crag of stone that was recently
annihilated by an attack, one which not only destroyed
the castle but most of the stone outcrop it sat on. Wit-
nesses claimed the attack originated from a massive
aircraft requiring no wings or airbags to remain aloft that
could destroy the fortress by channeling the energy of
the sun. The vessel later vanished.

It is clear this new faction is no longer interested in
remaining in the shadows. Perhaps it is desperation, or

perhaps they know what is required to take the plan-

et—the same magical artifacts that everyone is now
seeking. 'This faction has also been connected to ma-
nipulating conflict between echan nations, preventing
technology from falling into undeserving hands, and
outright direct conflict with rivals attempting the same
mission as them in the acquisition of emerging Ame-

thyst artifacts.

IN THE NAME

In truth, the Saints are the remnants of humanity’s first
attempts to expand beyond their world, the inhabitants
of a long-dead Mars colony. Nobody knows why or how
this happened, as the range of the gates’ influence bare-
ly reaches the Earth’s moon, let alone to the further
reaches of the solar system. Though most do not claim
any religious significance from their unexpected resur-
rection, as a people they have adopted the term ‘Saint’,
perhaps in an arrogant claim of their existence as a
“likeness to God,” referencing an old quote claiming
“any sufficiently advanced technology is indistinguisha-
ble from magic.” These Saints believe themselves to
be god-like given their advanced technology. They also
believe themselves sanctified in a scientific interpreta-
tion given their uninterrupted progression to before the
fall of man, the custodians of a past few of those on

Earth are even aware of.

ORIGINS

To fully understand who the Saints are now and why
they act how they do, one must reach back before the
fall of man, before the second hammer, when humanity
ruled the planet uncontested. A zealous need to ex-
pand and acquire new resources resulted in the coloni-
zation of both the moon and Mars.

This growth came not from a desire for knowledge
but the demand for natural resources. It was the mining
consortium, Skylon Amalgamated, that pushed for a
permanent settlement on Mars after the first landing
unearthed valuable reserves. Even though Mars grew
its ability to be self-sustained daily, the demands of the
business taxed this capacity. Eventually, it was not food
that doomed the colony, but energy. With so many re-
actors placed under Skylon's control, little was left to
maintain the general population.

Dozens of outposts spread for thousands of kilome-

ters from the first city of Gradivus, scouring the land-
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scape for riches. And
riches they found,
shipped on goliath

freighters back home
on a journey taking
ten to eighteen
months. Recent ad-
vances in hibernation
abridged the crew’s ag-
ing to minutes with a fat
paycheck awaiting
their recurn. The pre-
cious deuterium ore

was more valua-

ble than gold. Not even the booming Lunar colonies
could compete with the windfalls from Mars. For those
in prime health and skilled in the right fields, a career
in space was a clear direction.

Initially, lunar posts were an easy hire, offering good
Mars

When the mines reached the well-

wages and relative quick transport back home.
was the harder sell.
spring, the promise of skyrocketing bonus checks
brought the pilgrims in swarms. Despite a goal to make
Mars autonomous within a hundred years, the profit
margins from Skylon proved too great a temptation, and
the returning freighters did so loaded with hibernation
tubes filled with greed and dreams. Arrivals were shuf-
fled to their jobs, given cramped quarters with a dozen
others, and promptly forgotten within the system. Five
thousand people grew to fifteen thousand, and later, to
thirty thousand.

When the Hammer struck Earth, all ties were in-
stantly severed. Despite Skylon's best efforts to shift

resources to keep the colony alive, it was a failing effort.

The massive strain placed on the fusion reactors had
made them unpredictable, and they began to fail.
Without proper supplies to increase the manufacturing
of foodstuffs, the population starved. After an unsuc-
cessful coup by resident military forces to gain control
of the remaining functioning power plants, the settle-
ment devolved into chaos. The colony splintered into
various factions, and sporadic raids flared up. A few
people were rumored to have escaped to Earth. If they
succeeded was anyone's guess.

Communication from home arrived sporadically, and
never from the surface. Garbled and distorted messages
from orbiting space stations like Charles de Gaulle and
Ronald Reagan were cryptic and confusing, speaking of
a bolide collision and something emerging from the
crater. War had broken out on Earth, but no one knew
with whom. Even these messages grew infrequent, and

in such a state of decay, little else could be discerned.
The orbiting stations were falling from orbit, and
those that remained had become lifeless from a lack
of food. The lunar colonies followed shortly after.
Those living on Mars gave up hope.
Most of the Martians that died were left in ster-
A few donned

their suits to catch a final sunrise. One by one, the

ilized rooms, preserved forever.

last humans on Mars died. The planet returned to
its serene state, a graveyard for a forgotten people.
Then one day...the Martians awoke.

To them, they believed no time had passed. New
leaders emerged to help them. Tasks were assigned.
With a renewed vigor unseen, the Martians started to
rebuild. They were ordered to erect a city like none
seen before on Mars. These leaders, the deacons, held
an iron will over the others, and the Martians rarely
questioned their survival or their obedience.

Placed in a rhythm, never questioning, these survi-
vors continued day and night to build a great empire
upon the ruins of their past. Their leaders commanded
authority and promised that mankind would again re-
take their homeworld.

Finally, able to peer back to Earth, they found it
populated with monsters and shockingly few humans,
with the last fragments of civilization fading. Man was
now an echo of his former glory, but those on Mars re-
membered. They knew the truth of it, that mankind
had earned his place atop the food chain and it was he,
not the fae or dragons, that deserved to control the fate

of the planet. With the gates closed, their enemies



would either be powerless, fall to dust, or die from ca-
lamities previously suppressed by magic.

The Martians declared themselves saviors of man-
kind. They built ships and voyaged across the void to
their ancient home. The travel time had been reduced
to weeks. When reaching the periphery of the Earth-
Moon system, the massive increase of EDF stalled their
advancement. It seemed vengeance would take longer
than initially thought. With a direct invasion prohibi-
tive, the saints turned to other means, subtlety and sub-
terfuge. Only with the white gate closed could the
saints finally arrive in force to retake their world. With
Attricana shut, the Saints would then be able to gather a
unified front to take on the black gate.

For now, the majority remain at a distance, with only
a few penetrating the atmosphere for short periods to
perform whatever tasks required. Echans mistake them
as having a terrestrial origin. The saints consider them-
selves the upper echelon, above all others (and not just
literally), though even they are unaware that the watch-

ers themselves are being watched.

CLIFFHANGER!

There are two big reveals within this chapter, the first, and the
obvious one is the uncovering of the Saints—advanced humans
from a forgotten Mars colony. This also leads to the second
reveal, the age of man before their fall.

It has been assumed by many that the fall of man came
not far into the 21** century, a few decades in, tops. By expos-
ing the Saints and their origins, it discloses the truth that man-
kind progressed a lot further than previously thought, perhaps
centuries, making their fall even more destructive.

Assuming Mars receives its first manned mission by 2030
in the real world, it would be at least another few decades until
permanent habitation, decades more until a colony could reach
the numbers boasted in this chapter. More questions to be

asked, and more to be answered later.

RACE

RACIAL TRAITS

Average Height: 50" — 6’2"
Average Weight: |10-180 Ibs.
Average Starting Age: Special
Estimated Life Expectancy: Special

Ability Scores: +1 to three ability scores

Size: Medium

Speed: Saints don’t vary much in height and build. They
are generally tall, hovering around 6 feet. Your size
is Medium.

Age: Due to Saint measurements of time, you are not
sure how old you are and how long a saint is ex-
pected to live. You have not known a Saint that has
died of old age, though most friendships don’t last
more than a few years, so it’s impossible to be sure.

Alignment: Saints are Lawful, and despite most them
being arrogant, not all of them are evil, although
their cultural purpose of eradicating all magical ex-
istence tends to preclude them being Good.

Languages: You can speak, read, and write English.

Long Rest: You only require three hours sleep a day to
function

Skilled: Humans gain an additional skill rank at first level
and one additional rank whenever they gain a level.

The GM

should not allow a player to become one unless their

Note: Saints are important plot points.

existence is known.

Saints are generally ignorant and biased. They look
down on echans with contempt. They regard techans
only slightly more. Any bastion lower than T'L. 2 is con-
sidered second-rate, and any that voluntarily consorts
with echans is barely worth calling ‘human.” These mis-
guided folk must be shown the error of their ways and
brought back to the fold of humanity—and if they do
not, they are fit for nothing else but annihilation with
the rest of the magical vermin.

The dominant characteristics of the Saints are their
superior technology, genetic perfection (lacking any
genetic flaws), and their cult of personality centered
around Saint leadership, the deacons. It is nearly in-
grained in their being, blind loyalty, kowtowing to these
few that govern the whole. Rebelling is virtually un-
heard of, and any rumors of insubordinate thought or
action are dismissed as, for lack of a better term, fairy
stories.

Fallen Saints, should they actually exist, fight an
uphill battle. Like the bastion of Mann, Saints are not

allowed to desert, and Saint technology is forbidden for
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those not loyal to the deacons. However, this is when
the similarities between the Saints and the bastion of
Mann stop. The Saints do not worship their machines,
and their zealotry begins and ends with their loyalty to
their commanders. All Saints live a life of military servi-
tude, with the chain of command firmly enforced from a

Saint’s earliest memory...bizarre how that memory is.

A MACHINE OF RHYTHM

A Saint lives and dies in a military structure. They op-
erate a shift clock of regimented time. A Saint is told
when they can sleep and when they can eat. This pat-
tern follows a strict clock that does not adhere to either
a Mars day or an Earth day. This system is so rigid that
a standard calendar isn’t even followed. Saints are
doubtful to remember their birthday or even how old
they are. A day involves a work shift of six hours, fol-
lowed by six hours of sleep, then six hours back on du-
ty. Even when on Earth, this habit is hard to break.
Saints don’t require large sleep cycles to function, and
very often a saint only rests once every three shift
breaks.

the rotation is discouraged, and opportunities for recrea-

Social interaction and fraternization outside of

tion are limited at best — but in truth, most Saints don’t
care for such things, being fully dedicated to their great
purpose.

Externally, a Saint can pass off as an average human,
especially if he or she doesn’t keep any identifying
equipment from their past. Saints making a life for
themselves independently are usually quiet and re-
served, biting their tongue for fear of regressing back to
their intolerant ways. Some may find magic fascinating
while others fear it. Many fallen Saints have been
known to be captivated at the sight of simple cantrips.
Rebels with open minds are often welcomed by many
human cultures, as they probably are not aware of the

person’s past.

NAMES

Despite the assumption that Saints would discourage
personalization, they still possess standard names relata-
ble to those on Earth. They have first and family
names, though relations are limited and even then, only
assumed. Some Saints believe their last names are an
indication of genetic similarity and not direct blood re-

lation, aiding in social circles and bonding. If two Saints



possess the same last name, they assume relation even
in the absence of any proof. Saints do not marry, and
for that matter do not generally have any sort of inti-
mate relationships at all; there are no Saint children
beyond the confines of Mars, and to the best of any-
one’s knowledge, all Saints are sterile (though whether
this is a deliberate attempt at population control or a
side-effect of genetic tampering is anyone’s guess).

Examples: Lorne Ellin, Tasia Crufix, Elias Cox, Ad-
am Nye.

SAINT TRAIT
BUZZ-BOY MEMBER

Trait: Discipline
Prerequisite: Saint

BENEFITS

Skill Proficiencies: You also have a +1 bonus to all
Engineer (Int) checks.

Languages: One of your choice.

Equipment: Standard techan adventurer kit, auto-
matic watch.

T'echstrous: You are adept with all forms of technol-
ogy, regardless of its level, and you are doubly aware of
its vulnerability in magical fields. Although Saint tech
is as vulnerable as any other technology, you have been
trained in how to mitigate issues that emerge. Once
aday, if a piece of gear you are carrying suffers a disrup-
tion event due to a die roll, you can force a single re-roll

(taking the second value).

There is only one background available for Saint char-
acters (technically, there would be others, like fighter
pilots, ship crew, and Mars native inhabitants, but those
would never have been seen on Earth and could reveal
certain plot details fated for later).

Whether employing subterfuge or direct physical
intervention, all Saint teams working on Earth form part
of what is known as a buzz-boy team. Saints are rarely
if ever deployed solo, and are assembled in groups of
four to six. Not that far removed from a standard
techan military squad, a buzz-boy team is comprised of
specialized members each focusing on singular duties—
the singular buzz-boys. One is a commander, another

an engineer, another a tech, and so on.

As a buzz-boy, you have been given specialized
training to assist in working planetside. This involves
instructions on how the planet functions, the sides in
the conflict, as well as what to expect. However, train-
ing does not equate experience, and most members are

still not prepared for what awaits them.

PLAYER OR NOT

Since NPC saints will most likely not be created this
way, the following path is more for players; as such, this
assumes the character has been detached from the Saint
command structure. If players all form part of a buzz-
boy team, they would technically have access to any
level of technology they wish, creating an imbalance at
1* level. Therefore, the following background assumes
a Saint is stranded on Earth with no capacity to contact
home. This can be by choice, or forced by circumstanc-

es beyond the Saint’s control.

BUZZ-BOY MEMBER

FEATS
GACT

Prerequisite: Buzz-boy member
Benefit: You are close to genetic perfection. In-
crease one ability score of your choice that is already at

least 16 by 2. You also have resist 5 poison.

GENE FOR FATE

Prerequisite: Buzz-boy member

Benefit: Your very makeup offers the greatest phys-
ical advantage. Increase one ability score of your choice
that is already at least 16 by 2. You have a +1 bonus to

all saving throws.

Loyal readers from years ago will notice these saints have been
altered from their original form in the first Amethyst D20 book
released in 2008.

You are correct; not long after that publication, that back-
story was changed to remove the magical elements.

Most notably, Saints are no longer considered undead crea-
tures; there is no medical or magical test which can reliably
distinguish a Saint from a normal human.

We established some years ago that the D20 Amethyst
(and only that single book) is apocryphal and no longer canon.

a

75



CHAPTER FOUR: SAINTS

WEAPON COST DAM. CRIT. RNG. WT. TYPE CLIP/ TL SPECIAL
CELL

One-Handed Small

Arms

Teleforce Pistol 45,000 1dé/1d8 x3 200 ft. 4 Ibs. E M(20) 5 nuclear

HIK Pistol 15,000 IdI0 X2 100 ft. 8 Ibs. P 4 3

Two-Handed Small

Arms

EDT “Lightning” Rifle 50,000 1d8 19-20/x3 100 ft. 20 Ibs. L M (30)/20 5 lightning

Teleforce Rifle 45,000 1d8/1d10 x3 100 ft. 25 Ibs. E M (40) 5 nuclear

HIK Rifle 28,000 Idl2 x2 100 ft. 35 Ibs. p 10 3

Heavy Weapons

EDT Thunderbolt 55,000 1d10 19-20/x3 200 ft. 55 Ibs. L M (60)/40 5 Lightning

Zombie Gun 55,000  special n/a 100 ft. 45 Ibs. E H (10) 5

Stream Havoc 35,000 Idl2 x2 200/800 70 Ibs. P 2,000 3 Auto-heavy (special)

Teleforce Cannon 55,000 1d10/1d12  x3 200 ft. 55 Ibs. E M (80) 5 nuclear

HIK Small Arm 38,000 IdI0+I0 x2 250 ft. 60 Ibs P 20 3

HEX Missile 10,000 2d10+10 x3 500/2000 35 Ibs. B Single 5 Exp 30, guided

Super-Heavy

Weapons

EDT Electrodriver 65,000 Id10+10 19-20/x3 250 ft. I151bs. L H (120)/60 5 lightning

Stream Redeemer 45,000 1d8+8 X2 250 ft. 150 bs. P 4,000 3 Auto-heavy (special)

Tesla Tower 70,000 1dI0+I10/ 19-20/x3 250 ft. 85 Ibs. L H (160) 5 nuclear
Id12+12

HIK Magnum 60,000 2d10+20 X2 500 ft. 250lbs. P 10 3
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NEURAL CONSONANCE

Prerequisite: Buzz-boy member

Benefit: When using Saint slave exo-armor that you
are correctly paired with (via neural contact), your con-
trol range increases by 50 feet (in EDF) or 5 km (off-
world). You are also no longer considered unconscious
while controlling the slave remotely. Instead, you (not
your slave) suffers a —2 penalty on all checks, attacks,
and saving throws, and your speed is halved while you

are remotely controlling your saint exo-armor.

SAINT GEAR

Saints flaunt up to TLS5 gear with an emphasis on ener-
gy weapons and autonomous machines. However, they
keep a considerable collection of various weapons from
across a spectrum of tech levels, many stolen from basti-
ons, and used when subterfuge is necessary. Saint tech-
nology is rarely scavenged and contains a failsafe that
destroys the item if it falls in anyone else’s hands. This
often comes in the form of a DNA scanner tied to the
owner. Others, like armor and many weapons, track the
life signs of its assigned owner. If the failsafe triggers,
the energy cell overheats and melts the device, render-
ing it impossible to recover, let alone use. This can in-

clude incinerating the corpse within armor as well.

Saint technology cannot be purchased or found any-
where on the black market due to this failsafe. Saints
don't use money, leaving the only way for Saint charac-
ters to acquire equipment, armor, and weapons is for it
to be assigned from their people. (Prices are still listed
in the equipment tables as a baseline). Those Saints
that have fallen lose this capacity and must fend on

their own.

This does not mean Saint technology has never been
found in the hands of a non-Saint, as failsafes are often
the first things to fail upon exposure to EDF, and there
have been accounts of well-informed individuals being
able to hack the system, despite possibly not knowing

where the technology came from.

WEAPONS

COGNITIVE IMPEDANCE
DEVICE (ZOMBIE GUN)

A cognitive impedance device is a short-range energy
weapon that ejects a small bottle of energy similar to a
plasma weapon. Only this time, the impact disrupts the
central nervous system, potentially (though temporarily)
This can

result in delusions, vegetative inaction, or unprovoked

hindering higher brain functions in targets.

rage.



Property: A hit creature must suc-
ceed on a DC15 Will saving throw or be
affected; roll a d10 at the start of each of
its turns to determine its behavior for that

turn.

dlo Behavior

-3 The target's Wisdom score is reduced by
1d4. A target reduced to 0 Wisdom falls
into an inactive stupor for the rest of the
duration of the effect.

The creature uses all its movement to move
in a random direction. To determine the
direction, roll a d8 and assign a direction to
each die face. The creature doesn’t take an
action this turn.

The creature doesn’t move or take actions
this turn.

The creature uses its action to make a me-
lee attack against a randomly determined
creature within its reach. If there is no crea-
ture within its reach, the creature does
nothing this turn.

The target recovers from the effect as if the
duration had elapsed.

4-5

6-7

8-9

10 or
higher

The effect lasts for five minutes. Targets with a Wis-
dom of 16 — 18 (after any drain) gain a +1 to the above
roll. Targets with a Wisdom of 19 or higher (after any

drain) gain a +2 to the above roll.

ELECTROSTATIC
DIFFRACTION TORUS (E.D.T.)

A fancy name for a ‘lightning gun’, the diffraction torus
is a technology applied to several weapons all involving
the discharge of electrostatic energy. Unlike laser or
plasma weapons, EDT weapons require two forms of
ammunition. The first is a physical projectile, known as

a “stamp,” which is highly-conductive and designed to

draw a particu-

lar electrostatic fre-

quency paired to the
weapon.
Stamps are magnetically accelerated,

effectively a slow-moving railgun flechette.
A hit allows the follow-up attack, delivering
the signature “lightning.” Since multiple

stamps can be ejected, multiple targets can be struck
simultaneously when the capacitor is discharged.

Property: 'The ammo capacity of an EDT refers to
the stamp—an adhesive tag that inflicts no damage.
When making an attack roll, you must state if you are
firing a stamp or a lightning discharge.

Stamp (no damage): Stamps are not powered and
thus immune to disruption. They can only attach to
physical objects, and if the target becomes incorporeal,
the stamp falls to the ground; it also drops after five
minutes. A creature needs a DC10 Perception (Wis)
check to detect a stamp, and can remove it with an ac-
tion. Only stamps that miss can be recovered and re-
used.

Discharge (lightning): A discharge can only reach
the first range increment and can only target creatures
with a stamp. You have a +2 bonus with attack rolls
with discharge (lightning) attacks. You can also attack
invisible creatures. If you hit, you can make a free sec-
ondary attack against any single creature with a stamp
within ten feet of the previously hit creature as part of
the same action. If hit, the secondary creature suffers
damage equal to a normal weapon hit. Increased base

damage dice (like from the techie class) are passed onto
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additional targets,
but additional dice

(like from the
sniper class) are
not. If you hit

with the secondary

attack, vyou can

make a free tertiary

attack against a sin-

gle creature with a

stamp within ten feet of

the secondary creature—if hit,

the tertiary creature suffers dam-

age equal to half a normal weapon

hit. You cannot add any effects to secondary or tertiary

targets. Creatures can only be hit once per initial attack

roll. Lightning attacks are considered magical for dam-
age reduction.

Ammunition: Lighting attacks drain an energy cell.

Stamps are clip fed (a box of 10 costs 10uc).

HEX MISSILE

A final solution, the Saints employ a traditional recoil-
less portable missile launcher capable of delivering a
warhead with the potential of inflicting more destruc-
tion than any weapon of equal size. The type of explo-
sive is unknown, but it is believed to have a higher RE-
factor than even octanitrocubane. This makes the HEX
missile the most powerful weapon in a Saint team’s ar-
senal, outside of calling in a nuclear strike or ship-based

energy attack from a capital ship.

HIGH IMPULSE
KINETIC WEAPON

Given the dangers of disruption on Earth, it was neces-
sary for saints to develop weapons of lower complexity,
though eventually this research was abandoned in favor
of the much easier practice of duplicating or stealing
bastion tech to maintain anonymity. The most distinct
example of this stalled technology is the HIK or High
Impulse Kinetic system. The HIK is not a weapon as

much as a means to an end, allowing more powerful

small arms to be carried by individual
soldiers. The HIK system exploits advanced buffers to
prevent recoil while not compromising projectile kinetic
power or range, allowing heavy weapons to be used
without the knockback seen with traditional weapons.
Effectively, HIK weapons are smaller-sized versions of

super-heavy and heavy weapons.

STREAM ELECTRIC GUN

The stream is another weapon developed by the saints
to operate in disruption-saturated areas on Earth. Since
their introduction, more so than the HIK system, the
stream has appeared with planetside mercenary groups,
either because of simultaneous development or recov-
ered/replicated technology. Although advanced, the
stream is designed to be more resistant than other simi-
lar weapons. The stream employs a centrifuge to accel-
erate projectiles over standard chemical propulsion. As
such, the disc-shaped assembly is cumbersome but able
to fire as much as 120,000 rounds per minute. Replac-
ing the ammo drum is slow (taking a full minute), but
the rate of fire is unmatched.

Property: The stream fires 20 shots per attack roll.

TELEFORCE (DEATH RAY)

The teleforce is an upgraded variant of the standard
particle beam—or nuclear—weapon seen by advanced
bastions on Earth, though significantly enhanced to in-
crease lethality and range. The difference is in the type
of charged particles accelerated to form the beam; most
nuclear weapons employed by bastions utilize electrons
or protons. Saint teleforce weapons use uranium ions.
Teleforce beam employ pulse energy to increase ther-
mal damage on the surface of a target. Additionally, the
use of uranium ions forming the beam also emits dam-
aging x-rays after penetrating a target’s armor.

Property: Teleforce weapons have the nuclear prop-
erty. If the target possesses natural armor, a teleforce
weapon increases its damage dice (the second value in

the damage table).



ARMOR

Saints have access to use all non-bastion-exclusive ar-
mor. Saint powered armor cannot be modified like oth-
er suits. All other rules apply normally.

Tech Level (TL): The tech level of the item is
applied as an enhancement bonus to AC. Only armor
with power can be disrupted. Some armor is
available at higher tech levels.

Hit Points: Exo-armors are machines with their
own hit point value. These are the hit points of the
suit.

Threshold: The maximum number of hit points
you can transfer from an attack to a
hit

Remaining damage is shunted to the

powered armor's points.
character.

Cell: The power usage of the armor.
Some armor operates without power but
only grants its standard armor bonus when
doing so. Exo-armor cannot operate without
a power cell. All armor that utilizes a cell

uses one charge every hour.

ARES SCOUT SUIT

The Ares is one of the most common suits available to
saints assigned in open echa. Designed for speed
over strength, its onboard motive system provides
boosts to speed and maneuverability. This suit looks
only slightly bulkier than a skinsuit but provides greater
overall flexibility. However, the Ares most famous at-
tribute is its active scramble system, a technology de-
signed to keep the area out of sight of most detection
systems. The Ares is the only Saint design employing
this system despite attempts and plans to incorporate it
into larger models.

Defense Bonus: You gain the tech level of the
armor as an enhancement bonus to Reflex saves.

Disruption: The battery cell only powers the scram-
ble system, and if disrupted, only that system is disa-
bled.

Helmet: You are immune to gas attacks and in-
haled poisons.

Resistances: You have resist 10 fire, acid, and
cold .

Scramble System: Use a swift action and a

battery cell charge, and your body becomes

blurred, shifting and wavering to all who can see you.
Until the end of your next turn, your outline appears
blurred, shifting, and wavering. This distortion grants
you concealment (20% miss chance). A see invisibility
spell does not counteract this effect, but a true seeing
spell does. You can sustain this ability on your turn
without taking a swift action, though you still use a bat-
tery charge. Alternately, you can use a swift action and
five battery cell charges, and you become invisible until
the end of your next turn.

this

You can sustain

ability on vyour turn
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without taking an action, though you still use 5 battery

charges.

HUMAN CARRIER, MARK 1 & 2

While most exoskeletons introduced in echa are large
powered suits meant to be intimidating against mon-
strous foes, the basic Saint model only attempts to aug-
ment its user’s natural abilities. It doesn’t increase the
user’s size or offer a filtration system, jetpack, or weap-
on hardpoints. The augmentation mechanics are subtly
hidden within the structure of the armor and reveal
themselves more from their quiet mechanic sounds
than from visual evidence.
Disruption: If disrupted, the
human carrier no longer offers is
bonus to Strength or Dexterity.
Property (Mark 1):

Strength score increases by 2 to a

Your

maximum of 20 while you wear
the human carrier. This increase
does not apply if your Strength is
already 20 or higher. Additional-

ly, your Dexterity score in-
creases by 2 to a maxi-

mum of 18 while you

human
This
increase does not
apply
Dexterity is  al-

wear the

carrier.

if  your

ready 18 or higher.
Property (Mark 2):
Your Strength score increas-
es by 2 to a maximum of 22
while you wear the human
carrier. 'This increase does
not apply if your Strength is
already 22 or higher. Addi-
tionally, your Dexterity score
increases by 2 to a maximum
of 20 while you wear the hu-
man carrier. This increase
does not apply if your Dexter-

ity is already 20 or higher.

MR LIQUID ARMOR

T'he Saints employ the same technology used to keep a
plasma bolt contained upon impact to ironically protect
their soldiers. The MR liquid armor is built from thou-
sands of pockets each containing magnetorheological
fluid capable of altering its density when an electric
charge is applied. The system is advanced enough to
alter patterns to maximize protection where needed. In
the event of a leak or disruption, the fluid defaults to a
semisolid state, patching any holes while not impeding
motion. The fluid itself is unique, though is effectively
a silicon oil with suspended iron particles. The shift in
density takes only milliseconds, and the stronger the
current. The greater the protection.

Property: By default, the MR liquid armor offers an
AC bonus of +3. As a bonus action, you can change it to
any of the following settings or back to its default.

Medium Armor: +4 Armor, Max Dex +2, Armor
Check -2.

Heavy Armor: +6 Armor, Max Dex 0, Armor Check
—6.

Strongpoint: Armor +10, Max Dex o, Armor Check
-10, -15 ft. reduced speed.

Disruption: If disrupted, MR liquid armor reverts to

a +3 armor bonus.

SIMULACRUM

Not even Saint buzz-boy members know the reasoning
The

simulacrum is a hardened combat suit designed from

behind the name of their top-end heavy armor.

the ground-up to operate in magical-saturated regions of
Earth. It not only employs the pinnacle of native Saint
defensive technology, but it also appears to lift concepts
from bastions the Saints have reconnoitered.

The simulacrum’s design begins with hundreds of
perfectly interconnected plates, able to shift and slide
while also ensuring a completely sealed environment.
An included inner circulation suit handles the internal
temperature. Limbs are reinforced with brackets and
supports, which are then integrated into a kinetic recov-
ery system that stores and transfers energy without the
use of battery power. This enables an improvement in
mobility without the need of powered augmentation.
Both the circulation system and the Kinetic recovery
system receive mechanical energy from the very act of

using the suit. Walking, breathing, and any other ac-



ARM MAX ARMOR ARCANE SPD

DEX CHECK

Light Armor

Ares Scout 20,000 +2 +6 0
MR Liquid 25,000 +3 +5 0
Medium Armor

Human Carrier 15,000 +5 +2 -4
Mk 1)

STF Newton 20,000 +6 +2 -3
Heavy Armor

Human Carrier 20,000 +7 +0 -6
Mk 11)

Vacu-Suit 25,000 +6 +1 -6
Simulacrum 45,000 +8 +0 -6
Exo-Armor

Krios Scout 150,000 +2 +6 0
(Hex) Hecatoncheir 150,000 +8 +0 -6
Talos 200,000 +8 +0 -6

* AC enhanced, see description.

tions are seamlessly and efficiently absorbed and imme-
diately redistributed to improve user abilities.

"This results in an advanced defensive system where
most of its abilities are immune to disruption. Only the
sealed helmet requires a battery cell to run, and this is
equipped with a deadman switch that physically isolates
the battery when disruption is detected, enabling it to
The only

issue with the simulacrum is its overall novelty in the

be re-enabled immediately after an event.

field as well as its unfortunate condition to be perfectly
matched to its user. A simulacrum is built from the
ground up for a particular user and no other. It cannot
be modified, as the settings are too precise to be modi-
fied without rebuilding it from the ground up. As such,
these suits are expensive and are only found worn by
veterans.

Defense Bonus: You gain the tech level of the
armor as an enhancement bonus to Fortitude and
Reflex saves.

Dexterous: If your Dexterity is 18 or higher, you
can add your Dexterity modifier, to a maximum of +2.

Disruption: If disrupted, the helmet’s darkvision is
disabled for one round. The rest of the suit is immune.

Helmet: While powered, the simulacrum helmet
gains darkvision to 60 feet.

K.E.R.S.: The simulacrum grants a +1 bonus to all
melee damage rolls. You are also always considered
moving when performing a jump. Additionally, your
Strength score increases by 1 to a maximum of 20 while
you wear the simulacrum. This increase does not apply
if your Strength is already 20 or higher.

Resistances: You have resist 10 fire, acid, and cold.

THRESH
FAILURE 30ft.
20% 30fc.  20ft. — — —
20% 30ft.  20fc  I50bs.  — —
30% 30ft.  20ft. 45 Ibs. — —
30% 30ft.  20fc. 20 Ibs. = =
50% 30ft.  20fc. 65 Ibs. = =
50% 20ft.  I5ft.  40lbs.  — —
50% 30ft.  20ft.  750bs. — =
100% 35f. 35t 500lbs. 50 10
100% 30f.  30ft. 10,000 lbs. 60 20
100% 20ft.  20ft. 20,000 Ibs.  * *

STF NEWTON ARMOR

Like the more advanced MR liquid armor, the newton
armor employs an STF or Shear-Thickening Fluid con-
tained in thousands of covering the armor. Unlike the
powered MR armor, the STF Newton operates based
on its natural properties, not requiring an electric cur-
rent to fortify. Alas, as a result, the STF Newton is less
versatile. The fluid employed is a much more advanced
version than the standard non-Newtonian liquid parents
could make in a kitchen for their children. Against slow
physical force, the liquid yields, but against a sudden
impact, the armor resists intensely. The STF Newton
armor is a popular choice among buzz-boy teams given
its immunity to disruption.

Disruption: The STF Newton does not require
power and is immune to disruption.

Property: 'The STF Newton armor has resist 5
slashing and bludgeoning

VACU-SUIT

There is no other translation for it; the vacu-suit is just
an armored space suit. The Saints have been perfecting
environment protection given their native landscape on
Mars for centuries. The current model automatically
seals itself from breaches, is immune to ambient radia-
tion, is relatively lightweight compared to its predeces-
sors, and contains inbuilt thrusters for zero-G manecu-
vering and short planet-side hops.

Property: You have resist 5 cold and fire.

Defense Bonus: You gain the tech level of the

armor as an enhancement bonus to Fortitude saves.

CELL

H/H
H/H/H

81

TL

(S 0NV, ]



82

CHAPTER FOUR: SAINTS

Disruption: If disrupted, the vacu-suit only has a
few minutes of ambient air until the helmet is removed.
The remaining air supply is locked in storage until the
suit recovers. 'Thrusters do not function.

Life Support: The vacu-suit has a self-contained
life-support system capable of supplying 6 hours of
breathable air, which able to increase to as much as 12
hours if able to filter outside atmosphere. You can sur-
vive in low to the zero-pressure environment. You are
immune to gas attacks and inhaled poison.

Thrusters: You are always considered moving when
performing a jump. You also have a +2 bonus with Ac-
robatics (Str) checks when jumping. In low to no gravi-
ty (1/3 to 0 G), this turns into fly 30 for up to ten

minutes before needing to finish a long rest to recharge.

EXO-ARMOR (SLAVES)

In Saint research and development, powered
exo-armors--as they are commonly known on
Earth--are dubbed s/aves, due to the way
these suits integrate with their users. Saints

wishing to operate slaves are implanted with a

cybernetic neural device at the base of the back

of the neck. This wireless mechanism allows a

Saint to control a slave entirely without the tradi-
tional delays, however microscopic, seen with
standard augmented armors. Further, the slave
neural link allows users to utilize capabilities not seen
with bastion-born powered armor, the most notable be-
ing able to remote control the armor without being in-
side of it. Outside of Earth, this range can be as much
as 10 kilometers, but in open echa, the connection
breaks down just within of 100 feet.

Slave Link: A slave armor cannot be used without a
slave neural link and one cannot be removed and recy-
cled from a former user. A Saint implant is encrypted to
a specific suit, which cannot be overridden. Usually,
only a Saint technical lab can pair a new connection

between an implant and a suit.

Remote Control: As a human brain cannot con-
trol two bodies simultaneously while controlling the
suit remotely, you are considered unconscious (at
the source), though possessing full cognitive func-
tion through the slave’s advanced sensor package.
The slave does not gain your hit points, only using
its own. Threshold is ignored while the remote con-
trol is in effect. The maximum range is 100 feet in
the open field. Within buildings, dungeons, or

The

slave uses its Strength and Dexterity ability scores; its

spaceships, this range decreases to 50 feet.
Constitution is considered 10. Although the slave
doesn't require air, food, drink, or sleep, you still do.
While controlling a slave remotely, it gains damage im-
munities poison and psychic, as well as condition im-
blinded,
frightened, paralyzed, petrified, and poisoned.

Threshold Weakness:

if a slave’s hit points are reduced to zero, all functions

munities charmed, deafened, exhaustion,

Unlike standard exo-armors,

cease, and the machine is wrecked. If inside, you are
paralyzed until you remove yourself from the armor. If
outside and controlled remotely, the slave slumps to the
ground. It’s not a total loss, and the slave can still be
repaired, though it does not come back online until re-

stored to at least 50% of its total hit points.



HECATONCHEIR

The hecatoncheir (‘HEH-ka-ton-KAYR’, more com-
monly abbreviated “HEX”), like the krios, was original-
ly purpose-built for Engineer and construction on Mars
and deep space. However, while the krios was retrofit-
ted for military use, the hecatoncheir was modified late
in its development phase to fill multiple roles.

The larger size of this impressive armor allows the
implementation of a subsidiary artificial intelligence
designed to coordinate with the user’s neural interface
to increase effectiveness. To facilitate integration of
the two minds--one organic, the other artificial—when
pairing the suit to its user, the associate Al copies ele-
ments of the user’s brain pattern into its own matrix.
"This is not a complete mimic, as this intelligence is only
effective in predicting the user’s intents and reduce
reaction time. That said, there are reports of HEX op-
erators talking to themselves while inside their suit, and
their suits have been seen occasionally picking up their
owner’s physical mannerisms when not directly under
user control.

A HEX suit can be given basic instructions from its
owner without employing remote control; however,
these are extremely basic. A failsafe within the system
prevents the Al from directly controlling the suit in
combat without relying on its controller. What it can
and often does control are two additional limbs extend-
ing from either side of the back of the armor. These are
smaller and weaker variations of the two main limbs and
complete minor functions while the user focuses on the
direct task at hand. These limbs can extend, manipu-
late, and even act as secondary weapon mounts.

Outside of this obviously visual distinction, the
HEX possesses an alternative motive system in the
form of embedded spherical wheels within the feet that
can deploy when needed, though lateral movement is
limited.

Defense Bonus: You gain the tech level of the
armor as an enhancement bonus to Fortitude saves
and a +2 enhancement bonus to Reflex saves.

Hit Points: The HEX has 60 hit points and a
threshold of 20.

Disruption: If disrupted, you are restrained, and you
lose your Dexterity bonus to AC. All features are disa-
bled except hit points, disruption recovery, helmet, and

resistances.

Disruption Recovery: Once a day, if the HEX is
disrupted, it comes back online.

Helmet: You are immune to gas attacks and inhaled
poisons.

Power: The HEX requires two H power cells to
operate and does not function without them. If disrupt-
ed, both cells fail.

Immunities: You have damage immune cold, ne-
crotic, poison.

Limbs: The HEX has four arms, including a set of
secondary limbs that extend from your back which can
function independently to your primary limbs.

Primary Limbs: These arms have a Strength of 22.
Unarmed attacks inflict 1d8 and have a +1 bonus to at-
tack and damage rolls. These arms have 10-foot reach.

Secondary Limbs: These arms have a Strength of
18. Unarmed attacks inflict 1d4 and have a +1 bonus to
attack and damage rolls. The secondary limbs can do
any of the following functions.

Although secondary limbs cannot hold a two-
handed weapon between them (given their posi-
tion), a two-handed weapon can be wielded be-
tween a primary and secondary limb on the same
side of your suit. A secondary limb can also hold a
single one-handed weapon. One secondary limb
can also act as a tripod for a weapon held by both
primary limbs.

When you take a full-round action to make one ore
more attacks, as part of the same action, you can
make a single attack with a different weapon from
one of the secondary limbs.

If one secondary limb is free, it can reload one
weapon in a primary limb without taking any ac-
tion.

Secondary limbs are strong enough to hold up the
weight of the suit, allowing the HEX to effectively
climb without using its primary limbs.

If attempting a Strength ability check, if your sec-
ondary limbs are free, they can be used to assist the
primary limbs, gaining a +4 bonus to the check
Secondary limbs can hold onto a shield.

Regeneration: At the beginning of each turn, the
HEX recovers 2 points of damage if it has at least 10 hit
points.

Resistances: You have resist 10 acid, fire, lightning,
thunder; bludgeoning, piercing, and slashing from non-

magical weapons.
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Size: You are considered a Large creature while
wearing the armor. You have 10 foot reach, though only
with your primary limbs.

Speed: Your speed is 30 feet. As an action, you can
activate or deactivate the “motive system”; when ena-
bled, your speed increases to 50 but you cannot add
your Dexterity modifier to Dexterity ability checks.

Telepathic Link: While outside of your suit, you
can issue simple instructions to the HEX through your
neural contact, allowing it to act on its own without
complete slave control. You must be conscious, and no
action is required; the HEX acts on its own turn. You
can specify a simple and general course of action, such
as “Run over there,” or “Fetch that object.” It does not

have the capacity to make attacks on its own.

KRIOS SCOUT

The krios is considered the most advanced augmented
armor employed the saints, despite also being the small-
est. The krios’ original application was in mining and
zero-gravity construction, but given its innovation,
eventually found itself planetside in military applica-
tions. Its most dominant feature is its second set of
oversized arms that extend from its upper-shoulders.
These appendages require direct control from the user’s
arms to function but do so from outside the limb. The
user’s arms connect to the larger arms’ elbows and can
detach at any time for direct, finer manipulation. The
suit also offers limited flight.

Arms: A second set of arms extend from your upper
arms and connect with your real arms at the upper’s
elbows. Here are the abilities of these larger arms:

You can release your connection/control of the larg-
er arms as a free action.

If you release control, the larger arms maintain grip
and will repeat the last action when you released
your control.

The larger arms have a Strength of 22.

Unarmed attacks with the larger arms inflict 1d6
and have a +1 bonus to attack and damage rolls.
The krios counts as a Large user for purposes of
wielding weapons in its larger arms.

Defense Bonus: You gain the tech level of the
armor as an enhancement bonus to Fortitude saves
and Reflex saves.

Disruption: If disrupted, you are restrained, and you

lose your Dexterity bonus to AC. All features are disa-

bled except hit points, disruption recovery, helmet, and
resistances.

Disruption Recovery: Once a day, as a reaction to a
disruption event, the krios comes back online.

Helmet: You have immune poison.

Hit Points: The krios has 50 hit points and a thresh-
old of 10.

Jump Jets: You are always considered moving when
performing a jump. You also have a +2 bonus with
Strength-based skill checks. In low to no gravity (1/3 to
0 G), this turns into fly 30 for up to twenty minutes be-
fore needing to finish a long rest to recharge.

Power: The krios requires one H power cell to oper-
ate and does not function without it.

Regeneration: At the beginning of each turn, the
krios recovers 1 point of damage if it has at least 10 hit
points.

Resistances: You have resist 10 acid, fire, lightning,
thunder; bludgeoning, piercing, and slashing from non-
magical weapons.

Speed: You have Speed 6.

TALOS

The talos shouldn’t exist. Buzz-boy teams don’t re-

quire a machine of the talos’s capabilities. It is too
large, too powerful for most applications, and too sizea-
ble a target given its susceptibility to disruption. The
talos is enormous, larger than most vehicles the Saints
use to bring troops to the surface, requiring a cruiser to
deploy. When one is seen, it’s a spearhead of a much
larger engagement. Where the talos places a foot, the
Saints have claimed as their own. The talos is not par-
ticularly fast, but it more than makes up for that with
unrivaled defense and assault capabilities.

Beyond its limbs, it also features four weapon hard-
points and both an active and a passive defensive sys-
tem. Like the Saint robot MAX, most of the talos’s
weight comes from its unique armor composition, sand-
wiching depleted uranium, wrought iron, and titanium
into an extremely heavy armor that also aids in resisting
disruption. More so, these plates are ablative, allowing
the talos to shed them as they become compromised.
When the talos is seen on the battleficld, opponents are
expected to run, unless a dragon is on their side.

Arms: The talos has a strength of 26. Unarmed at-
tacks inflict 1d10 and have a +2 bonus to attack and

damage rolls.



Defense Bonus: You gain the tech level of the
armor as an enhancement bonus to Fortitude saves
and Reflex saves.

Disruption: If disrupted, you are restrained, and you
lose your Dexterity bonus to AC. All features are disa-
bled except hit points, disruption recovery, helmet, and
resistances.

Disruption Resistance: Despite being a TL5 item,
the talos is counted as TL3 for the purposes of disrup-
tion as long as it has ablative armor. If ablative armor is
depleted, the talos becomes a TLS5 item.

Disruption Recovery: Once a day, as a reaction to a
disruption event, the talos comes back online.

Hardpoints: The talos has four weapon mounts, one
on cach shoulder, and two mounted on your back that
can be swung under your arm to attack any target. Each
mount frees up a hand, and acts as a hand or a brace for
holding or mounting weapons. Hardpoints are not ma-
nipulators themselves and can only mount weapons or
other gear. When you take a full-round action to make
one or more attacks, as part of the same action, you can
make a single attack with a different weapon from one
of your hardpoints.

Helmet: You have immune poison.

Hit Points: The talos has two hit point values, the
first is an ablative armor system that when depleted
decreases the weight of the armor and increases maneu-
verability.

Ablative Armor:
threshold of 20.

you eject the ablative armor willingly as a Swift action,

You have 100 hit points and a

If ablative armor is reduced to 0 or if

your speed increases by 10 feet, and if your Dexterity is
18 or higher, you can add your Dexterity modifier, to a
maximum of +1 to your AC. The talos still functions as
normal if its ablative armor has been depleted. While
the ablative armor is on, the talos is counted as TL3
technology for the purposes of disruption. Damage
passing through ablative can be absorbed by the subder-
mal armor. Additionally, the ablative armor causes
physical pain to any fae that touches it as if it were
made of fae-iron, although it does not deal actual dam-
age.

Subdermal Armor: You have 100 hit points and a
threshold of 50. These are the normal hit points of the
talos, and if depleted, the talos is wrecked per rules for
saint €xo-armor.

Immunities: You have immune cold and fire.

Power: 'The talos requires three H power cells to
operate and does not function without them. If disrupt-
ed, all cells fail.

Regeneration: At the beginning of each turn, the
talos’s subdermal armor recovers 2 points of damage if it
has at least 10 hit points.

Resistances:  You have resist 10 acid, lightning,
thunder; bludgeoning, piercing, and slashing from non-
magical weapons.

Size: You are considered a Huge creature while
wearing the armor. You have 10-foot reach.

Speed: Your speed is 20 feet. As an action, you can
activate or deactivate the “motive system”; when ena-
bled, your speed increases to 30 but your other modifi-
ers don’t change. If ablative armor is expended or

ejected, your speed increases to 30 and 40 respectfully.

Seriously, the talos is not balanced. This is not something play-
ers should have access to, not unless there is a climactic fight
and the telos is available as a one-shot. It’s not like it can en-
ter dungeons.
balanced for a fair fight. It isn’t.

But don’t bother trying to test of the talos is

VEHICLES

Saint vehicles are an odd bunch. The majority were
built in orbit and not designed with the intent of land-
ing on a planet. All Saint vehicles utilize anti-gravity
technology and self-sustaining power sources. With this
confidence, they conceived of craft with no “up”. Crew
can walk on roofs, ceilings, and even walls. Even the
outer hull pulls local objects directly to its surface. Ves-
sels are built vertically instead of lengthwise, making
them taller rather than long. They do not employ land-
ing gear; preferring to root themselves to an area using
beam anchors. Crashing is catastrophic as even smaller
vessels would tumble the moment their lower fins
scratched the landing surface, even if on water. Their
drives all suffer from constant drain while around Earth
thanks to disruption. Interceptors die out in a week,
cruisers a few days, before they must leave the Earth-
Moon system to recharge.

The reactors of capital ships utilize a micro gravity
source. Some view this massive technological advance-
ment as proof of the possibilities of man's progression,
while some of the few bastion dwellers aware of the

Saints believe it can only be the result of magic and
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NAME CAP CARGO MAN SPEED AC RESIST. HP SIZE TL CELL
Aircraft

Solis I 50 +0 200 ft. 20 5 100 L 5 None
Caldera I+11 1000 +0 100 ft. 22 10 300 G 5 None
Cruiser 2+200 50,000 -5 200 ft. 22 20 600 C+ 5 None
Capital Ship 5+5000 500,000 -10 400 ft. 24 50 5000 C+++++ 5 None

accuse them of trafficking with Ixindar. Some technical
databanks on board saint vessels list the power cores as
“Kerr Singularities” while others use the much-
protracted title Rotating Quantum Mechanical Black
Holes.

The technical process of generating a charged, rotat-
ing singularity and maintaining it, not using it as a pow-
er source, is not available to anyone other than the very
highest levels of Saint authority. What is unusual about
these reactors is their strange tendency to resonate in
the same frequency as a positive gate, similar to Attrica-
na. Could they be harnessing power from the very force
they despise?

Saint vessels look sterile. Silver and white painted
walls feature no art or signs of originality. The lines are
straight and without imagination. They were construct-
ed out of efficiency and no rationale was given to create
a culture or a positive living environment for the crew
on board. Larger ships allot only the minimum require-
ment for bed, bath, and provisions. Yet serving on a
cruiser or capital ship is considered the highest honor.

All Saint vessels supply power to their energy weap-
ons from the internal power source. The vessels also
disintegrate after crashing, leaving no salvageable tech-
nology. All weapons on a vehicle must either be a mis-

sile system or an energy weapon.

VEHICLE STATISTICS

Capacity: The standard person capacity or crew.
In most cases, only one person is needed to drive the
vehicle; other crewmembers serve as gunners or co-
pilots. Each unused passenger slot allows the vehicle
to carry an additional 200 Ibs. of cargo.

Cargo Capacity: The amount of cargo the vehicle
is designed to carry in pounds.

Maneuver: The modifier is added to any Vehicle
Operation checks and Reflex saves attempted with
the vehicle.

Speed [Rating]: The maximum number of feet
the vehicle can accelerate per round.

AC: The vehicle’s base AC.

Resist: The vehicle’s resistance to various attacks.
Half the value (rounded down) is the vehicle’s hard-
ness: the full value applies against all energy attacks.

Hit Points: The vehicle’s hit points.

Size: The size of the vehicle. A vehicle with the
designation C+ is twice the area of colossal size.

Tech Level: Unlike other equipment, a vehicle’s
tech level does not grant enhancement bonuses; it
only determines its susceptibility to disruption.

Cell: Saint vehicles don’t run off cells.

CALDERA

The standard medium fighter, the caldera packs a
punch and takes a beating, often seen escorting larger
ships between destinations. Like cruisers, the caldera’s
dominating attribute is its vertical configuration, domi-
nating upper and lower vertical fins that appear more
cosmetic than functional. Despite the sterile and bor-
ing nature of the corridors and cabins of saint vessels,
their outer form shows a flamboyance lacking in every
other aspect of their society. The caldera represents the
symbolic view of that, being more than 120 feet tall
from fin-tip to fin-tip but less than 15 feet wide. Its
primary role is for air-to-ground combat and has been
known to ferry up to twelve troop, a full buzz-boy team,
in its small cargo area.

Armament: The caldera has four weapon mounts.
Each one can mount a single heavy weapon. It can
combine two to mount a super-heavy weapon. You can
link two weapons together--when you take the Attack
action, as part of the same action, you can make a single
attack with a different weapon from one of your other
hardpoints to the same target. You don’t add your abil-
ity modifier to the damage of the additional attack, un-
less that modifier is negative. Alternately, each weapon
mount can be controlled by a different individual.

Auto-Reload: The caldera has a mechanism to re-
load its weapons. It can reload three cells instantly be-
fore needing external loading. It must dock or land for

external reloading.



Disruption Recovery: Once a day, as a reaction to a
disruption event, the caldera comes back online.

Immunities: The caldera and its crew has immune
to cold, necrotic, and poison.

Movement: The caldera can hover. It can also stop
instantly from any speed. A caldera can reach much
faster speeds when not in an atmosphere, but these
speeds are not listed in the vehicle table. The caldera
can move up to 25 miles per second or over 144,000
kilometers per hour while in space. It can still stop in-
stantly from this speed.

Power: The caldera runs off a fusion power plant. If
destroyed, its reactor melts, causing everything in a 100-
foot radius to suffer 5d10 points of energy damage
(DC15 Dexterity save for half damage). The caldera’s
reactor does not explode if disrupted.

Pressurized: The crew is immune to all gas attacks
and inhaled poisons until the vehicle is destroyed.

Regeneration: At the beginning of each turn, the
caldera recovers 2 points of damage as long as it has at
least 1 hit point.

Sensors: Darkvision 200 feet

Special: This vehicle automatically passes Vehicle
Operation (Dex) checks at x8, x12, x14, and x16 speed.

CAPITAL VESSELS

The juggernauts of the Saints, only three capital vessels
are known in operation. These are the Albion, the Ca-
bala, and the Zion. The loss of any of these ships would
be crippling. These massive vessels measure a kilome-
ter in height, half that in length and are manufactured
in orbit around Mars. A capital vessel carries enough
firepower to level a bastion. Each vessel holds docks for
three cruisers, and it can hold up 30 various smaller craft
in launch bays.

Armament: A capital vessel has 30 weapon mounts.
Each one can mount a single super heavy weapon and
can be operated by a single individual per turret.

Auto-Reload: A capital vessel has a mechanism to
reload its weapons. It can reload ten cells instantly be-
fore needing a reload (which takes 10 minutes).

Disruption: A capital vessel is counted as a TL1
item for the purposes of disruption.

Immunities: A capital vessel and its crew has im-
mine cold, necrotic, and poison.

Movement: A capital can hover. It can also stop
instantly from any speed. A capital vessel can reach

much faster speeds when not in an atmosphere, but
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these speeds are not listed
in the vehicle table. A capital vessel can move up to
35 miles per second or over 200,000 kilometers per hour
while in space. It can still stop instantly from this
speed.

Power: A capital vessel’s power core radiates at the
same frequency and wavelength recorded by Attricana,
but it does not disrupt. It radiates as magical, even
though it is not. If destroyed, this reactor melts, causing
everything in a 100-foot radius to suffer 10d10+100
points of energy damage instantly (no save). Everything
in the next 100 feet takes 10d10 points of damage
(DC25 Dexterity save for half damage). Everything in
the next 100 feet takes 5d10 points of damage (DC15
Dexterity save for half damage).

Pressurized: A capital vessel is immune to all gas
attacks and inhaled poisons until the vehicle is de-
stroyed.

Regeneration: At the beginning of each turn, a capi-
tal vessel recovers 10 points of damage as long as it has
at least 1 hit point.

Sensors: Darkvision 1000 feet

Special: A capital

vessel automatically pass-

es Vehicle Operation (Dex)

checks at x8, x12, x14, and x16
speed.

CRUISER

The cruisers number at least four-dozen
but it’s doubtful anyone would ever see more than one
at a time. These vessels comprise the main body of the
Saint assault fleet. The vessels' advanced grav drives
allow the craft to operate under any conditions, even to
hovering inches off the ground--necessary since it has
no landing gear. No saint cruiser could ever safely crash
land on a planet without rolling end-over-end, surely
dooming the occupants. The vessel towers over 500
feet tall, 600 feet long, but only 150 feet wide. Some
well-known cruisers include the Bethany, Buster Four,
Geisttwelve, Core Falcon, Spirit Fortress, Panzer Bull,
Varidam, and Dire Zeta. The average cruiser holds up
10 various smaller craft in launch bays.

Armament: A cruiser has 10 weapon mounts. Each
one can mount a single super heavy weapon and can be
operated by a single individual per turret.

Auto-Reload: A cruiser has a mechanism to reload
its weapons. It can reload ten cells instantly before
needing a reload (which takes 10 minutes).

Disruption: A cruiser is counted as a TL1 item for
the purposes of disruption.

Immunities: A cruiser and its crew has immunr cold,
necrotic, and poison damage.

Movement: A cruiser can hover. It can also stop
instantly from any speed. A cruiser can reach much
faster speeds when not in an atmosphere, but these
speeds are not listed in the vehicle table. A cruiser can
move up to 30 miles per second or over 170,000 kilome-
ters per hour while in space. It can still stop instantly
from this speed.

Power: A cruiser vessel’s power core radiates at the
same frequency and wavelength recorded by Attricana,

but it does not disrupt. This may be a coincidence. It



radiates as magical, even though it is not. If destroyed,
this reactor melts, causing everything in a 50-foot radius
to suffer 10d10+100 points of energy damage instantly
(no save). Everything in the next 50 feet takes 10d10
points of energy damage (DC25 Dexterity save for half
damage). Everything in the next 50 feet takes 5d10
points of damage (DC15 Dexterity save for half dam-
age).

Pressurized: A cruiser is immune to all gas attacks
and inhaled poisons until the vehicle is destroyed.

Regeneration: At the beginning of each turn, a
cruiser recovers 10 points of damage if it has at least 1
hit point.

Sensors: Darkvision 500 feet

Special: A cruiser automatically passes Vehicle Op-
eration (Dex) checks at x8, x12, x14, and x16 speed.

SOLIS

"This single-man craft relies wholly upon on a single anti
-gravity generator for its propulsion, which manifests
visibly as a set of aeriform structures resembling wings
(but which have no aerodynamic properties). The cock-
pit rests on a gimbal mount, allowing its main body to
rotate or shift depending on the maneuver being at-
tempted. The solis’ gravity pulse drive grants the abil-
ity to stop and start without compromising the pilot's
safety. It reduces inertial feedback, allowing the pilot
to push the craft to massive 50 G acceleration boosts
without breaking every bone in his or her body. The
vessel can struggle with a crash landing if required, as
its main body is large enough and its fins stubby
enough to angle a still destructive landing,.

Armament: The solis has two weapon mounts.
Each one can mount a single heavy weapon. You can
link these weapons together--when you take the Attack
action, as part of the same action, you can make a single
attack with the other weapon against the same target.
You don’t add your ability modifier to the damage of
the additional attack, unless that modifier is negative.

Auto-Reload: You have a mechanism to reload your
weapons. You can reload three clips/cells instantly be-
fore needing external loading. You must dock or land
for external reloading.

Disruption Recovery: Once as day, as a reaction to a
disruption event, the solis comes back online.

Movement: The solis can hover. It can also stop
instantly from any speed. The solis can reach much

faster speeds when not in an atmosphere, but these

speeds are not listed in the vehicle table. The solis can
move up to 20 miles per second or over 115,000 kilome-
ters per hour while in space. It can still stop instantly
from this speed.

Power: The solis runs off a miniature fusion power
plant. If destroyed, its reactor melts, causing everything
in a 50-foot radius to suffer 3d10 points of energy dam-
age (DC15 Dexterity save for half damage). The calde-
ra’s reactor does not explode if disrupted.

Pressurized: The solis and its pilot are immune to
all gas attacks and inhaled poisons until the vehicle is
destroyed.

Immunities: The solis and its pilot have immune
cold, necrotic, and poison damage.

Sensors: Darkvision 200 feet

Special: 'The solis automatically passes Vehicle Op-
eration (Dex) checks at x8, x12, x14, and x16 speed.

Okay, let’s be honest, it’s not like you are ever going to be pi-
We decided to add capital vessels and
cruisers for trivia’s sake, and because we wanted to add per-

loting one of these.
spective. And there’s always the possibility that some crazy
adventurer will try to sic a dragon on one of these things, so we

may need aerial combat rules at some point...

“That’s...” Mahan trailed off as his jaw fell slack. It
wasn’t like him to be speechless. Mischa, beside him,
sported the largest grin a human could manage, nearly
They

were both looking up at it, differing mixed emotions

like a bogg’s unnatural ear-to-ear expression.

filling them both.

“Amazing!” Mischa answered.

“It doesn’t even look like you.”

“They got the best parts covered.” The statue sat at
the center of town and loomed over the surrounding
market. It had been assembled from pieces rather than
carved from a single chunk of soapstone, a metal skele-
ton keeping the model intact. It presented Mischa as
seven-feet tall with a sword twice the length of the origi-
nal. His beard reached well past his collarbone, and
exposed muscles were checkered with scars. Massive
eyes would forever be focused on a dying pugg having
1its life squeezed out by an oversized hand. “I’m im-
pressed they were able to make it such short notice.”

“Actually,” Mahan answered, still fascinated, “I
think they appropriated another statue and...added
muscles to it.”

“It’s glorious,” Mischa replied, never averting his
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gaze.

“Like a trail of breadcrumbs we can employ to fol-
low.”

“Trophies to mark victory and iInstall fear.” Mis-
cha’s smile faded, and he finally turned to Mahan.
“You think they used another statue?”

“It was less than two days,” Mahan answered as he
“There’s a hand at the base

without a body attached, and I don’t recall you pos-

pointed out the errors.

sessing a tail.”

“I’m sure they’ll address that.”

Mahan walked away from the couple. “Next time,
get them to render you giving a thumb up.”

Mischa separated from his likeness to follow.

“That’s actually a good idea,” he said.

The noble went by the name Ballan Sarasian. He
was the son of a peasant lord that held dominion of a
thousand acres of farmland surrounding a hamlet
blessed with four churches, two taverns, one gambling
house only dealing dice, seven bicycles, and a modest
dragonflyer port.

The Sarasian family was short on heirs, so the poten-
tial loss of their only son had shattered the father. Upon
seeing him alive and behind a heroic escort, the lord
demanded two days of celebration in honor of the mira-
cle.

Mischa and Mahan were touted as the “greatest he-
roes to the horizon,” and given free room and board for
the length of the stay, regardless of its duration. While
Mahan negotiated a proper reward including food and
passage rather than coins from coffers taken from taxes,
Mischa toured the taverns leaching what gratuity he
could from the locals. He accepted drinks, drinking
companions, and women wishing to have drinks poured
over them.

Every bar brought out variations on the story of the
rescue. Where first there were thirty puggs, a second
The third kept added a

skegg slaver-chief. Each tale grew longer in length and

tale added another dozen.

strained credibility.

Mischa kept gathering the crowds hearing his flam-
boyance. Ballan all but confirmed the entire story, even
on the last version when Mischa added a giant cocka-
trice. Mahan never required deception to keep a crowd
but never gathered numbers like this. By the end of the
second day, the modest mob the hamlet could serve
beckoned the elder Sarasian to erect the statue to mark
the victory. Mischa offered advice on its final form.
They honored his wishes, though refrained from adding

the princess at the base embracing Mischa’s loins.

“We truly are blessed,” a local barkeep said. “All
great warriors converging.”
“Pardon,” Mischa asked, almost insulted. “There

are others?”

“Yes,” the barkeep answered, spitting words from
missing teeth. “Another arrived a few days before. A
strange voice on the man, not like yours but still for-
eign. Hadn’t said much in all this but he carries a
mighty chip behind a fist of colors.”

Mischa stared back at the keep in bewilderment. “I
have no comprehension of what you just said. Is he like
me?”

“Only in splendor, sir. A slanty-eyed fellow like
those in the West, but quiet, keeps to his church. Nasty
set of steels on the man. Hands like the wind.”

Mischa squinted trying to pull the memory from the
back of his mind given the loose description. His brow
perked. “Like wind...did he have a cloak?”

“A wispy thing with a dragon on it. Catches the air
when there’s no breeze. You know of him?”

Mischa swallowed a shot of peppered whiskey from
the counter and slammed it down. “That would be im-
possible.”

Mischa left the bar moments before overstaying his
welcome. He had taken down all measure of local dis-
tills without any lasting effects save for a slight dragging
of his left foot. Mahan intercepted him before tackling
another tavern. He shouted over the revelry in the town.
“I cannot begin to grasp your pomposity, Mischa,” said
Mahan. “Elephants?”

“Elephants now?” Mischa’s smile lifted as he orbit-
ed his comrade. “I’ve sowed the seeds of a myth, have
I? I won’t deny elephants. When you hear of twelve-
headed hydras, that Ill refute.” Mischa stopped and
realized he had a question. “What do you hear of an-
other foreign warrior?”’

“Like you?” Mahan joked. “ITwo is too many. One
Is too many.”

“Someone else, different enough that takes notice. 1
suspect where.”

“Odd for an anecdote. Why should we concern our-
selves?”

“Those skilled in swords never bother crossing an
ocean of storms on a whim. Call it curiosity. Those of
honor are a rare commodity. If he's whom I suspect,
I’d like to know why.”

Mahan looked around the town, and then returned



to the ranger’s eyes. “Weren’t you saying we should
gather no eyes, form no armies? We best not expose
ourselves to anyone for any reason unless fate renders it
unavoidable.”

“A fistful of warriors and wizards cannot save the
world. We will eventually require help. Cannot expect a
Iine of waiting recruits at every town. Can’t really post
notices on every tree, either. When an opportunity pre-
sents for a just and honorable sword, should we not leap
for it?”

Mahan nodded.

destiny, we will cross paths with such valor eventually,

“If you believe in the fortune of

just wasn’t expecting this soon.”
Mischa grimaced. “When are we leaving?”
“Tomorrow.”
“You got a snail train?”
Mahan shook his head.

advantage of our popularity. Tickets were free.”

“None near here. Took

“Horses to?”

“Horses too.”

It was not uncommon for towns to erect a variety of
holy places in hopes of attracting immigrants or gratuity
from free houses or larger nations, most of which pro-
fessed faith in a variety of gods, the only exception be-
ing Kannos, ironic given that’s where they were. Be-
cause of the broad mix of ethnicities with nearly every
town, especially human communities, the smallest ham-
lets boasted more than one place of worship. Sarasian’s
plot featured a focus on Catholicism, Islam, Berufii, and
Yok-Ani, the latter two in the hope of tempting some
fae blood to the village. Each cathedral, mosque, and
temple would shepherd the devout in time of crisis, a
charity passing pilgrims would take advantage of. The
Yok-Ani temple had entertained the fewest and looked
the most pristine when Mischa entered. He saw the
figure praying before the altar. Mischa looked about
the room, noting is vacancy. There were no priests or
servants, only two lost wartiors.

Mischa approached the figure, trying to balance be-
tween stealth and reverence. Too stealthy and the char-
acter would assume an ambush. Too loud and Mischa
would appear disrespectful.

The ranger’s furs and plates weighed him down.
Without a stable grip and the altar table beyond his
reach, he dropped to the padded kneeler. He arched his
head up to glimpse the towering nave above. He fol-
lowed the snake-like yok-ani dragon mural across the
roof, its head wrapped around above the altar. Storms
of wind and lightning followed and bent around the
creature. The winds formed into pillars supporting the
circular cathedral.

Another golden snake enveloped the round marble
table in the center of the altar. Across the far wall, a
single Sinitic letter representing the seals of the faith
hung from a rice paper wall scroll. Though ornate, the
church was tiny, barely enough for a dozen devout.
Mischa glanced to his side and tried to match the move-
ment of the warrior next to him.

He spotted the same yellow and silver dragon
adorned on the figure’s black unspun silk cloak.
Though Mischa felt no wind, the cloak of his neighbor
fluttered, as if carried by a slight breeze. It looked ex-
pertly weaved, but the components made it appear
humble.

stranger's identity. His arms and armor and head fell

The garb covered any evidence of the

under a large hood. A red straw conical hat rested on
his back, hanging from a black silk strap. His face was
chiseled with high cheeks and a thin mouth. Short
black hair stuck straight at spots.

The stranger leaned forward to the edge of the altar.
He held his arms out and placed them pointing to each
other upon the floor. The stranger bowed towards the
black tiles. Mischa didn’t bother to emulate. The for-
eigner’s tan skin resembled that of Minx from Genai,
but there was something slightly different.

“Kouryou daiou, kama dao ritsugan,” the stranger
quietly prayed. Mischa kept quiet, wishing not to insult
him with a mispronunciation. The stranger rose again.
Mischa’s knee-plates defended against almost every
blow, but his slid across velvet cushions with ease. He
dropped suddenly from the stranger's peripheral vision.
The knees banged against the stone tiles with a solid
thud. As quickly as he fell, Mischa propped himself
back. The stranger maintained composure. He repeat-
ed the bow, chanting again.

After a pause, he finally let out in a strange accent
similar to Chen's but harsher. “You can't possibly be

one to prostrate before a god as this one.”
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CHAPTER FIVE

MAGIC

ow magic works is a well-known fact even to

the most orthodox of techan scientists: a mage

uses a word of power inscribed on a totem ob-
ject to channel energy into a specific metaphysical
structure that essentially makes local edits to the laws of
reality. What is not well-known is why magic works.
Various theories have been presented, but without the
ability to test them, they remain pure academia. The
realm of religion is no better off; the most consistent
‘creation myth’ in echa describes how the dragon Ame-
thyst brought knowledge of the words of Pleroma to the
world, but where exactly the power comes from is still a
matter of some debate. Unfortunately, due to the effect

of EDF on scientific instruments, and the general ina-

bility to prove or disprove any particular religious posi-
tion based solely on evidence, neither is capable of
coming up with any sort of satisfactory answer.

For all that its results defy science, the practice of
magic is fundamentally scientific; mages experiment to
discover magical principles, test those principles exten-
sively, and record their findings for posterity. Often,
different practitioners will apply the same principles
and get different results, indicating either that one of
them was wrong or the principle is not yet fully under-
stood. Dragons, of course, have a perfect understanding
of the principles, but either have difficulty translating
five-dimensional concepts into four-dimensional lan-

guage, or simply can’t be bothered to explain them-



selves to a bunch of jumped-up primates. And so the
willworkers of the human and fae worlds are left to
struggle in the dark.

Most magical researchers are not even mages them-
selves — the actual practice of magic is more involved
than simply learning some magic words and gestures.
While anyone can learn magic (and indeed, most simple
spells can be mastered in only a few weeks), the meta-
physical effects on the caster can be discouraging, and
so the vast majority of magical study is more theoretical
and philosophical than practical. The sister science of
alchemy is easier, but still requires years of apprentice-
ship to learn the correct proportions of materials and the
correct techniques of combining them. Thus it is that
despite the colleges of Limshau, Jibaro, and other insti-
tutions of note being full of programs of magical study,
there are only a couple of dozen true mages in all of

Canam.

FOUNDATION
SPELLS

There are three ways Pleroma is applied: In the single-
word spoken spells shouted or whispered when in sud-
den need, in the long-winded sentences meant to take
time to materialize, and the potent spells that require a
physical avatar to be cast. These last are the foundation
spells—extremely powerful utterances of Pleroma for
which the mortal frame is not an adequate focus for the
power, requiring instead a physical representation, an
anchor for that power in hand to cast. An anchor cannot
be used as a totem, nor can the spell be removed and
inscribed on one. It is thought the Pleroma written on
the object is only the triggering word; the real word is
inscribed within the anchor’s physical structure, frozen
in every dimension, awaiting only the command to
bring the spell forth. Foundation spells draw power
from their wielders; they require a sacrifice that must be
paid every single time such a spell is cast, and the costs
Wars have been decided

with the use of foundation spells.

often outweigh the result.

Surprisingly few foundation anchors are known to
exist. Upon acquisition, their final resting place de-
pends entirely on the motives of who claimed them.
Upon their discovery, many are locked up in a trophy

case, never to be used or seen by anyone other than

their owner. Others are donated to museums or vaults
to be studied or fortified against those greedy and pow-
er-hungry. Alas, some are found by such people and
used quickly and willingly against those of contradictory
moral views. Those who seek such spells will always
come into conflict with opponents greedier and more
powerful than themselves. Despite rumors and tavern
tales, there are few confirmed locations for foundation

spells. Many are all conjecture, gossip, and optimism.

RULES REGARDING
FOUNDATION SPELLS

In ‘canon’ Amethyst, spellcasters are very, very rare.
Even overtly magical kingdoms such as Quinox or Sky-
rose only have a handful of dedicated wizards, and the
number of magic users worthy of the name across the
whole of Canam falls short of triple digits. The number
of those who have the power to use foundation spells
could probably be counted on the hands of an accident-
prone adventurer.

In PATHFINDER, spells of base levels 7-9 (and a
few spells of lower levels) are classed as foundation
spells, which are bound into artifacts and must be
sought after (spells of lower levels cast using higher-
level spell slots are not considered foundation spells).
You must have the foundation anchor in hand (if it is
too large to carry, you must at least be touching it with a
free hand or your totem) in order to cast the spell in
question and can only cast said spell once per day, re-
gardless of how many spell slots of that level you have
available. If you lose the anchor, you cannot cast the
spell until you recover it.

All foundation spells have a vocal component (V).
Anytime one lists a material component (M), that mate-
rial is in addition to possession of the foundation anchor.
All foundation spells also have a “consequence” compo-
nent, which is paid in the act of casting and cannot be

avoided by any means.

TO CREATE AN
ANCHOR

Many, if not most, foundation anchors were made by
persons unknown. It is generally assumed that most
were created either by laudenians or archon dragons,

though dragons, as the original Pleroma speakers, do not
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require foundation anchors — their spells inscribe them-
selves on their scales and draw power from the dragon’s
virtually inexhaustible internal wellspring of magical
power. In theory, such a scale plucked from a dragon’s
hide would suffice as a foundation anchor—if one could
get away with the theft. However, there have been
cases where wizards have been credited with either rep-
licating a known foundation spell in an anchor of their
own design or creating their own foundation spell
through pure fabrication.

Crafting an anchor is based on the same practice as
scribing a scroll, with a few alterations. The potential
crafter must possess knowledge of the spell, requiring
either another anchor for the same spell or an entire
dedicated library of arcane lore for researching it her-
self. To create a Foundation Anchor requires both the
Scribe Scroll feat and the Craft Wondrous Item feat.
The crafter must also be skilled in Spellcraft, Craft
(depending on the item), and Knowledge (Arcana).
The cost of creating an anchor is FIVE times that of a
scroll. Crafting any anchor requires 1 week (instead of 1
day) for each 1,000 gp of the base price. This makes
player characters designing foundation anchors unlikely.

As there are fewer high-level wizards in the world
than there are archon dragons, once again, these original

fabrications are incredibly rare.

FOUNDATION SPELL
DESCRIPTIONS

These foundation spells are known to exist in the
world. Foundation spells (or rather their anchors) also
go by many names. One single type of foundation spell
may have dozens of names depending on who has
claimed the artifact.

The following official PATHFINDER spells are
available as foundation spell anchors. The spells are
also listed if they are bound exclusively to Ixindar or
Attricana (if neither is stated, it is available to both; in
fact, the same anchor can be used for either, depending
on whether the encoded glyph is spoken in Pleroma or
Saeqaar). There can be many others—these are only
known examples. For those not mentioned, refer to the
standard foundation spell rules found in Amethyst: Re-

naissance 2.0.

ANTIMAGIC FIELD

Antimagic may appear the antithesis of the very world,
but it is possible for magic to push itself out of a region.
Along with the normal effects of antimagic fields, this
anchor also removes all disruption in its field. The field
emits from the anchor, not you, and if you drop the an-
chor, you can still sustain the spell, regardless of your
distance from the anchor. While it is intensely uncom-
fortable for echans, it is neither immediately life-
threatening nor sufficiently distracting.

"This anchor is not difficult to find (though it is still
not common); even bastions are known to show interest
in this spell to further study into their own anti-magic
efforts, though the fact that one has to be a spellcaster
in order to be able to actually see Pleroma script in all
its dimensions complicates these efforts. One anchor
sits as a book in the Koana Progressive Library in
Limshau, with a duplicate found in the royal vault at
the Abidan capital of Janoah. 'These books are un-
marked, and no one knows the author.

Consequence: After the spell ends, you are unable

to cast any other spells until you finish a long rest.

ANTIPATHY/SYMPATHY

Unlike many anchors, this foundation spell has a known
creator: the greatest living narros spellcaster, Sagard
Galla of the Finer Fire Pits.

those forged by Galla, resemble slabs of stone, and are

These anchors, like all

found in her open library. Galla never permits these to
leave her possession, but does allow personally vetted
qualified wizards to study the spells and make their
own anchors.
Consequence: After the casting time has elapsed,

you are fatigued

ASTRAL PROJECTION

One of the few non-portable anchors, several docu-
ments suggest that this anchor resembles an oversized
rune-scribed torus, standing perfectly preserved in the
midst of a ruined city; carbon etchings have confirmed
its existence, though its location is not known. Rumors
hint that the location sits somewhere in northern
Canam, beyond the anathema kingdom of Dagron.
Consequence:  After returning to your physical

body, you (not anyone else affected) are fatigued.



CLONE

(Ixindar)
Defying death is the domain of the corruption of Ix-
indar, and is employed by forces loyal to that side to
tempt others to darkness. Clone is one of those many
anchors, and many they are. Produced under considera-
ble effort but then distributed without thought for prof-
it across the world, to use one is to fall to corruption, to
think the way they do. Of the many Ixindar-bound
anchors, Clone is less common than others that defy
death, but someone dedicated to the search will eventu-
ally find one, though only in locations infected with
corruption. 'They have all been found imbued in amu-
lets, which must be worn by the living target at the mo-
ment of its death in order for the transfer to work.
Consequence: Casting the spell incurs 20 corruption
points, causing the caster to be immediately bound to

Ixindar if they were not already.

CONTROL WEATHER

Being able to control weather is one of the many objec-
tives for wizards worldwide. The chaparrans are credit-
ed with making the first anchors—Ilarge jagged stones
which hang from hemp rope. Dawnamoak is known to
hold at least two of these: one strung between the three
great trees that form the capital of Jibaro, and the sec-

ond at a location known to none but the chaparran el-

ders. Another was duplicated by the

laudenians, on a floating stone that

never touches the ground, the
Feysa.
Consequence: While concen-

trating on this spell, you cannot
move under your own power; you
automatically fail saving throws,
and are immune to any mental ef-
fect that would compel you to move.

You can still be moved by someone else.

DELAYED BLAST
FIREBALL

This is a well-known foundation spell, as it was
simply an advanced version of a lower level spell that
requires no anchor; consequently, it is marginally easier
to find the materials necessary to reproduce it than oth-
er spells. Although several examples are thought to
exist in various shapes, there is only one confirmed, in
the Mage City of Kirjath-Sepher; like all anchors there,
it can be found as a book.

Consequence: Once you stop concentrating, you

suffer 3d6 fire damage.

DOMINATE MONSTER

Nacola Falconyr is one of the few laudenians any wizard
knows by name, due to his very insular views on what
sorts of people should be allowed to learn magic. Ap-
propriately, he is credited with the creation of a spell
that would dominate any creature. As such, he keeps
the spell close to heart, locked in his peoples’ floating
capital city. No one knows what the anchor even is.
Consequence: After the spell duration elapses, you

cannot charm another target for one week.

EARTHQUAKE

Earthquake anchors are inscribed on natural stone,
though no one is sure who places them in random dun-
geons about the world. Not a single legend of a famous
labyrinth with random monsters would be complete
without the carrot of an Earthquake anchor sitting at the
end of it. One was located and returned to the tenenbri
city of Vakai. Another was unearthed in Thos Thala-
gos, or possibly it was found and Thos Thalagos was

built around it—the legend varies.
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Consequence: After the spell duration
elapses, you fall prone and cannot stand until

you take an 8-hour nap.

ETHEREALNESS

"T'his anchor is commonly found on amulets or other
wearable items that vanish along with the caster. One
of the first anchors passed down from the dragons, this
spell has been confirmed in nearly every advanced wiz-
arding school in the world; however, because of the im-
plications of the spell, they are generally kept well se-
cured and most don’t publicly admit its presence.
There was a rumor that a few have been stolen or lost,
with the school denying the fact.

Consequence: After the spell duration elapses, re-
main semi-solid (unable to eat, drink, or hold or wield

any objects), until you finish an 8-hour rest.

FINGER OF DEATH
(Ixindar)

Unlike spells meant to return life to the dead, Ixindar
anchors bound to spells that just kill are more difficult
to find. Finger of death has been found fused to the
finger-bone of an archon dragon, and then used as a
staff by the human necromancer Piotr Raczik. A scroll
from Raczik available at Limshau claims he created it
from an original located in a church in Necropolis, and
that there are at least six more scattered across the
world.

Consequence: Casting the spell incurs 10 corruption

points.

FIRE STORM

It is believed two different anchors exist of this spell.
The gimfen mage, Lippi Lipsanotheca, fused one to
her leather armor. One of the lesser known powerful
narros spellcasters, Uhtredannis Vulga also imbued one
upon his warhammer. Both these spellcasters have re-
cently gone missing, as have their anchors.
Consequence: After the spell duration elapses, you

have Weaknesses vulnerability to fire, for 24 hours.

FORCECAGE

This anchor was believed to not exist until a copy of the
manifest of Myre was leaked to Limshau, detailing the
artifacts locked in their vaults. It describes a simplistic

wrought iron rod capable of entrapping individuals

w hen it

“expands” into a

prison when used by

the right individual.

Since then, at least two

similar artifacts with identi-

cal properties have been lo-

cated, then subsequently lost.

None have an identified
creator.

Consequence: After

the spell duration elaps-

es, it cannot be cast again

for 24 hours, and you suffer

a —2 penalty to checks and Re-

flex saving throws for 24 hours.

FORESIGHT

Baruch Malkut’s king, Darius Konig claims to wear a
coronet able to see into the future. The description of
the crown matches that of a similar one that was worn
by King Sana of Kardia Gothas before its fall. However,
these are certainly copies of an original, one most likely
worn by rulers in Laudenia. Several Bibles of Drasago
also list several dragons possess this as a tattoo.
Consequence: After the spell duration elapses, you
are fatigued. You also suffer from tunnel vision (-2 on

Perception (Wis) checks) for one week.

GATE

(Attricana / Ixindar)

Gate could be considered the most powerful spell ever
created, more so than even wish. It is the spell by
which tears like Attricana or Ixindar are created. It may
have been created by Amethyst and Mengus them-
selves, though obviously they required no anchor; or
possibly it may have predated even them, the primordi-

al spell from which all others were born.



The versions sought after in the modern age are
greatly reduced reworkings, but are still powerful none-
theless. However, outside of legend, no anchors pos-
sessing this spell have ever been found. It is assumed,
even by archon dragons, that one for each polarity must
exist—how else could the gates have been reopened,
hundreds of years ago?

"This spell has several significant differences from its
core version. The gate itself is a sphere, either solid
white or solid black, with a diameter dependent on its
caster. It is not a window; one cannot look into the
realm specified when casting the spell.

If more than 50% of an object or creature passes over
the ‘event horizon’ of the spell, it is instantly shunted to
the other side—but, as nobody knows what lies on the
other side, no destination can be specified. Moreover,
the Gate spell replicates the effects of Attricana or Ix-
indar, generating or suppressing EDF (and the associat-
ed side-effects) in proportion to its size. A creature can
still enter a gate but then can only exit out of another of
the same type (white to white; black to black; in the
absence of another terrestrial portal, they can be ejected
from Attricana, falling to Earth unharmed but in a ran-
dom, not immediately perilous location throughout the
globe, or from Ixindar in the middle of the obsidian
plain of Kakodomania).

Any creature transported through a gate returns with
no memory of what is on the other side, or of any time
having elapsed between entrance and exit. The portal
can only transport subjects as large as the gate itself.
The gate is the same size as the caster up to Medium.
Anything larger still just creates a Medium-sized gate.

For every additional spellcaster casting the same
spell in cooperation, it increases its stability and can
grow. An additional spell caster increases the size of the
gate, but also increases the casting time to achieve the
scale. Thankfully, because of stability, spellcasters can
take a break for sleep (or magic to replace rest) and re-

sume the spell without having to restart.

GATE SIZE CASTERS TIME EDF RADIUS
Medium | | hour 20 ft.

Large 2 | day 100 ft.

Huge 4 5 days 500 ft.
Gargantuan 6 2 weeks 1/2 mile
Colossal 9 | month 5 miles
Colossal+ Il 2 months 50 miles
Colossal++ 14 4 months 500 miles

During casting, the gate remains stable for up to 12
hours; if interrupted for longer than that, the entire pro-
cess must repeat. However, once cast, the gate is per-
manent until destroyed.

A gate 1s fixed in space relative to the planet’s sur-
face when cast, but can be moved if it doesn’t pass
through any antimagic fields (even though casting any
dispel magic spells or antimagic spells on a gate does
not affect it). While concentrating, any spellcaster that
assisted in the original gate’s casting can move the gate
20 feet per turn.

If a gate of an inverse type is cast or moves over the
top of its opposite, a massive energy disruption occurs.
If different sizes, one gate devours the other, reducing
in size equal to the difference between the two gates
(e.g., If a Gargantuan gate collides with a Large, the
Large is destroyed, and the Gargantuan remains, albeit
only Large now itself).

For every size category of the destroyed gate, an
energy burst ejects out matching the remaining gate
(e.g., If a positive gate destroys a smaller negative gate,
the energy burst is positive. A positive energy burst
discharges radiant damage; a negative energy burst dis-

charges necrotic damage.

DESTROYED BLAST DAMAGE DEXTERITY
GATE RADIUS (ft.) DC

Medium 50 2d10 13

Large 100 4d10 16

Huge 150 6d10 19

Gargantuan 200 8d10 22

Colossal 250 10d10 25

Colossal+ 300 12d10 28

Colossal++ 450 14d10 31

Unlike normal energy attacks, this damage only
Only

creatures with the Ixindar keyword suffer radiant dam-

harms creatures bound to the destroyed gate.
age. Only Attricana-bound creatures suffer necrotic
damage. Creatures bound to neither gate (natural hu-
mans, animals and plants) are not affected by either.

When opened (fully cast), gates are immune to all
magic and magical abilities. They operate in antimagic
fields and cannot be dispelled by any means. They are
a system of rules entirely on their own.

Consequence: Your eyes become permanently solid
white (positive gate) or black (negative gate), and for
the rest of your life you hear murmurs or whispers that
might be voices, but you can’t make out exactly what

they’re saying. Also, you created a hole in reality.
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Someone or something may wish to have words with
you about that.

Any episode around a gate should be a major quest
involving drama and death and armies clashing and ex-

citing things like that.

HOLY AURA

(Attricana)

Effectively, this spell supercharges one’s attachment to
Attricana, and became more popular with the rise of
ecclesiastical wizard schools in the world. These theo-
logical wizard colleges are obsessed with acquiring spir-
itually-themed anchors, and holy aura is one of the most
well-known.

However, without the required knowledge, these
divinity schools have been unable to crack the equation,
one they are certain exist. Anecdotes claim one is sit-
ting in an abandoned church on an empty island. An-
other tells of one buried deep in a dungeon underneath
a place called Golganis. All reports allege the spells are
imbued inside an equatorial cross with bent arms.

Consequence: After the duration of the spell elaps-
es, the anchor teleports at least 10 miles away, as close

to another Good creature within that range as possible.

IMPRISONMENT

Despite this spell not being a solely Ixindar-bound
spell, it has a history associated with it. The necro-
mancer Stanislav Donatas created one by imprisoning a
1000-year old laudenian prince, Rakash Gulfstorm, in a
black orb to which this anchor is fused. He was known
to loan the anchor for its duplication, but these are all
Ixindar-bound. There is no known Attricana-version of
this anchor.

Consequence: You and the imprisoned creature are
linked telepathically until the spell is ended, even if
you no longer possess the anchor. While you can’t
probe each other’s minds, both sides can choose to
transmit surface thoughts, which the recipient can’t

mute.

INCENDIARY CLOUD

The words from this spell glow with a bright red light
from a solid slab of stone in a dungeon under a volcano
somewhere in the region known in antemallean times
as the Ring of Fire. Accounts of its discovery are all

anecdotal, but keep emerging every few decades, lead-

ing some theories to either postulate there are at least
ten of these anchors scattered about, or only one that
teleports between locations.

Consequence: After the spell duration elapses, you
must make your own saving throw or take 2d10 fire
damage on a failed save, half as much on a successful

onc.

MAGE’S SWORD

The original sword anchor is ironically embedded in a
sword, a small bronze gladius, not unlike those from
ancient Rome. The anchor never needs sharpening but
does not act as magical weapon itself. One is on display
under lock and key at Kirjath-Sepher, but the plaque
under it claims there are six more that were found
alongside, discovered in a “star formation”. The plate
does not disclose where the other five are or where they
were initially found. This spell anchor does not require
any additional spell components.

Consequence: After the spell duration elapses, the
sword rushes back to your location and makes a single

melee attack against you.

MAGNIFICENT MANSION

‘This popular foundation spell originated with the proof
copy of Lazarus’s Bible of Drasago, but has since has
been replicated into a handful of scrolls (where the an-
chor is the case, and not the scroll) found at Koana,
Berustar, Janoah, and other prominent wizard schools.
Alas, due to its popularity, one lies in Baruch Malkut
and another behind the vault doors of Myre.
Consequence: The spell exists by your will; you
must be the first to enter and the last to leave or the
spell immediately expires. You cannot leave the man-
sion unattended as the spell would expire immediately,

shunting out all other occupants.

MASS HEAL

(Attricana)

The human mage Palladius Delacroix of Janoah, the
founder of their theological arcane college (named after
himself), is credited with accomplishing something no
human ever has—creating an anchor whole cloth with
no original to duplicate from. His healing staff carries
the anchor for mass heal, which understandably never
left his side until his untimely and somewhat ironic as-

sassination by a Malkut thuggee over a hundred years



ago. Since then, the staff has been made available to
only graduates of the school for replication, and since
then, only six have been made.

Consequence: After this spell is cast, you are blind-

ed or deafened (randomly) for five minutes.

MAZE

T'wo of these anchors, fused onto angelite maces, also
grant a +2 bonus to attack and damage. One hides in a
narros ruin subsequently overrun by Xixion; the other
sits in the Temple of Libanus. Another anchor can be
found in a book in Kirjath-Sepher as well as in Dracon-
tia, inscribed on the back of Kelto of Guard (yes, the
dragon). Rumors suggest another one can be found on a
staff in the bottom deck of the Alkanost.

Consequence: If someone breaks your concentra-
tion, you are pulled into the maze and cannot escape

until the maximum time expires.

METEOR SWARM

There are three known anchors for meteor swarm in the
world, all embedded in silver-plated longswords. Laza-
rus, in the mountain of Dracontia, owns one, and is be-
lieved to be the original creator of all of them. Another
sits under lock and key in Castle Myre. The final was
lost in a battle at Hapura. However, the pagus army
vanished on its return to Kakodomania, and their plun-
der remains unclaimed.

Consequence: Each time you cast this spell, there is

50% chance a fifth blazing orb hits your location.

MIND BLANK

A few copies exist of this anchor, all inscribed upon
crystal skulls. Both Myre and Laudenia own one, as
does the Kuraukou Temple of Clouds. Another sits
inside a small keep atop a massive mountain guarded by
rime dragons. Like many anchors, no one knows who
makes them.

Consequence: After the spell duration elapses, your
short-term memory is shot; you suffer a =10 penalty on

all Knowledge skill checks for one day.

MIRAGE ARCANA

These amulets, which must be hand-held when cast,
emerged from the deep recesses of the tenenbri nation
in the south. No one is sure who makes them, but

identical amulets appeared in dungeons halfway across

the world. Apparently, they fetch a price as high as
85,000 gold.

Consequence: After you finish casting the spell, you
are fatigued, and one of your senses is randomly ampli-
fied to distracting levels until 24 hours have passed (-2

to Perception (Wis) checks.

POLYMORPH ANY OBJECT

(Attricana)
The original anchor for this spell, a book, is found in a
hidden compartment in the Statue of Torfin Gendron
in Kirjath-Sepher. It’s a secret that every wizard knows
is there. The issue is no one can break the statue in
search of the anchor, and no one has been able to find
the switch to open compartment. Only a few wizards
know it is the statue itself. Torfin enjoyed his puzzles.
Laudenians claim to have a duplicate (or rather, the
original) on a similar statue in Laudenia.

Consequence: 'There is a 25% chance the target
only “partially” returns to its original form. The end
result is up to the GM. The target does not fully return

to normal for another 1d4 hours.

POWER WORD
HEAL/KILL/STUN

(Heal: Attricana; Kill: Ixindar)
Power Word spells are pure foundation spells—say a
word, affect the world. As a result, these are more com-
mon than others and can be found scattered across the
globe in various anchors. They can be found in books
in Kirjath-Sepher, etched on walls in Dracontia, and
like many other anchors, locked in a vault in Castle
Myre. However, despite their prevalence across the
world, they are considered by some to be too dangerous
for free distribution and are all heavily safeguarded.
Consequence: You are deafened for five minutes.
Casting power word Kkill incurs 20 corruption points,
causing the caster to be immediately bound to Ixindar if

they were not already.

PRISMATIC SPRAY /WALL

Although both of these anchors are credited to Torfin
Gendron, probably the most famous wizard in the mod-
ern era, he admitted to have copied them both from a
secret anchor he left in its original location. His, and all
other copies, were fused upon books. Although most

are unlabeled, the original contains content unrelated to
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the spell. The book, The Art of Arcane Thaumaturgy,
was stolen and sealed away in Myre. A duplicate sits in
Gendron’s public library, Kirjath-Sepher, though that
one in unlabeled and lost (inside the library).
Consequence: You must also make the same saving
throw, though you have a +2 bonus to it (and all other

saves associated with this spell).

PROJECT IMAGE

Fittingly, this anchor resembles a small mirror. Howev-
er, when the spell is implanted into the anchor, the mir-
ror stops reflecting people and instead reflects an amor-
phous cloud of Pleroma words describing the person
(which makes this anchor useful for fortune-telling as
well as for its intended purpose). The original sits in
Laudenia, though a copy sits in a private collection in
Thos Thalagos.
Consequence: The mirror in the anchor is still
breakable, though it repairs itself after five minutes if
shattered. However, if it is shattered while the spell is
in effect, you die. After the spell duration elapses, you

are blinded for five minutes.

RAISE DEAD

(Ixindar)

There is no safe way to bring someone back from the
dead save for revivify; that spell supercharges a target’s
natural life-force in a way not dissimilar to cardiopulmo-
nary resuscitation, though enhanced with magical cellu-
lar regeneration. While there are rumors of religious
figures throughout the world capable of restoring the
dead to life, there are few who can honestly claim to
have met such a person—and such magic would always
come at a cost most would consider far too high.

The raise dead spell does not truly restore the dead
to life, but to a mockery of life preserved by the power
of Ixindar; however, not many people realize this, and
as a result these anchors have nearly turned into an
economy as they are the most sought-after spells in the
world. The spell was initially created by the ghulath
(vampires), but was later adopted by the rest of Ixindar-
As such,

there are more anchors for this spell than nearly all oth-

bound forces to tempt those to their cause.

ers combined, with more are forged each year, bound to
anchors matching trending religions.
In the modern age, these anchors have been seen

resembling large iron crucifixes, amethyst spheres, cen-

sers, prayer wheels, narros weapons, stone tablets, and
most obvious of all, altars. One was found resembling a
kirpan, another a shofar. It’s clear these are produced
for the sole purpose of corrupting devout people with at
least a basic knowledge of spellcraft. Not a single reli-
gion has been left out, with a few even referencing reli-
gions no one currently worships (one resembles a gold-
en calf, another an oversized wooden phallus). These
are the only anchors that have been found for sale in
black markets, where they can sometimes fetch prices
as high as 100,000 gold. Myre is obsessed with gather-
ing them all, and have claimed to have acquired over
forty.

Consequence: Both the caster and recipient of the
spell gain 10 corruption points. The raised creature also
permanently gains the Ixindar keyword (even if not
totally corrupted) and must make a DC 15 Will saving
throw or gain another 10 corruption points. The recipi-
ent’s corruption level cannot fall below 5 through nor-
mal means; if it ever ceases to be bound to Ixindar, it

immediately dies.

REGENERATE

Regenerate originated with the chaparrans, so most are
imbued into wooden staffs. There are less than a dozen
worldwide, and many are still under chaparran control.
At least three are not, with massive rewards promised
for their return. At some point, the narros wizard Sagard
Galla managed to find and replicate the anchor, but
made the staff out of iron.

Consequence: There is a 10% chance the target of
this spell will grow an unwanted vestigial appendage,
which eventually must be severed, suffering considera-

ble damage, and then healed.

REINCARNATE

(Attricana/Ixindar)

This spell exists in two distinctly different forms de-
pending on whether it is bound to the white or the
black gate. The Ixindar version functions on corpses up
to 10 days old, but fae recipients are always reincarnated
as pagus and human recipients are always reincarnated
as humans (weird and creepy humans with stunted
The

Attricana version only functions on a creature that has

emotional responses, but humans nonetheless).

been dead for less than one minute, and uses the fol-

lowing table:



SPECIES D100

Chaparran 01-15
Damaskan 16-35
Gimfen 36-45
Human 46-65
Laudenian 66-70
Narros 71-85
Spawn race* 86-90
Tenenbri 91-00

* Either the dominant spawn race of the con-
tinent (kodiak for Canam, awnee for Southam) or
a new spawn creature or fae anathema; the GM
can devise appropriate stats, or adapt those pro-
vided in other compatible products.

The only known Attricana anchor for this spell
has been kept in the heart of Genai’s temple since
its construction, brought across the sea as a sacred
relic by refugees. To the best of anyone’s
knowledge, it has never been used.

Consequence: You are fatigued and experienced
blurred vision (suffering a -2 on Perception (Wis)) for
24 hours.

ence, she suffers a disadvan-2 penalty on Initiative rolls

Until the recipient gains a level of experi-

while she gets used to her new body.

Casting the Ixindar version of this spell gives 10 cor-
ruption points to both the caster and the recipient. The
reincarnated creature also permanently gains the Ix-
indar keyword (even if not totally corrupted) and must
make a DC 15 Wisdom saving throw or gain another 10
corruption points. The recipient’s corruption level can-
not fall below 5 through normal means; if it ever ceases

to be bound to Ixindar, it immediately dies.

RESURRECTION

(Ixindar)

Unlike raise dead, resurrection is not easy to find. Con-
siderably more challenging to create, it is believed only
five have ever been made, each forged into a single
black orb slightly larger than a human head. One is
certainly within the Necrosea. Another is kept by Piotr
Raczik in his hidden keep. The Myre Knights guard
another, in their castle under constant guard
(considered the most dangerous artifact in their posses-
sion). One is guarded Kharak Tore, the king of the Ix-
indar Basilica. It is in a book written by Kharak in this
native Pleroma tongue that claims there to be five,
though that leaves the fifth unaccounted for. A vision
once appeared to Thos Thalogos, who became obsessed

with the notion that it hides somewhere under his city.

Master Chen told me there was a hidden spell known only
to Dragons. A single symbol carried a word associated to
Amethyst’s real name. I suspected that the greatest
Dragon would not carry such a simple name as Amethyst.
Evidently, only a few dragons knew Amethyst’s true name
and only Amethyst himself held the symbol that carried
the spell associated with that name. An old legend tells it
was imparted to Lazarus, the greatest living dragon.

However, Lazarus apparently refuses to acknowledge
the legend and has never given any indication to knowing
1it. Seemingly, the name itself, when spoken, conjures no
power. Like all arcane spells, it requires study and pos-
session of the symbol. When asked what the spell could
do, Chen smiled and replied, “The only other time it was
uttered, a million demons vaporized, and a mountain fell
on Ixindar.”

I never did ask how Chen knew that.

Aiden Camus

Personal Jounral

A similar vision appeared to Sharajaclypse on the other
side of the planet. But no one knows if she found it or
is even looking for it.

Consequence: Both the caster and recipient of the
spell gain 10 corruption points. The raised creature also
permanently gains the Ixindar keyword (even if not
totally corrupted) and must make a DC 20 Will saving
throw or gain another 10 corruption points. The recipi-
ent’s corruption level cannot fall below 10 through nor-
mal means; if it ever ceases to be bound to Ixindar, it

immediately dies.

REVERSE GRAVITY

It had been a safe assumption this spell was widespread
across the laudenian cloud empire, forged into various
items that themselves resist the pull of gravity. Howev-
er, not all magically-lifted aircraft require one, as the
effect can be fairly easily reproduced on a smaller scale
The Alkanost and all the

laudenian floating keeps are all believed to rely on an

with less potent spellcraft.

anchor. They refuse to allow anyone else to anchor any
of the originals, though one was eventually stolen from
the ruins of the fallen fortress Bagiartakis and used to

create similar inferior replications like the laudenians.
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This 1s how humans and other fae took to the sky in
defiance to laudenian dominance.

One anchor is known to exist in defiance of the
laudenians’ arrogance: a large shard of polished black
stone at the heart of the floating island of Victrix, in
Seliquam. Alas, its guardians, the Obsidian Mages, are
no more willing to allow outsiders to take a look at their
artifact than the laudenians are.

Consequence: Your weight triples for 24 hours.

SEQUESTER

The original anchor for this spell resembles a string mu-
sical instrument not unlike a harp. It was created by an
unidentified wizard and was found by gimfen and re-
turned to T'win-Dome-Littelopolis. Since then, several
wizards have replicated the spell, but for reasons un-
known, it won’t take to any anchor save for a musical
instrument. At least seven copies are known to have
been made.

Consequence: You fail all Will saving throws for 24

hours.

SHAPECHANGE

The shapechanging staff comes in many shapes, from
twisted wood to refined steel. Every nation formidable
in magic boasts at least one such design, unique to each
culture. The original is believed to have been forged
by dragons, and then passed down to the others (or per-
haps stolen). The gimfen variant, covered in coins, was
lost nearly two hundred years ago.

Consequence: After you return to your normal form,

you are paralyzed until you finish an eight-hour rest.

SIMULACRUM

Predictably, this large crystal anchor resembles a chunk
of ice that refuses to melt. Subsequently, they are only
found in colder climates, with “found” being the em-
phasized word. Simulacrum anchors are found scattered
across snowy landscapes in the open, not within dun-
geons or past challenging traps. They just sit in the
open, nearly impossible to spot against the landscape.
No one knows who places them or why, and given the
scope of terrain across the north of Canam, there could
be hundreds of these anchors that would never be
found. Two were taken back to Thos Thalagos, anoth-
er into the royal treasure vault in Quinox. Laudenians

are believed to own at least two. Search parties could

comb the north for decades without every finding one,
and then a single individual will trip over an anchor
while walking between towns.

Consequence: If the simulacrum ever drops to zero

hit points, you drop to 1 hit point.

SUNBURST

(Attricana)

These anchors all resemble amulets and can be found
in Laudenia as well as various chaparran villages around
the world. Despite attempts by many wizard schools,
both agnostic and theological, to acquire one of these
anchors, the fae have not been willing to release them
The Palladius School in Janoah has at-

tempted to recreate the anchor without a frame of refer-

to outsiders.

ence but have been unable to crack the formula. There
was been a rumor Palladius has placed a reward for the
theft of a sunburst anchor.

Consequence: After you cast the spell, there is a
50% chance you will teleport 2d4 miles away in a ran-

dom location.

SYMBOL

(Attricana/Ixindar)
There are both Attricana- and Ixindar-bound anchors
for symbol, dependent on the end-result. Death, Fear,
Insanity, and Pain are bound to Ixindar; Discord, Hope-
lessness, Sleep, Stunning are restricted to Attricana. As
there are various types and numerous interpretations,
there are probably more than a hundred of these an-
chors scattered about the world, making the total of
symbol anchors one of the most numerous in the world.
The negative anchors have been embedded in fae
skulls, dragon bones, and in one case, a ball of wound
fae skin. The positive anchors have been staffs, orbs,
and oddly enough, also fae skulls (Attricana is not a
guarantee for good). Anchors have been claimed to be
in possession of many wizards (mostly infamous) across
the world including Grissom Thalusva, Piotr Raczik,
Tharmus—of course; the evil ones would boast such
claims. Anchors have also been found in Laudenia,
Kirjath-Sepher, and Hardstone Sig.

Consequence: After you cast this spell, you are fa-

tigued.



TIME STOP

The existence of time stop has become folklore, with
stories only hinting at its existence. Believed to be
fused to a scepter that initially fell from the sky, this
anchor also purports to show a map of a relic or location
that 1s quickly becoming a legend to those that travel
among the clouds. Although grounders assume this
references Laudenia, it doesn’t, and the elder fae have
admitted to seeking out the artifact as well. They must
have held such an item at one point, as another anchor
resembling the scepter sans map is in possession of
Nacola Falconyr. Archon dragons are believed to also
possess an inferior replica, meaning they are also not the
original forgers.

Consequence: After time returns to normal, you are

stunned for 1 turn.

TRUE RESURRECTION

(Ixindar)
If resurrection is uncommon, true resurrection is posi-
tively rare. Like its less powerful counterpart, the true
resurrection anchor resembles a sphere, though signifi-
cantly more massive (Medium-sized) and pearl-colored
instead of black. Along with the standard spell compo-
nents, one must also “feed” a living individual of the
same race and gender of the creature being recalled.
True resurrection orbs do not appear to have been con-
structed, but instead they are excavated, meaning they
might have been on Earth hiding in the same way the
Amethyst shards have. They are most likely emerged
from the black gate directly, from the pure will of Men-
gus.
Consequence: The caster gains 20 corruption
points, immediately becoming Ixindar-bound if they
were not already. The raised creature also gains 10 cor-
ruption points, permanently gains the Ixindar keyword
(even if not totally corrupted) and must make a DC 20
Wisdom saving throw or gain another 10 corruption
points. The recipient’s corruption level cannot fall be-
low 10 through normal means; if it ever ceases to be

bound to Ixindar, it immediately dies.

WEIRD

It’s strange that this anchor resembles a blown musical
instrument, almost trumpet-shaped. Very few were
ever made by the tenenbri. Rumors say they emerged

from the village of Sharajaclypse. From there, a few

copies managed to find themselves in Myre and
Limshau.

Consequence: After the spell duration elapses, you
suffer 2d10 psychic damage.

WISH

Wish is the mightiest spell in Amethyst. Unfortunately,
only a select few can cast it. No mortal creature can. It
requires a connection with Attricana only blessed to
those exposed to its power for hundreds or even thou-
sands of years. Wish can replicate any other foundation
spell, even without an anchor, save for two: gate and
true resurrection (the effects of true resurrection can be
duplicated, but it requires two castings of wish: one to
rebuild the body, the second to infuse it with life). It
can also circumvent the corruption tied with lesser res-
urrection spells. Oddly, wish cannot locate or retrieve
any Amethyst artifact, as those are immune to magical
effects; nor can it be used to affect either Attricana or

Ixindar themselves. Only a few creatures good and evil
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can cast such spells. It is thought the anchors are fused
to their bodies.

Consequence: None that are obvious...

MAGICAL
TRADITIONS

Wizards may be rare, but there are still many organiza-
tions dedicated to the study of magic—although given
the egotism that tends to come with the ability to turn
someone’s spleen into a lump of antimony, most tend to
be on the smaller side. Aside from a mere handful of
larger institutions, most magical groups are cliques, ca-
dres or covens of like-minded mages, usually with an
affinity for the same totem (or at least a smaller subset
than the full allotment), dedicated to similar principles
of magic, and usually (though not always) with a deep-
rooted rivalry toward another magical organization who
they accuse of ‘getting it wrong’.

These groups are not numerous, for there are simply
not that many mages to be found in the world; however,
they are plentiful enough that even dusty old scholars
may have difficulty keeping track of them, and many
are scattered in distant and inaccessible parts of the
world where their unorthodox methods can flourish in
relative obscurity.

Magical traditions are represented mechanically by
traits, such as the Koana Student and Laudenian Magos
from the main book. Since there are no other formal
schools of wizardry in Canam, it is advised that GMs
and players create their own, customizing the following
template:

Prerequisite. Trained by a master of the tradition.

Requirement. Choose one or two totems. All mem-
bers of the tradition must use one of these totems.

Skill Proficiencies. Arcana. Choose one other signa-
ture skill or tool for the tradition.

Languages. Either one living language and one ar-
chaic or dead language of your choice, or Pleroma (if the
tradition mainly consists of non-mages).

Equipment. Appropriate uniform; one minor magical
trinket; books of lore/dogma appropriate to the tradi-
tion.

Feature. Select one of the following. You can make
minor modifications for flavor, but avoid anything that

would normally be the realm of a feat.

You can choose a (specific) magic-using class other
than wizard.

Learn a (specific) cantrip. Your spellcasting ability
for the cantrip is the normal ability for the class
whose spell list it came off of. If you do not have a
spellcasting class, you must have a spellbook as a
totem.

Learn 3 (specific) 1st-level spells, drawn from any
spell list. These spells are always considered to be
on your spell list and you always have them pre-

pared.

THE COLLEGE OF
ARCANE

ARCHITECTURE

More an academic club than an actual college of wizard-
1y, the College of Arcane Architecture is an offshoot of
While most visitors to the
be

(somehow) both utilitarian and chaotic, it actually ad-

Abarbanel’s Koana school.

kingdom consider damaskan architecture to
heres to a complex structure that is intimately related to
the innate damaskan knack for parkour. The College of
Arcane Architecture is a group of like-minded scholars
and adepts dedicated to studying this phenomenon.
Trait: Discipline
Prerequisite: Trained in Abarbanel. You must se-

lect the book or the staff as your totem.

BENEFITS

Languages: You gain living language and one archaic
or dead language of your choice.

Equipment: You gain a month’s supply of blueprint
paper and grease pencils, and a handheld theodolite.

Mending: An affinity for structure comes with it the
ability to make minor magical repairs. You learn mend-
ing as a bonus cantrip. Furthermore, when you cast
mending, it takes only one standard action instead of

one minute.

KHEVRE THULE

A secret society within the already secretive Order of
the Cloth, Khevre Thule are Darius Konig’s personal

alchemists and artificers, charged with analyzing and



protecting the king’s vaults of magical artifacts, as well
as researching better ways to control the fae.

Trait: Discipline

Prerequisite: Trained in Faustis; member of the Or-
der of the Cloth. You must select the staff as your to-

tem.

BENEFITS

Languages: You gain Latin and Hebrew.

Equipment: Red robes; golden skull half-mask; al-
chemy set.

Inner Circle: Khevre Thule is so close to Darius Ko-
nig that some even believe that his godliness grants
them magical powers. You can choose the arcane trick-
ster prestige class. You can also select one Rogue Tal-
ent. Additionally, it is not illegal for you to possess

magic items within Baruch Malkut.

ZEMARRA NASHIREI

‘Zemarra nashirei’ is a pun in the chaparran language,
not able to be perfectly translated into English, but
roughly rendered as ‘keep the beat’ (‘keep’ in the sense
of ‘preserve’ rather than ‘maintain’). They view them-
selves as a conservation society, the designated keepers
of traditions that by definition cannot be written down
or otherwise recorded. Since dancing is a sacred activity
to chaparrans, any kind of ritual dance is considered
worthy of remembrance, and therefore they are one of
the few chaparran-based groups to allow non-chaparran
membership—all the more important, they feel, since
the lives and memories of other species are so short.

Trait: Discipline

Prerequisite: Trained in Jibaro. You must select the

instrument (drum or tambourine) as your totem.

BENEFITS

Language: One living language and one archaic or
dead language of your choice.

Equipment. Your drum is all you need.

The Beat: The zemarra nashirei do not use spoken
words, but ritual dance moves to evoke Pleroma. You
can choose the bard class. Any bard spell you cast as an
action (not a bonus action) requires no verbal compo-
nents other than rough vocalizations. However, all your
bard spells require you to at least be able to move your

feet freely within a 5 ft space.

ARTIFACTS

DESTRUCTION

Artifacts in Amethyst, regardless of their source, cannot

be destroyed.

EYES OF MENGUS

Wondrous item, artifact (requires attunement)

To significantly improve the combat effectiveness of
her proud creation Gebermach, Mengus endowed her
power into three black orbs, resembling the featureless
black eye of Ixindar itself. These spheres were placed
within three artifacts and handed to Gebermach to
channel the metaphorical heart, body, and strength of
their creator.

It is said these orbs are three smaller negative gates,
shrouded in a field to contain their power and crusted
with a single atom's thickness of angelite.

According to legend, Gebermach wielded all three
artifacts to slay Amethyst. After being critically wound-
ed, the dragon's swinging tail not only vaulted Geber-
mach into a short-term orbit but also successfully dis-
They

scattered across the world and were not destroyed in the

lodged the demon armor's grip on its artifacts.

intervening eons. Upon their rediscovery, only the orig-
inal orbs had survived and not the items made around
them. The three eyes have returned in full form,
though remain out of any one side's complete control.
The only one in Canam is the Gauntlet of Envy.
Property. Any good creature that even touches a
Mengus Pearl gains one temporary negative level

(DC15 to remove, otherwise, it becomes permanent).

THE GAUNTLET OF ENVY

Aura strong (all schools); CL 20th
Slot hand; Weight 3 Ibs

DESCRIPTION

The Gauntlet of Envy is rumored to exist somewhere in
Canam. One story places it in catacombs underneath
Janoah, which may explain why armies of corruption
march across Tethuss to assault the city. The honored
Knights of Abraham refute this. One account places the
gauntlet within the Sana Marsh while another insists it

is the cause of the Tranquiss curse. If these latter
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claims are accurate, then it may never be found. The
other two eyes are most likely across the ocean.

The gauntlet occupies one hand. When you place
on the gauntlet, only severing your hand may remove it.
A target attempting to wear the gauntlet immediately
gains 5 corruption points the moment it is donned, gain-
ing 1 additional point every hour while wearing it. It
does not bestow any abilities until you are entirely
turned to Ixindar. Once attuned, you gain the following
benefits:

In combat, the gauntlet counts as a gauntlet
(inflicting 1d6 damage instead of 1d3). It also
grants a +5 enhancement bonus to attack and dam-
age rolls.
If you succeed in grappling a target with the gaunt-
let, you will inflict 2d6+4 necrotic damage immedi-
ately, and at the beginning of subsequent turns if
you are still grappling a target. Each time you in-
flict damage on the target this way, you recover the
same value of lost hit points. You have a bonus to
grapple checks equal to the gauntlet’s enhance-
ment bonus (+5).
If a victim is killed in this fashion, the soul is drawn
out of the body and trapped within the orb in the
gauntlet. While trapped, the body is lifeless, and
cannot be resurrected by any means short of a wish
to rip the soul free from its prison.
While a soul is trapped, the

wearer can drain
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the life essence to activate special abilities. When
thirty abilities are used, the soul is devoured, and it
is permanently lost. These are the available abili-
ties:
Ripper Swarm (1 soul). These insects are a col-
lection of blades for legs and needles for teeth.
They are mindless constructs and follow your
command, leaping by the thousands from your
open gauntlet, intent on tearing enemies apart.
As a standard action, make a ranged touch attack
against a target within 50 feet (gaining the
gauntlet’s +5 enhancement bonus). On a hit,
the target takes 3d10+4 necrotic damage. The
target also must make a DC20 Reflex save at
the beginning of its turn or take an additional
1d10 necrotic damage. If the target fails the
save, continue the attack every subsequent turn
until the target makes the save. Once you use
this ability, you cannot use it again until for five
minutes.
Corrupted Siphon (1 soul). Once per turn, as a
free action, you regain hit points equal to the
maximum value of your Hit Die.
Swarm of Plates (1 soul). As a standard action,
you gain a +4 bonus to AC and gain DR 10 until
the end of your next turn. Once you use this
power, you cannot use it again for five minutes.
Negative Feedback (1 soul). Once per turn, as a
free action, after your successful strike with the
gauntlet as a melee weapon, you inflict addi-
tional necrotic damage equal to the maximum
result of your Hit Die.

If you don't have a soul to feed on for more than a

week, then it will start feeding on you, causing 5 points

of damage every morning and increasing that dam-
age by 5 every following morning (this damage
cannot be healed until you place a soul in

the gauntlet). Keeping a soul within

the Eye and not using it still

drains a use every week.



THE EIGHT SHARDS OF
AMETHYST

There are eight shards of Amethyst, though only three

of them had been revealed thus far...until now.

SECRETS FROM

BARUCH MALKUT

The kingdom of Baruch Malkut has always been known
to be magically underprivileged. As a result, the king
ordered all items of any significant power to he handed
over to prolocutors trained to categorize and quantify
the powers of said items. Konig also demanded any
texts speaking of such items be tendered for examina-
tion.

The prized trophy he sought was the manifest of
Myre, the massive tome detailing all which lay within
their vaults, including the few items that survived from
the old age of man. Konig read of such items, relics
from before Attricana when man lived uncontested with
nothing to fear but his dark desires.

It was in the course of this feverish research that
they found an Amethyst artifact. The singular piece
was brazenly worn through a belt by the noble of a
small village called Eathar. He claimed the item was
found on the corpse of a slain chaparran princess that
refused to be captured. In truth, he had stolen the
buckle from Bilford Gram of Nassau. Gram accused as
much when word of the item's location was revealed.
Konig forbade any retribution, insisting such treasures
belonged to the kingdom and the king specifically.

The artifact was not of human make, having been
lesser-known  Laurama

constructed by a mage,

Rhuunazodaeus. She stumbled upon the amethyst in
the most fitting way for a fae: she found it in a tree. A
lightning strike during an unusually intense storm
cracked an old conifer from tip to root. This particular
tree predated the chaparran nation and was dubbed the
"Mending Tree" by the holy mages for its repulsion of
the Tranquiss plague. As Rhunna examined the re-
mains, she found the violet crystal embedded in the
bark. Guessing that the purity of the tree lay in this
crystal, Rhuuna took it and fled back to her village. In
the hope of channeling the crystal's power, she affixed
it to a buckle and tied it around her right wrist, which

always held her staff. She believed she could channel

the energy of the crystal, which she called the Mending
Sap, to cure the plague.

She would not have her chance. A slave caravan
caught Rhuuna during a night raid, and came into the
possession of the Baruchan slavetaker lordling Mikkel
Foster, who had been tutoring his son Prosten to take
over the family caravan and chose Rhuuna as an exam-
ple to hone the boy’s resistance to fae wiles. In her des-
perate attempts to barter her freedom, Rhuuna prom-
ised to offer the secrets of her spells to one she sup-
posed to be a naive boy. She even told him the power
of the amethyst, though not the full details of its poten-
tial. Very little is known of what happened to Rhuuna
after that. She was never seen again, probably broken
and sold, her final fate an echo of her promise.

Thinking the crystal to be a relic of the chaparran
religion, Prosten took it to his father, who affixed it to
his belt to parade his dominance over the lesser class,
and it passed to Prosten upon his father's disappearance.
It came into the possession of Lord Bilford Gram as the
result of a drunken card game and an unwillingly extort-
ed promise for the slavers to steer clear of Gram’s hold-
ing of Nassau (and his secret fac bride Abellis). Gram
had the buckle mounted to his boot — whether a sym-
bolic gesture or mere vanity, none can say. When the
buckle, sans boot and once more mounted to a belt,
later turned up in the hands of Dannis Haulik of
Eather, Gram accused Prosten of conspiring with Haul-
ik to steal it back. Whether this was true or not is now
immaterial.

In their current form, this artifact is the buckle/
boots/bracelet of Dragonkind, as described in the Ame-
thyst core book. As the Mending Sap, it has the follow-

ing properties:

THE MENDING SAP

Aura strong (all schools); CL 20th
Slot —; Weight 1 Ibs

DESCRIPTION

You can cast detect poison and evil at will.

On Its Own: You can cast either cure light wounds
or remove curse as many times per day as there are Am-
ethyst relics within 30 feet of you (including this one),

and then it cannot be used again until the next dawn.
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3 Amethyst Relics: Casting cure light wounds or
remove curse through this artifact can be done at a dis-
tance of up to 50 feet.

5 Amethyst Relics: You cast cure moderate wounds
instead of light.

7 Amethyst Relics: When you cast remove curse
through this artifact, you can remove effects that nor-
mally would require a wish spell.

8 Amethyst Relics: You can cure serious wounds

instead of moderate.

THE RINGS OF AMETHYST,
STRENGTH OF ALWAYS,

THE RINGS OF NANNUS

The Rings of Amethyst, his hands, and force of claw,
When the
mines of the Finer Fire Pits first started their digging,

traveled further than any other artifact.

they hoped for much. They burrowed for decades be-
fore unecarthing the riches they believed were very
much earned. Just before striking significant deposits,
one lead pick, Charrasgor Rem, threw his tool hard up-
on the granite and felt the iron crack, the tool splinter-
ing at its point. Believing to have struck a significant
find, Rem dug around the obstruction that destroyed
his family's heirloom but was disappointed when a pur-
ple quartz crystal dropped out no larger than his tooth.
He was about to toss the near worthless gem when he
noticed the second tooth-sized crystal still embedded in
his broken pick. Working on pure instinct, he drove the
hammer down upon the granite. Sharper and stronger
than diamond, the amethyst-tipped pick shattered with
ease anything it struck. Rem hurried the two stones off
to his family and informed them of his find. The other
stone was placed, somewhat conceitedly, in Rem's right
rear molar. Though the stone that replaced his tooth
did little for his glory, the pick tipped with an amethyst
rock could break anything it was slammed against.

Alas, Rem suffered from extreme bad luck that a
superstitious sort might have blamed on the amethyst.
After losing his family in a preventable accident and
spiraling into depression, Rem eventually died in a for-
est fire caused by his attempts to signal for help after
breaking both legs when a giant bird picked him up as
food for her chicks and dropped him into a nearby forest
when he struck her with his pick.

Fifty years later, a gimfen traveling through the re-

growing woods stumbled upon the charred remains and

recovered the gems. Correctly thinking them of value,
Horen Kingsworthy carried them in his travels. Later,
in a bid to stave off his demise when a passing death
dragon eyed him for a meal, Horen offered the gems
and everything else he had in exchange. Not being one
of honor, the dragon took the crystals and devoured
Horen anyway. The creature, Halleon of Blight, flew
south in hopes of establishing a kingdom in the fractur-
ing nations of Southam. The gems in his belly reacted
severely to the negative nature of his biology, and the
By the

time the tenenbri Bronnalypsis stumbled on the carcass,

creature was consumed from the inside out.

very little remained, save for two tiny gems that never
seem to deviate more than a few feet from each other.
Bronn took them deep into the mountain network
and offered them to the noble lady, Karellanecrebet,
who immediately recognized them for what they were.
She ordered powerful rings forged by her greatest
smith, Karkanannus, into which the gems were set. For
the past hundred vyears, they have remained hidden
deep in the bowels of Vakai's central keep. The only
time Karell ever wore the pair was on a visit to Haishal,
where Sharajaclypse recognized and noted their bril-
liance. Karell, suspicious of Sharaj's motivations, re-
fused to allow a closer inspection and was never seen to

wear them again.

THE RINGS OF AMETHYST

Aura strong (all schools); CL 20th
Slot Rings; Weight —

DESCRIPTION

Both rings must be worn by the same individual to
work. You gain the following benefits:

Binding: The two rings always appear near each
other. If separated, one will magically disappear and
reappear near its twin (random). They are simple cop-
per rings clamping onto the amethyst rather than the
crystal being set within a fixture.

On Their Own: The rings increase the damage die
of your unarmed attacks. If they inflict 1 damage, they
inflict 1d4, increasing with a monk’s Unarmed Damage
feature (so an unarmed attack that inflicts 1d6 now in-
flicts 1d8, 1d8 would increase to 1d10, and so on per the
monk level table).

2 Amethyst Relics: Unarmed attacks gain +1 en-

hancement bonus to attack and damage rolls.



3 Total Amethyst Relics:
As a Standard

can change all damage in-

action, you

flicted by unarmed attacks
to one of the following dam-
age types: Cold, fire, light-
When

selected, this damage type

ning, or thunder.

remains until you change it
again. You can also elect to
remove the elemental dam-
age completely.

4 Total Amethyst Relics:
As a free action, when you
hit with an unarmed attack
channeling cold, you can
reduce the targets Speed to
0 until the beginning of your
next turn. Once you use
this ability, you cannot use it
again for five minutes. The
enhancement bonus with unarmed attacks increase to
+2.

5 Total Amethyst Relics: As a free action, when you
hit with an unarmed attack channeling fire, you can
make the target fail its next Reflex saving throw before
the end of your next turn. Once you use this ability,
you cannot use it again for five minutes. The enhance-
ment bonus with unarmed attacks increase to +3.

6 Total Amethyst Relics: As a free action, when you
hit with an unarmed attack channeling lightning, you
can stun the target until the beginning of your next
turn. Once you use this ability, you cannot use it again
for five minutes. The enhancement bonus with un-
armed attacks increase to +4.

7 Total Amethyst Relics: As a free action, when you
hit with an unarmed attack channeling thunder, you can
push a target of up to Large size 20 feet and knock it
prone. If it hits an obstruction, it suffers damage equal
to half of the damage of the initial hit. Once you use
this ability, you cannot use it again until you finish a
short or long rest. The enhancement bonus with un-
armed attacks increase to +5.

8 Total Amethyst Relics. The enhancement bonus

with unarmed attacks increase to +6.

THE CLOAK, MY WINGS,
THE CLOAK OF ALL

Most of the population does not know of the existence
of the artifacts of Amethyst (with some not even aware
of Amethyst itself), but once the existence of a single
artifact was revealed, it was only a matter of time before
others would be as well. And the moment of that reali-
zation, those living around the Oubliette were certain
one of the famous artifacts sat within their infamous
dungeon.

Since then, traffic to the literal tourist trap has in-
creased, with many adventurers unaware of the value of
the artifacts being sought out. Quest-seckers escaping
the Oubliette found no evidence of where the artifact is
or even any indication it’s there to begin with, though
admittedly the survival rate of the Oubliette does lend
to the lack of information.

The Oubliette, located within the borders of Kannos
on the inner slopes of Mt. Sarnathi, has for decades ad-
vertised its potential for treasure and adventure-
fulfillment. The entire town of Mare Crater has grown
to cater to visitors willing to take on the depths of the
illustrious dungeon. Shops extend into the mouth of
the mountain, all pandering merchandise related to the

location and the legends surrounding it.
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Despite its fagade, the Oubliette is still incredibly
dangerous, the apparent result of a collaboration be-
tween an unknown gimfen engineer and the famous
wizard Keris Rifts, the latter of which placed his library
and sanctum within a colossal chamber at the center of
No

one has ever found the sanctum or escaped to confirm

the mountain into which the Oubliette extends.

its existence (outside of the odd false claim easily de-
nounced).

Keris Rifts was a local legend whose legacy had
been exaggerated and warped depending on the objec-
tive of the storyteller. One tale alleges he was a despot
brought down by a local hero, while another asserts
Rifts was benevolent and misunderstood, erecting his
keep within a mountain to enforce his solitude (or to
hide away dangerous artifacts that should never be al-
lowed to plague the world). There’s even a rumor that
it wasn’t even Keris that commissioned the Oubliette,
but rather the town in an effort to create a myth out of a
relatively humble individual. It is ironic that in a world
populated by dragons and dungeons, a town would mar-
ket such a potential foreboding curse to the masses,
promoting the destination as one would peddle a theme
park.

Fortunately (or unfortunately), the Oubliette is in-
deed a location where an Amethyst artifact can be
found, recovered by Rifts years before his death. Since
the records of how he came to it are in books found
within his keep, there are no details that could be re-
covered anywhere else. Keris Rifts was a private indi-
vidual whose motivations remain as much a mystery as
the treasures sitting at the center of his labyrinth. What
was undeniable was that Keris sought knowledge, and
to know the truth of the man requires locating and in-
terviewing some of the oldest librarians in Limshau.

Through them, it would be revealed that Keris had
used his namesake staff to glean clues and in turn locat-
ed a great artifact whose ultimate impact Keris was yet
unaware of. Sadly, the unknown true story is that there
was no great quest to find it, no dramatic wizards’ duel
between mountaintops; Rifts merely found the previous
owner of the crystal and traded his staff for it. When he
returned, he did what any self-respecting wizard would
do when in possession of a mystical artifact of unknown
power and provenance; he made it into the clasp of a
magical cloak. As an exception of the many stories of
Amethyst artifacts changing hands, sprinkled with epic
battles and grim fates, the Cloak of All has no heroic or

grand journey, only a destination so magnificent, it de-
veloped into its franchise.

The Cloak is certainly one of the more flamboyant
artifacts when active. The buckle at the front holds the
gem, which continually imbues the cloak with a spell
that instantly fixes the cloak if damaged in any way.
The cloak changes colors depending on the action it is
carrying out, though is a dark purple by default. It also
features a hood that activates most of the cloak’s func-

tions when up.

THE CLOAK OF AMETHYST

Aura strong (all schools); CL 20th
Slot shoulders; Weight 1 1bs.

DESCRIPTION

You gain the following benefits:

Note: Several abilities involve the cloak changing
color; it can only assume one color at a time (meaning
you cannot activate multiple effects at once).

Stylish: The cloak always billows dramatically, even
when there is no wind, unless you give it a mental com-
mand not to (when it will sullenly acquiesce for about
15 minutes before it gets antsy). It always manages to
position itself to show off its wearer to best effect,
granting a +2 bonus with Charisma-based skill checks in
situations where looking awesome is important.

On Its Own: You gain a +1 enhancement bonus to
AC and Reflex saving throws while you wear this cloak.

2 Amethyst Relics. You can pull the hood up (or
down) as an action and activate this ability that turns
the cloak bluish-purple. You can breathe underwater,
and you have a swimming speed of 60 feet. The en-
hancement bonus to AC increases to +2.

4 Amethyst Relics. You can pull the hood up (or
down) as a Standard action and activate this ability that
turns the cloak reddish-purple. You can grip the edges
of the cloak with both hands and use it to fly at a speed
of 30 feet.

while flying in this way, you lose this flying speed. The

If you ever fail to grip the cloak's edges

enhancement bonus to AC increases to +3.

6 Amethyst Relics. You can pull the hood up (or
down) as a Standard action and activate this ability that
turns the cloak greenish-purple. The cloak projects an
illusion that makes you appear to be standing in a place
near your actual location, granting concealment (20%

miss chance). This effect lasts until the copy takes



damage (the concealment chance succeeds). This prop-
erty is suppressed while you are incapacitated, re-
strained, or otherwise unable to move.
The enhancement bonus to AC in-
creases to +4.

8 Amethyst Relics. You can pull the
hood up (or down) as a Standard action
and activate this ability that turns the
cloak invisible, along with you. While
invisible, anything you are
carrying or wearing is
invisible with you.
You become
visible when you
cease wearing the hood.
Deduct the time you are invisible, in increments
of 1 minute, from the cloak's maximum duration
of 1 hour. After 1 hour of use, the cloak ceases to
function. After an uninterrupted period of 12
hours the cloak goes unused, it regains this
hour. The enhancement bonus to AC in-

creases to +5.

NEW
MAGIC
ITEMS

ALVARA BLADE &
DEATH’S HEAD RING

Aura faint transmutation; CL 5th
Slot wrist/ring; Price 16,000 Weight —.

DESCRIPTION
The standard equipment of the Order of the Cloth, the

king’s personal bodyguards and assassins, the
‘blade’ (actually a bracelet) and the ring are basic magi-
cal items sheathed in gold to dampen their magical
presence, allowing their wielders to escape even the
most stringent magical detection. When inactive, they
look like a simple, unadorned golden bracelet and ring.
When the wielder activates them with a mental com-
mand (a free action), the ring projects an illusion of a
red hooded cloak and a golden skull half-mask over the

wielder’s own clothes. The wielder gains a +2 bonus
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with Intimidate (Cha) checks, and the bracelet either
stores or retrieves a weapon (traditionally a kukri, hence
the name) or small item carried in the appropriate hand

from a pocket space within itself.
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Once the Cloth’s target is dealt with, the assassin
can deactivate the items to easily escape the scene un-
noticed. The ring and the bracelet attune as a pair, and
though each can be activated separately, both must be

worn for either to work.

CONSTRUCTION
Requirements: Forge Ring, shrink item; Cost: 3,125 gp

SCABBARD OF HALNOTH

Aura faint universal; CL 6th
Slot —; Weight 1 Ibs.

DESCRIPTION

A gnomish engineer, Saraz MacMalleMac, several hun-
dred years ago, learned of the legend of the Amethyst
artifacts and began to personally design scabbards and
cases for the artifacts. Alas, he died under a blade be-
fore finishing them all, and only one emerged, the Scab-
bard of Halnoth.

The scabbard accompanies a +1 short sword called
Callidus but will accept any sword of any size. While
sheathed, the weapon remains a Small size until drawn.
When any blade is drawn, it will have its damage die
increased by one step (1d4 to 1d6 to 1d8 to 1d10 to
1d12 to 2d5 to 2d8) for one minute. Only one weapon
can benefit from this ability at a time, and once the ef-
fect expires, that weapon cannot gain the benefits from
the scabbard for a full day.

It is believed the scabbard did hold an Amethyst
artifact at some point, as Halnoth has another distinct
ability, a capacity to detect Amethyst artifacts nearby.
When one approaches within 5 miles of an Amethyst
artifact the Scabbard begins to hum faintly. It does not
indicate direction and the distance has an error rating of
+/- 100 feet.

CONSTRUCTION
Requirements: Craft Wondrous item, shrink item; Cost:
5,000 gp

SLAVE HALO

Aura strong enchantment (evil); CL 16th
Slot headband (special); Weight 1 Ibs.

DESCRIPTION

There are only four slave haloes known to exist in the
world, all of them within Baruch Malkut. No one
knows who makes them. They are only used on the
most potentially dangerous or resistant fac who find
themselves in the slave markets, as most Malkut slavers
enjoy breaking their stock the old-fashioned way; doing
it with magic is simply no fun. The halo is a crown-like
hollow ring of silver filled with hundreds of copper
spheres, like bearings, rolling exposed on the inside.

When placed over a fae’s (and only a fae’s) head, the
halo begins to warp the mind of the subject, erasing
memories and inserting artificial ones endorsing the
new life. The halo forces the image upon the fae that
they are property and possess no rights. Finally, it re-
writes the fae’s very disposition, making it more docile,
friendly, and compliant. Even new interests and tastes
can be inserted, amalgamated perfectly into the new
spirit. The process may take more than an hour or even
a day to complete, and after which is irreversible.

The moment the halo is placed on a fae’s head, the
target is paralyzed. After an hour, the target then must
make a DC10 Will Saving throw. This check is repeat-
ed at the beginning each our, with each subsequent
saving throw DC increasing by 3. If the halo is re-
moved, any increase to the DC doesn’t go away unless
the halo is kept off the target for 24 hours. On a failure,
the target’s old personality is effectively dead. Their
Wisdom and Charisma scores drop to 6 permanently;
Intelligence drops to 4 permanently. The new person-
ality is so deficient, the fae can no longer bond, even if
ordered to or if willingly attempted by the faec. Pagus,

tilen, and shemjaza are immune to the halo.

CONSTRUCTION
Requirements: Craft Wondrous item, Dominate Person;
Cost: 32,000 gp



SLAVER POST

Aura faint transmutation; CL 3rd
Slot —; Price 3,000; Weight 3 1bs.

DESCRIPTION

The slaver post is an iron rod with
a ring on the end that can be driv-
en into the ground to keep what-
The

post can only be removed easily

ever is tied to it in place.

by the person who drove it into
the ground in the first place. It
can be pushed easily into sand,
dirt, or even solid rock. It cannot
be fastened into a living creature

or liquid.

When locked, the ground 5 feet
around the post solidifies into an
inflexible mass as hard to break as
the post is to move. Any chain
fastened to it as well as the post
can restrain up to three creatures
with a combined weight of under
1,000 Ibs.
used together to restrain a more
Only a DC30
Strength ability check can pull a
Though

obviously useful for a variety of

Several posts can be

massive beast.

post from the ground.

purposes, the posts were designed
by and for the slavers of Baruch
Malkut. The item has been seen doubling as a climb-
ing aid. The post comprises of two parts, the anchor
and the loop. This allows the post to be nearly buried

or rise as much as two feet from the ground.

CONSTRUCTION
Requirements: Craft Wondrous item, hold person; Cost:
1,500 gp

SPECTACLES OF WORDS

Aura faint divination; CL 3rd
Slot eyes; Price 3,000; Weight —

DESCRIPTION
One of the oddest sights for newcomers in Limshau is
the image of a damaskan wearing glasses. These useful
bifocals are appearing more often, and Limshau librari-
ans can often be seen wearing them (though most cus-
todians still refuse to do so). They resemble an ordi-
nary pair of eyeglasses of human design, though specific
styles differ.

While looking through them, all foreign written
words are translated to the wearer’s chosen language.

They do not translate spoken language, nor can they
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translate Pleroma or Saeqaar, although they do allow
those who cannot normally perceive these languages in
more than two dimensions to do so. Additionally, the
glasses allow the wearer a +2 bonus with Perception
(Wis) checks when noticing any written text and a
+10 bonus with Linguistics (Int), the latter of

which you are assumed training in.

CONSTRUCTION

Requirements: Craft Wondrous item, comprehend

languages; Cost: 6,000 gp

Mischa smiled. He
supported his weight with
a firm hand on the kneel-
er and brought himself
“Didn't

want to dishonor

back to his feet.
your
faith or insult you with
Interruption,” said Mis-
cha. The stranger re-

mained kneeling, palms

firmly pressed together,
fingertips  touching the

center of his brow. Eyes
closed, he maintained his
personal meditation but con-
tinued the conversation.

“You always carty such rever-
ence for faiths you don’t follow.”

“Not
er...” Mischa looked up at the dragon image,

usually...recently, howev-
“I started to understand why people choose to follow
this one.” The figure turned slightly to look at Mischa.
“Was it a preacher or was it proof?” the man asked.
“Faith requires a lack of proof. I’ve seen first-hand.
I know of these kings...so there’s no need to worship
them.”
The stranger nodded. He shifted his weight back
and stood with ease. “I can respect that.”
Mischa held out a hand.

nov, ranger from—"

“Mischa Fevrovich Roma-

“You slaughtered the puggs raiding these poor peo-
ple,” he interrupted as he accepted the greeting. “I am
not usually skewed to support such a violent response,
but I imagine hands were forced or slightly pushed.”

Their hands remained firmly grasped as Mischa in-

terrupted. “Yeah, I won't lie to you. The rescue was an

afterthought. Helping othets is a plus hopefully ending
in a soft bed and softer company. I'll settle for a statue
of my heroic deeds if nothing else.” They ended the
shake.

“At least your bravado proves your honesty. Ill ad-
mit I could have done Iikewise.”

“I know,” Mischa replied as he walked with the
stranger from the altar, not to the exit, but a donation
box on a far wall. “This world is populated with causes
and crusades to fit any passion. I had worked up from
puggs long ago.”

“But without prayer, how would you absolve your
actions?” the man asked.

“Those who gain clemency from prayer for sins
freely caused worship with a liar’s heart,” Mischa an-

swered. He knew he was being tested. “I have accept-



ed the damage caused to my soul as a sacrifice for the
obligations required of me.”
The stranger turned to face him and locked eyes.
“That was the mark of Kantis I was waiting for.”
Mischa sighed.
plied. The stranger opened his cloak. The fabric

“I know, I’m conspicuous,” he re-

flowed in violation of gravity. His simple wave passed
through the material, raising the entire coat to the air.
Mischa spotted the angelite breastplate adorned with
Sinitic symbols. Silver bracers featured engravings of
violent storms that dug deep in the metal protecting his
arms. A red helmet hid under the hood offered no face
protection but latching around the edge indicated one
existed. The faceplate, a painted, sculpted image of a
twisted demonic face with tusks and oversized eyes,
hung from a belt hook. Near the carving, a red wooden
scabbard held a Kurakou Katana. A coiled blue yok-ani
dragon wrapped around to form the guard, grip, and
pommel.

The stranger snagged a small leather pouch and
emptied the entire contents of gold and silver in the
donation box. The coins were from separate kingdoms
across the whole planet. “So I ask you,” said the man,
“how many puggs were really there?”

Mischa pinched his ear and spoke with less bravado.
“My people are known for their stories and their rich-
ness. Our stories are all true. When one is less exciting,
we must balance it with some... decoration. I'm not
sure I even remember how many there were.”

“But you did not come to gloat.”

“No, I only wondered the reason for your presence
In this lIand.”

“Have you been hired as a sentry? Why is it any
concern of yours?”

“l am no guard sworn to a lord, and you are not
bound to answer me. I am only curious to know how an
order of Kenbukatsu finds himself across the world and
without fanfare.”

The kenbu looked perplexed. “How long were you
aware of this?” he asked.

“Your panache rivals even my own.” Mischa low-
ered his voice to almost a whisper. “I hear of them from
the same winds you walk upon. You may claim a quest
but gathering how much you donated, you hold nothing
back for whatever journey awaits you. I thought you
were here on some obsessive pursuit, like me. But now
I think you are running from something...just as good.”
Mischa started to leave the kenbu at the donation box.
“Have you booked passage on the boat?”’

“I have.”

“Then perhaps my cleric companion is right...in the
fortune of destiny.”

The kenbu spun around, his cloak slowly flapped,
behind if weighing no more than a floating thistle seed.
He watched the exiting ranger. “Uriel Kamiguchi,” the
stranger finally said. Mischa nodded and exited.

Mahan had his back to the cathedral, staring once
again at the sculpture. The sandstone wouldn't glisten
with polish for some time, and Mahan wondered how it
would like if they ever returned. He departed and
walked over to Mischa by the dragonflyer.

“I dislike flying,” Mischa declared while staring at
the dragonflyer. “You said boat.”

“It is a boat,” Mahan replied. Mischa offered only a
glance. “Did you see a river nearby worthy of passage?”

“I dislike flying,” Mischa repeated.

“It’s enchanted. Should put you at ease. What’s
there to hate?” Mahan asked.

“It’s unsafe.” Mischa eyed the flyer, a strange craft
Imported from across the ocean. It was no thermal—
bound by science to dictate its flight—this came from
magic alone. The boat was known in the past as a junk
or jong, flat-bottomed and made from softwood. Where
most were round with soft lines, these were sharp and
The sails

were square with masts sticking from the sides and the

straight. Corners jutted out at every point.
center.

What indeed made the boat stand out was the pair of
colossal wood and stone angel wings bolted to the sides
of the hull. Such weight should have pealed the hull
open, yet they hung there, spread open to the wind.
They were the source of lift though they didn’t flap. A
boat this size could ferry thirty or more and often held
that many for a premium. The bottom level carried sup-
plies and even horses.

“How did you travel from Kantis to Canam?”’ Mahan
asked.

“I took a wavecrasher.”

“You must have flown.”

“Wavecrasher?”

“Yes.”

“Wavecrasher.”

“Are we in a time loop?”

“You don’t fly because it’s unsafe so you hitched
onboard a house strapped to the back of a sea mon-
ster?”

Mischa thought it over. “Your point?”

“Get on the ship, Mischa.”
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“There is an account from Lhamah, the tilen village
in Southam,” she announced. Aiden turned to her. It
was not the first lead they had uncovered. There were
numerous magical items in the world. Several were rare
and special enough to be flaunted on the front lines,
Aiden refused to let even a
“Lhamah
Cyrose, the tilen elder. They were caught in an engage-

paraded before enemies.

passing remark slip by without listening.

ment between the tenenbri, led by Sharajaclypse, and a
legion of ogres. Lhamah Cyrose claimed ‘Clypse was
forced to carry the banner of Vanaka, which recently
had been altered to display two rings, supposedly worn
by the Queen herself.”

Aiden looked it ovet, losing faith. “That’s...thin.”

“Worth a look.”

“Never said it wasn’t.” Aiden thought about it and
followed with, “What do you know of them? Tilen, 1
mean. They are few.”

“Few and cursed,” Raven answered. “Poor souls,”
she mumbled shortly after.

“Personal experience?”

“No. Seddon Archer’s book dealt with them briefly.
They were creatures of darkness. ~When the gate
opened, it brought them into the light...a forced sancti-
ty. They try to redeem themselves. They are rarely giv-
en a chance. Most everyone else distrusts them. Hard
to figure your species sometimes.”

“And if you were to encounter boggs or pagus?” he
pried.

“Boggs are wicked because they do not know any
better. They are too dumb to think civilized. Pagus are
Even without
Tilen de-

sadistic by decree of their corruption.
their masters, they believe in only violence.
serve none their stigma.”

Aiden nodded and glanced down at the image in
her book. She was so Iucky. His scrolls never had any
artwork of worth. He stared at the grey banner of
Vanaka and the rings displayed under the silhouette of
an obviously naked female with hands outstretched to
the sky. He wondered what use a banner was to the
blind.

Aiden stared at the circle before snapping. “Oh my
god.” He struck his head. “I almost forgot.”

“What is 1t?”

“The saints. I noticed a symbol on their ship. When
I saw it on the soldiers, I thought they were ranks, but

on that vessel in the forest, when it passed over, there

was one as well. You remember?”

“The vessel, no,” she answered, “but the soldiers,
yes, before your brother confiscated the bodies. A cir-
cle...with a line through it.”

“Zero,” he countered quickly.

“No.” She made a slice through the air casually.
“There was a slash at the end.”

“Like the male symbol, also for iron.”

“No...the Iine went all the way through it. It was
also in a triangle.”

“Iron,” he stated plainly.

“Iron?”

“The triangle is fire and the half arrow through the
circle is iron—well, depending on who you ask. This
one looked familiar. Maybe Porto.” Aiden stood up
and walked to a dark section of the wall. “I just need to
He
stopped and pointed back to Raven while whispering to

check.” The floating lanterns followed him.
one, “No, stay with her.” One followed his instructions.

Techan military journals always flaunted badges and
Insignias of their various militaries and intelligence
groups.
pulled one on York, flipped through the particulars on
the YSDF, and moved onto Selkirk, then Sierra Madre.

After nearly three hours and reaching his limit, he re-

It was a reach, but he needed to check. He

turned, defeated.
“Not Porto,” he answered as he dropped lazily on
the chatir.
“York?”’ she asked back.
He shook his head.

copters and telephones,” Aiden answered.

“York isn’t much above heli-
“These
techans disobeyed gravity.”
“Samba, Krebet?”
“I know them only in name. It’s possible...I guess.”
“You claim Porto a utopia, but these are rumors
passed over thousands of miles.”
He

“There must be a book on this.

Aiden shook his head and almost went faint.
needed to concentrate.
Their government, military. Some mention of saints
outside biblical references. If we can track an amulet
through a fantasy world, we should be able to track a
symbol in a technological one. Techans never forget.”

“You think this pursuit is worth it. Books from
across the ocean are spartan at best.”

Aiden nodded.

take an afternoon through what other books on other

“If you can keep on this angle, I'll

bastions they have.”
“Very well,” she answered. Aiden dropped his head
on his crossed arms as they rested on the table. He ex-

haled a lungful. “Why don’t you retire to your cot?” she



asked.

“Pll just take a quick—"’

“No,” Raven snapped, “You require uninterrupted
rest. Get some.” Aiden nodded and departed without a
word. She was confident he meant for one, but a part of
his brain refused to answer the other.

An hour later, Aiden sulked back to the chair and
sat down, rubbing his eyes. There were cots nearby for
those wishing a nap without the trek back to their room.

“Last check, your kind requires more than a single
hour.”

“It’s familiar,” he groaned.

Raven tried to read his fatigue. She was still as alert
now as when she first awoke. “Of course it is,” she re-
plied, “from the battle, the Zellis keep, and Limshau.”
Aiden responded. Raven recognized she had made an
assumption. “I apologize, you meant beyond those
direct encounters. Knowing you, you probably saw it in
a book.”

He tried a smile but only squirmed. Veins had
crawled to the white of his eyes. “Safe assumption.”

“We spoke at length about the many books you have
read—mostly works of fictional fantasy or those of real
fantasy.”

He nodded.

“It’s not techan?”

“But that would mean...”

“It must be man.”

“There Is a mercenary company that wields technol-
ogy. Iron...”

“Iron Sons...not their symbol. It's something else.”

“You assume the symbol is new. Maybe if man, it is
derived from something old.”

His brow perked. “You’re a genius, Raven.”

“We both know this,” she answered. Aiden knew
she was joking, and laughed.

“But there wouldn’t be anything like that here,” he
answered. “Pll need to dive into...mythology, human
mythology.” Aiden brought his head up to look at her.
It was the first time he had locked eyes on her this close
In days, maybe weeks. It was hard to do so sometimes.
She looked without a blink back, unaware how such a
stare could unnerve him. He forced himself to keep her
eyes. “It’s Greek. Greek mythology.”

“They were quite successful in perceiving the ech-
oes of our civilization,” said Raven.

“Wonder how they tapped into it so well.”

“They possessed no monopoly. Their gods were
mostly absurd.”

Aiden nodded again and stopped quickly. He
squinted as a memory broke through to the surface,

causing pain as it plowed through drowsiness to ascend

to an epiphany. He drove his palm into his eye and
groaned. “Oh god,” he grunted.

“What is it?”” Raven considered something had bro-
ken in him. She had little knowledge of human physiol-
ogy other than they died easily despite being built so
ruggedly.

“Greek gods” he moaned. He pulled his hand away,
revealing his eye had gotten worse. “That was it.” He
brought himself to smile. Her simple words had
brought it out. She was wise without being aware, intel-
ligent without being ostentatious, beautifill without be-
Ing vain. The distraction of her eyes nearly took him
away from his thought, fleeting as it was. He frantically
tried to refocus, snare the idea and lasso it to his lips.
“Ares.” She leaned it and cocked her head, bringing
her ear closet, as if she hadn’t heard correctly. He con-
tinued. “The symbol is Greek for Ares, their god of war,
which was stolen by the Romans.”

Her

“The gods are after you

Raven’s ear twitched as she stood straight.
smile was nearly as broad.
now.”

“What an ironic way to smite me.”

“Compliments for making a connection to a symbol
which was...”

“Thousands of old,”

“Sounds an equally distant reach, and still doesn’t ex-

years answered Aiden.
plain them. None of it appears possible...unless they
predate the second hammer. Before the return to mag-
ic.”

“If so, what does the symbol connect to? Why the
god the war, because they are part of a military state? Is
It appropriated?” She stared at him, initially slow to
Ppick up on Aiden’s insight.
you.

Aiden brought down his hands and stared back. His

answer came slowly, probably to add weighted effect.

“You already know, don’t

»

“Ares was the god of war, but that’s not why they
took the name. It’s because of what the Romans called
him...” Raven waited for Aiden, and he took a moment
to appreciate her stare before finally answering.

“Mars.”
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CHAPTER SIX

HEARTLAND

hat is so special about Canam?

This is not a question that would make a
great deal of sense to most of its inhabitants,
many of whom are only dimly aware that they exist on a
continent that spans 24 million square kilometers. This
is not a minimal island nation one could walk corner to
corner in a week. It is home to at least five bastions of
humanity, three powerful fac kingdoms, and dozens of
other echan nations: in fact, an entire fae species is vir-
tually unknown outside of its southern forests. Every
race and creed find their homes in Canam, representing

a diversity not seen anywhere else on Earth.
In the Terros Age, the area that would become

Canam was made up of three smaller continents sepa-

rated by a shallow sea. The mountainous western con-
tinent was the first home of the laudenians, until they
pledged themselves to the skies, and thereafter became
the site of a great kingdom of the narros; the deep for-
ests of the southern continent birthed the chaparrans;
and the northern continent was a melting pot of fae
peoples—damaskans migrating west, narros migrating
east, chaparrans migrating north, and gimfen popping
up everywhere like mushrooms—until it became a bat-
tleground in the great war that ended in the First Ham-
mer.

In the time before the Second Hammer, Canam was
home to powerful civilizations that claimed cultural and

even sometimes military hegemony over most of the



world, but little evidence of that supremacy still re-
mains. The continent has been scoured clean of nearly
all that came before, save for the occasional mysterious
ruin—a tower rising out of a lake here, a series of oddly
regular chasms dug into the earth there, a few long-lost
dungeons deep beneath mountains that have since be-
come the haunts of dangerous anathema. The old na-
tions of Canam once spanned from sea to sea, but those
who live there now rarely think of places further away
than a neighboring village.

The most populous part of the continent is its literal
heart; the lands between the great mountain ranges of
Nankani and Alanaka, home to the three mightiest
kingdoms in all of Canam and traversed by the only real

highway of note in all the land.

THE CONTINENTAL
CROSS

The cross is a beaten path that connects the bastion of
Angel, through House Antikari and House Plicato, and
finally to Limshau. Various short spots widen out to a
gravel road, but these are infrequent. After Limshau,
the highway expands with planed land, signposts, and
better paving, through Escorias and Abarbanel, finally
leaving the kingdom, turning back into a dirt path until
reaching Gnimfall, where it breaks apart and fades out
in the foothills of the Alanaka Mountains, only restart-
ing on the far side of the fields of Halyc, where it con-
tinues to its conclusion at the bastion of York.

Although not entirely safe, the Cross is the easiest
route to take with reduced risk. Between Angel and
Antikari, the road passes through Crax and only be-
comes somewhat safe upon entering Limshau, where it
gradually turns into the highway it was initially planned
it to be. Only between Gnimfall and York does it be-
come dangerous again, though still safer than breaking
from the beaten path.

Tens of thousands of people commonly employ the
Cross. Caravans alive and rolling as well as sacked and
burned can be spotted along its route. Wandering shops
sell trinkets from the backs of wagons. Some carts stay
together for protection, creating nomadic markets that
roam the road, never straying apart. The most well-
known is the Arciducha, a caravan of 35 wagons selling
fine clothes, rare foods, and even protective lodging

with brothels to keep adventurers warm and satisfied.

These markets migrate between Antikari and Gnim-
fall, usually sticking close to Limshau’s borders, where
the road is patrolled more frequently. There are those
that are born, live out their lives, and die without ever

stepping from the Cross.

LIFE IN THE
HEARTLAND

Central Canam has the highest population density of
the entire continent, but most of it is compressed into a
handful of cities, connected by roads of varying degrees
of maintenance. In contrast to the more agrarian nations
on either coast, the core heartland nations have more of
a proto-industrial economy. Farming is still the largest
economic sector, but the farms are larger and more
spread out, less often clustered around a protective
manor or castle, and usually owned by those that work
the land as opposed to being a leasehold from the local
noble in exchange for a portion of the harvest (except in
Kannos, which has a complicated relationship between
land and money). Access to good education and the ac-
cumulated knowledge of ages past ensures that farming
techniques are modern, efficient, and fruitful. Slavery,
and even indentured service and serfdom, is illegal in
the core nations of Abidan, Limshau, and Kannos, so
while employed farmhands may do backbreaking work
to produce enough to feed the teeming cities, they are
usually well-compensated for their efforts. In parts of
the heartland, the work of feeding the masses is made
easier by the introduction of simple machines that re-
quire only minor maintenance to stave off the worst
effects of EDF.

Heartland cities are usually large by the standards of
the more medieval societies of the periphery. Limshau,
the first such nation to be established, builds walled
cities, and this practice has largely extended to her al-
lies. As many of the cities are now very old, however,
their populations have increased beyond the ability of
those walls to hold them. The response to this popula-
tion boom varies from nation to nation: in Limshau,
common practice is for those who feel too compressed
in their current quarters to petition to establish a new
city in some unsettled part of the kingdom; in Abidan,
cities build upward, raising soaring spires that look like
the pictures in a storybook; Kannos’ cities simply over-
spill their initial boundaries, erecting new city walls

only when necessary for protection. The look of the
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In Abidan,

where people are proud and pious, the streets are laid

cities reflects the mindset of the citizens.

out orderly, the buildings are kept clean, and symbols of
nobility and faith are everywhere to be seen. In
Limshau, the library-cities seem hectic and disor-
ganized at first glance, but spending enough time in the
mazelike streets and rooftops reveals a strange sort of
structure that makes perfect sense to its residents. Kan-
nos cities are truly haphazard, with buildings cropping
up wherever they are needed (or wherever space ex-
ists), and obeying no sort of unifying principles.

Life in heartland cities is, once you remove the
technological trappings, not significantly different from
life in a bastion. People get up in the morning, eat their
meals, go to work for a set period each day, come home
and pass their leisure hours as they please, go to bed
and repeat the process. While there is no formal con-
cept of a ‘weekend’ (and not all calendars even
acknowledge the concept of a ‘week’), work hours are
generally flexible according to the needs of the task,
and holidays are frequent. Commerce is normally regu-
lated by guilds, which impose standards of quality on
goods produced in their cities, oversee trade connec-
tions with their neighbors, and make arrangements for
the general welfare of guild members. Literacy is wide-
spread—in Limshau everyone can read and write, and
in Abidan nearly everyone—and as most tradesfolk
learn the basics of their craft from guild schools before
being placed as apprentices, they acquire a smattering
of general knowledge beyond the necessaries of their
trade. Artists are also valued in all heartland nations,
and it is common for wealthy citizens to commission
public works as a sign of their status. Most cities also
maintain public parks and other pleasant spaces for the
community to come together in their spare time. Pov-
erty and hunger, alas, cannot be completely eliminated,;
neither can crime; and the state of public sanitation var-
ies from city to city. But in the most robust cities of the
heartland, the overall standard of living would seem
almost paradaisical to a person of the early industrial
period, pre-Hammer.

Because of the size of these nations and their focus
on their core cities, outlying settlements usually have to
fend for themselves without much support from any
central authority. Large towns are a rarity, largely be-
cause of the difficulties of defending them against wil-
derness hazards. More common are collations of smaller

towns and villages, usually about a half-day’s travel

apart, with encircling farmlands close enough for protec-
tion but not so close as to crowd. Regular market days
allow the communities to share resources and make
social connections.

Should one of these settlements come under attack
by monsters or hostile forces, it is relatively easy for aid
to come from the others, or in the worst case, for refu-
gees to escape to friendly territory until a counterattack
can be mounted. Villagers enjoy a slightly elevated
standard of living compared with their counterparts
elsewhere due to the more ready availability of city
goods and education (particularly in the fields of medi-
cine and agronomy), but otherwise, life in a heartland
town or village is little different from any other echan
village. Everyone knows everyone else’s business; the
basic cultural unit is the extended family; and the social
hub (and best place for roving adventurers looking for

work) is the village tavern.

COMMUNICATION

Central Canam does not have a common tongue;
though western English, Englo-Lingo, and Damaskan
are all widespread, they are not so widespread that a
person versed even in two of the three can be assured of
being able to communicate with anyone she comes
across. Travelers along the Continental Cross, which
passes through Limshau along its longest stretch, usual-
ly use pidgin Damaskan, the pure tongue being some-
what difficult for non-damaskans to pronounce.

Contact between nations is difficult to maintain.
Roads are not always kept in the best of repair, due to
the dangers of the wild. Even the Continental Cross is
a highway only on paper, with paved sections
(sometimes asphalt, sometimes paving stone, most of-
ten mere cobbles) giving way to dirt tracks occasionally
so obscured by floods or overgrowth that travelers must
guess which way to go. The only places where roads are
well-maintained are the core kingdoms of Limshau,
Kannos, and Abidan, and even then only between major
settlements.

Each of the major kingdoms maintains their own
system of post riders, trained for the dangers of the
road. Limshau’s resembles a romantic legend gleaned
from old human literature called the ‘Pony Express,’
with letters and packages carried by coach and team
with armed guards ensuring their safe arrival. Kannos,

with its horse-culture, prefers the image of the lone rid-
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er stopping to change horses as they tire; the endurance
of Kannosian horseflesh being such that in a pinch, a
message could reach Appareci even from the furthest
border ranches in less than three days. Abidan has the
least developed postal system of the big three, but its
smaller size is such that messages between cities rarely
go undelivered for longer than a week, though outlying
settlements can sometimes go months.

Missives to other nations are less reliable — for any-
thing truly important, it is preferred to send an envoy to
convey the message directly. Lesser deliveries are usu-
ally carried out by merchant caravans or hired adventur-
ers, as there is no regular traffic even been close allies.
Urgent messages are usually delivered by carrier pi-
geon, airship courier, or (in the most dire circumstances)
by magic.

In the more densely populated lands of Canam, at-
tempts at establiing a large-scale rail network have often
failed, not so much because of magic interfering with
geology (which it does), but rather political obstruc-
tions. At first, only humans possessed the ingenuity to
construct such devices, though the gimfen soon learned
as well, and to a lesser extent, the narros.

Limshau infrastructure is focused entirely in their
cities, while Kannos lacks the population to build a net-
work across such a massive nation. The free houses
lack money and territorial range. Abidan has both the
resources and the infrastructure, but is unwilling to ini-
tiate such a project until the other nations join in.

Gnimfall’s Creep was built internally with no effort
Mean-

while Baurch Malkut continues to design a stable sys-

to integrate with any international standard.

tem they are hoping to enact in the next few years.
The only currently functional above-ground rail line
runs between Thos Thalagos in Fargon and Gateway in
Seliquam, the only point of communication between
the bastion of Selkirk and their arm’s-length echan al-
lies. Even this rail is in constant danger from monster
attacks and bandits, but its continued operation is so
important to the continued survival of the entire region
that the best soldiers and engineers for hundreds of
miles are charged with protecting and repairing it.
Several times over the years, initiatives have been
mooted by the leaders of various communities along the
Continental Cross to construct a telegraph system along
its length, but these always come to naught. This is not
because of the technical limitations of EDF, as replac-

ing copper wires with gold neatly overcomes the effects

of magic on electrical current, and there are many low-
tech methods of electricity generation that have only a
minimal risk of disruption. Unfortunately, since gold is
still used for currency in most echan communities, pro-
totypes of the telegraph system tend to have their wires
snipped and carried away in the dead of night to be
melted down by forgers. Until a safe and reliable sys-
tem for burying the wires underground can be con-
trived, long-distance instantaneous communication in

Canam will remain a pipe dream.

THREE KINGDOMS

The heartland of Canam is dominated by three great
kingdoms: Limshau, Kannos, and Abidan. These three
have been close allies for centuries, and their cultures —
particularly that of ancient and scholarly Limshau —
have been some of the strongest social influences in this

antemalleal world.

ABIDAN

The holy kingdom of Canam, Abidan is the closest de-
piction of a medieval civilization from Earth’s past as
one is ever likely to find, boasting knights in shining
armor, fairy-tale castles, courtly lords and ladies, and a
monarchy that, for all intents and purposes, rules by
divine right. The first, practically deified king left such
an impact, his populist, tolerant, and progressive poli-
cies are only recently starting to erode in the face of
human nature. For centuries, the nation relied on a
unified purpose of defending the rest of Canam from
pagus invasion, but behind the sturdy walls, the egali-
tarian foundation of the kingdom is slowly collapsing,
social stratification driving a wedge between the nobles
and an ever-increasing number of the poor. Its famed
acceptance of all religions is similarly in peril, though
this may take longer to erode.

The kingdom of Abidan was founded 190 years ago
(though the land was settled well before) by Vincent
Savarice, the Paladin King—or rather, it was founded
for him, as Savarice himself never sought power that he
was not freely offered. Its success as a nation is due to
three factors: first, the strong citadels of its four major
cities and the martial prowess of its honorable knights
who keep the populace safe from external threats; sec-
ond, the policies of cultural tolerance espoused by King

Savarice and his heirs, attracting immigrants fleeing



religious, ethnic,
or other violence
from all corners of the
continent; and cthird, its

strong alliances with its neigh-

bors.

From its friendship with Kannos, Abidan gains pro-
tection from the northern wilds. From Limshau, it gains
knowledge in architecture, medicine, agriculture and
animal husbandry, allowing for a standard of living far
exceeding that of a true medieval society. From Gnim-
fall in the ecast, it gains the highest-tech advances that
can be reliably made to work in open echa, particularly
alcohol-engine-driven farming equipment (only need-
ing disruption maintenance once or twice a day) that
enables the kingdom to feed the sizeable populations of
its four major cities and the duchies that surround them.

Though English is the most common language,
Abidan is bilingual with two official languages—the

other being Englo-Lingo, with more of an emphasis on

French

ences than German-

influ-

ic, making the nation’s

speech resemble something
out of a medieval troubedary. The

most common non-official language is Semit-

ic, due to the influence of Abrahamic religions on the

country’s culture.

CLARVUS

Clarvus initially began as a military outpost to train sur-
plus officers for the Bulwark when Janoah's own Com-
mand College found itself shorthanded. Though the
paladins of Abraham were always trained near Bulwark,
more were shipped to Clarvus for preparation. Many of
the lieutenants and captains that emerged from Clarvus
were more disciplined than those from the Janoahn
schools. Where Janoah bathed in legends and heroes,
filling the minds of officers with dreams of glory and

honor, those trained at Clarvus cared more about disci-
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pline and respect for authority then drumming great
speeches and recounting tales over drink around a fire.
These officers, all dubbed knights of Janoah, are vital to
the maintenance of the phalanx, and the shield wall
cannot operate properly without their guidance. They
keep the backs of the others stiff and the spears and
blades from dropping. Eventually, the city would train
the rank and file as well, even taking in divisions from
allied kingdoms like the Finer Fire Pits and Gnimfall.
Their standing army, at more than 20,000, is more than
half the population of the city. Most of the rest of the
population either works in military support and service
roles, or labors in the city’s profitable lumber mills and
silver mines.

The first ruler, Donovan Matson, was originally the
outpost’s commander until he was appointed a duke by
decree of King Savarice, and instructed to build a castle
worthy of his new status. In truly medieval days, this
would have taken decades, but thanks to the aid of the
narros of Finer and builders trained at the famed
Limshau architectural school of Abarbanel, it was com-
pleted in a mere eight years.

Some ten vyears after that, Donovan offered his
maiden daughter Claire to David Margolis of Sclavia, in
hopes of securing the extant alliance between the two
cities. Claire, though much younger than Margolis, had
grown up hearing glorious tales of Sclavia’s duke, and
still held onto the trophy Margolis had given her when
she was a child.

Years ecarlier, at the Janoahn tournament, Margolis
was rising the ladder in Skill of Shield and Sword, de-
feating with ease opponents younger and stronger.
When Matson’s champion suffered a broken leg against
Pilbara’s, David pledged himself to represent his blood
brother, Donovan. The battle took nearly two hours,
until at last David feinted to the ground, but when the
champion brought down his dulled sword to finish the
noble, the Sclavian swayed and caught the weapon be-
tween his arm and chest. Rolling away from the oppo-
nent, David ripped the sword from the champions
grasp, throwing him off balance, and slamming his own
blade across his opponent’s helmet, ending the compe-
tition.

The pommel of carved ivory, a rare prize taken from
the tooth of a Dagronian war mammut, snapped from
the hilt of the Pilbara champion. Before a squire could
snatch the prize, David tossed it away with a flick of his
blade. He handed it to the first daughter of the Matson

family as a sign of his dedication to their alliance. In
return, Claire offered the knight a favor from her hand,
a tiny handkerchief with the golden rose of Matson's
crest sewn in the corner. Margolis thought little of the
offer, but Claire treasured the ivory trophy in the inter-
vening eight years before arriving at the castle Polaris in
Sclavia for the first time. As her parents had foreseen,
upon presentation, Duke Margolis recognized the child
from his past and was amazed on how she had matured
in the intervening years. She presented him the ivory
pommel, and the charmed duke gallantly returned her
the favor he had taken from her. When the envoys
from Pilbara arrived many days later, also seeking an
alliance, they found a bride already sitting loyally by the
side of the duke.

Clarvus and Sclavia have remained allies ever since,
despite efforts of the rulers of Pilbara to disrupt the alli-
ance. Donovan and Emily Maston died several years
after the loss of their daughter in a fire that devoured
almost the entire keep, forcing a nearly brick-to-brick
rebuild of the entire edifice. Much of the remaining
family and loyal staff survived the blaze. The immedi-
ate investigation revealed no signs of foul play, though
rumor told that the duchess had set the fire in an at-
tempted suicide. It was not until many years later that a
deeper probe by the Watchers of Taskin-Kada revealed
Pilbara’s complicity in the tragedy, igniting a short civil
war between the three cities.

Clarvus royalty refused to die with the lord and his
wife, and it survived through the passing decades into
Armen Matson, who married the commoner Lauren
Hammet and gave birth to Karlin Matson, the current
ruler. Karlin is considered the most intelligent and fair
ruler Clarvus has ever been blessed with, but looked
also to be the last of his line when he married Curtis
Coats, the town's Captain of the Guard and Karlin's
trainer since his youth. King Claudas, concerned for the
potential social ramifications of a succession crisis at this
time, blessed the marriage on condition that Karlin pro-
vide an heir by some other means. The Clarvian duke
and his husband have recently announced the happy
birth of twin sons, thanks to a willing surrogate (now the
boys’ nurse) and a Limshau doctor knowledgeable in

such techniques.

THE GRAND LAKES

The old ponds in this region of old Earth have over-

flowed their bounds and merged into a single inland



The announcer in regal red and yellow never even tried
to conceal his contempt for his rivals as he spoke. He
directed himself to the duke, ignoring his new wife by
his side. He spoke loud enough for even her parents
in the next chamber to hear. “We suggest you dissolve
your marriage to her at once and take a bond with our
princess.” He said it abruptly, without unlocking or
unfurling the brass scroll under his arm.

Margolis glanced at his wife, who raised an eye-
brow slightly at him. She smirked, evidently unwor-
ried by the messenger. He spoke as he slowly moved
his eyes back to the envoy. “I do not know which
Iands you call home, but where I keep, marriage is an
eternal bond.”

“Marriage of love, yes," the courier interrupted,
“but not of politics or convenience. Dissolve this un-
fon. Whether she is returned unspoiled or not to her
father makes no difterence. Claire offered you much.
We offer more.”

Margolis took a fleeting look again at his petite
bride, dangling her legs over the side of the throne,
“More? And how much
more is Pilbara willing to offer?”

and winked to settle her.

That brought the scroll out, still unlocked but
“Claire
measures a cup in our gallon. They promise a host of
5,000 blades and bows. Pilbara and the family Dugan
vow double at just the ceremony. Another 10 by hon-

drawn and pointed as a blade to the Duke.

eymoon’s end.”

“10,000 more you say,” Margolis blurted in phony
shock.
guard the borders.

“5,000 at the wedding, with nary a soul to
And you speak of 10,000.” He
leaned forward. “But my dear envoy, it would take
10,000 men just to stave off this woman’s jealousy. Not
for 20, not for 200,000. I thank you for the courier...but
we shall remain here.”
She smiled. So did the King. The envoy did not.
Historical Entry
From Politics and Piety
455 AE

sea—though twisting currents, some clearly unnatural,
maintain a sometimes visible distinction between the
separate former lakes. They now are an intense obsta-
cle blocking the pagus from invading the south. Their
far shores meet the rising cliffs of the Uzu Mountains of
Dagron in the north. This leaves the Tethuss bridge

the only safe route the pagus are not afraid of.

How odd they fear the mountains, the wind,
and the water, but not of the Janoahn knights
The lakes have

been given the individual names Cyrus, Nioba,

and their unbreakable wall.

Jura, Noa, and Telos, and only the oldest fisher-
folk know all the safe routes between the mercu-
rial currents.

At the furthest southern point of Lake Nioba,
a great spire of glass and metal rises from the
deeps. Fisherfolk decline to give this edifice a
name and make a variety of superstitious ges-
tures if it is mentioned. No-one will consent to
take a boat near to it, even if offered a king’s
ransom. Sometimes, when the cold north wind
blows, a sound like the wailing of some forgotten
soul reaches across the water, sending shivers
down the spine of any unfortunate enough to
hear. Still, occasional travelers along the shore-
line at night report a light shining from near the
top of the structure—no torch or candle but a
thing made, whether by magic or technology

none has gotten close enough to tell.

JANOAH

Despite resembling a fairy-tale city, Janoah is
anything but—it is actually one of the most ad-
vanced echan metropolitan centers in Canam. It
is a center of learning, with an emphasis on the-
ology and civics as well as a public schooling sys-
tem promoting literacy among its citizens. It is
also a hub of manufacturing, particularly weap-
ons and armor, though it is also known for the
skills of its carpenters. Janoah has a sewer sys-
tem (not as advanced as Appareci’s, but still
functional), leaving streets clean of effluvia. It
even features public transportation via a horse-
drawn omnibus network. All these advances are

in support of its primary role.

Janoah is a fortress.

The most obvious feature of Janoah is the
Bulwark, the colossal shield wall and castle built against
the southern end of the Tethuss Bridge, which stretch-
es some 40 miles to the north. At 600 feet wide, the
wall spans the full width of the bridge with ramparts
and defenses continuing for a full 600 feet on either
side of the southern cliff. More than 300 feet below,
the violent waters rush over sharp rocks. The final de-

fenses would not top the fortress until a mere 50 years
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ago, nearly doubling the old wall’s height. The city
expands south from the fortress; with no city walls on its
outer sides, it grew quickly, and continues to do so,
making Janoah the third-largest echan city in Canam
(behind Limshau and Appareci).

Janoah’s citadel is not only the most sturdy construc-
tion in all of Canam, but also one of the most modern
and comfortable. While most contemporary castles can
boast indoor plumbing—using pipes to channel rainwa-
ter from the roof into cisterns and then primitive pumps
to send where needed—the Bulwark’s keep has dozens
of cisterns fed from the waters below. Several of these
arc heated by alchemically-treated stones, allowing for
hot and cold running water and bathrooms that are the
envy of other echan nations. This convenience has an
ulterior motive; the cisterns can also be heated to boil-
ing point and the water pumped through sluices that
traverse the full length of the Bulwark walls, sending
scalding waterfalls to thwart an assaulting force.

The Bulwark has been under attack for almost its
entire lifetime.  Several smaller assaults pounded
against blossoming defenses throughout Savarice's life.

Though his Order of Abraham received the praise and

glory for many victories on and around the wall, the true
defenders were the knights of the phalanx, warriors
standing in front of the bridge, trained for repelling any
attack on their front arc. Despite the resistance by this
unbreakable line, the pagus, and occasionally their drag-
on lords, continually hammered against it in futility.
Tethuss is the only open path for these creatures to pass
from their dark homelands to the plunder-ripe lands of
southern Canam; other routes are beset by winds capa-
ble of shearing feathers and scales off wings, mountains
jagged as razors, and unpredictable rushing currents that
turn to maelstroms at a moment’s notice. Assuming
brute force and overwhelming odds to be the key, one
of the dragon lords, in an unprecedented move, took a
huge force of followers, enslaving more during the jour-
ney, and walked across the bridge.

The Azhi lord Verkelen of Spite marched 20,000
armed and ironclad pagus against the Bulwark. Prior
warning gave Janoah time to enforce and bolster their
line; twenty rows of knights locked shield and spear in
front of the barrier with thousands of skilled bowmen

lining the ramparts above. The few spellcasters Janoah



was blessed with prepared the most violent magic in
their repertoire.

Verkelen was not the only dragon, having bullied
two other immature firewyrms to his cause. The two
youths, inexperienced in fighting either humans or the
shield line, overconfidently dove from high to strafe
their claws across the bridge. In hopes of slamming the
mob against their own wall, the first dragon was
shocked to find her colossal weight repelled. In coun-
ter, the phalanx drove long spears that pierced her
wings and drove her corpse over the edge to plummet
to the rocks. The second creature attempted to halt her
own dive but instead slammed into the wall, becoming
critically injured from arrow fire. Losing air superiority,
Verkelen could not suppress the arrows upon his as-
saulting pagus. The shield withstood and repelled the
invaders, tossing many to the drink. Unaware of the
frontline's failure, rear pagus continued to push. With
the knights forming a wedge, they used the pagus’ de-
nial of defeat to deflect the army over the bridge. By
the time Verkelen realized his folly, half his follows had
fallen to their doom. Though the great lord could have
continued his raze and decimated the line with fire, the
fall of the city could not occur without a ground army.
Reinforcements including the elite paladins of the line
were approaching the wall, geared for the express pur-
pose of dragon slaying. Verkelen issued the retreat but
swore to return. He never did.

The assault on March 5th on 470 AE was the largest
force ever to assault the wall. What concerns the city
today is that no attack of any strength has occurred
since. The knights refuse complacency and remain on
guard despite the lack of activity on the bridge. Almost
an entire generation has passed without incident. Are
they massing for another assault? Have they found an-
other route, or have they eliminated the pagus threat
from Canam? Everyone in Abidan knows the latter is a

mere pipe dream.

LEGION’S POINT

Legion’s Point is one of many outlying towns consid-
ered part of the kingdom of Abidan though not actively
monitored by it. A fact most techans don’t understand
regarding the world of echa is the lack of communica-
tion within a civilization. T'echnological conveniences
allow instantancous messages between locations. How-
ever, in a primitive civilization like most echan king-

doms, only the larger cities have fast communication

(via messenger birds and mounted post riders), and
even then, such correspondence can take hours, or even

days.

After falling to a mysterious plague, the population’s first reflex
is to address the issue internally rather than seek help from
their king—an authority few in the city even realize exists.
Legion’s Point becomes the jumping off point for the main
quest of the adventure at the back of this book.

Miscommunication and lost messages are common-
place. For the smaller villages, especially outlining
ones, months can pass without a message being sent or
received.  Additionally, several outlining communes
barely consider themselves even part of the kingdom,
claiming remoteness and a sparse population has de-
layed military support and financial aid. Unless some-
one from a village travels to one of the bigger cities,
authorities seldom care. The only exceptions to this
when the time comes to collect taxes. Legion’s Point is
one such village. Not close enough to either the Gihon
River or the Grand Lakes, Legion’s Point offers little

strategic value and contains fewer than 300 people.

PILBARA
Pilbara is the breadbasket of Abidan and the most ad-

vanced farming community in any of the echan king-
doms. The city itself is surrounded by concentric rings
of fields, dotted with small hamlets for the farmers and
manor houses for the landowners—those who do not
choose to live within the city walls, where life is often
cramped and untidy. Every so often, the landscape is
broken by the stacks of a distillery that transforms a
portion of the grain crops into the alcohol-based fuel
that powers one-third of the duchy’s farming equip-
ment—simple combustion-driven harvesters sourced
from Gnimfall, without which the disproportionately
large population of Abidan could not sustain itself. The
farmers of Pilbara are adept at repairing these simple
engines themselves, as even their low-tech mechanisms
can be affected by disruption up to four or five times a
day.

Before Abidan was Abidan, Pilbara was a free house,
rich in farmland and the bodies to work it, but not much
else. Terrance Dugan's ancestors pledged themselves
to King Savarice, not out of true devotion as many of his
followers did, but out of fear that he would take their

lands by force if they did not (a fear with no basis in
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fact, but typical of Pilbaran nevertheless). They did not
object to the influx of immigrants following the Paladin
King, as they assumed many would settle adjacent to
their lands and increase their power base (which did
occur, though not as fast as the royals of Pilbara had
hoped).

eign’s motivations, was cautious about handing great

Savarice, himself wary of the Pilbaran sover-

honors to strangers without first having said rulers prove
Other towns like Taskin-Kada, Janoah,

Clarvus, and Sclavia were founded before attention was

themselves.

diverted to develop Pilbara.

By the time the Dugans received their audience, a
full generation of their ‘royal’ line had passed, an over-
sight the Pilbaran heir took as an insult. Juenet Dugan
bit his tongue when finally able to stand before the new
King. He wanted compensation for the offense re-
ceived but instead lauded the arrival of his sovereign.
Savarice begged forgiveness regardless, despite not be-
ing asked, claiming the defense of land and the build-
ing of the Bulwark was a higher priority over matters of
court, which he trusted his nobles to handle for them-
selves. In compensation, he offered superior farming
equipment traded from Gnimfall, including several al-
As a Duke of

the Realm, Dugan would also warrant the king's ear

cohol-combustion combine harvesters.

when asked. In addition, his privileged knights would
earn an opportunity to stand with the elite Line of
Abraham, an honor few of them would succeed in tak-
ing.

Despite the rewards bestowed, the Dugan lord re-
turned home bothered, considering the gifts hollow.
Dugan expected and near demanded an opportunity to
mingle his family's blood with that of the king's line,
now consecrated with a dragon's kiss. The rules of no-
bility insisted, in Dugan's opinion, that Savarice's cur-
rent marriage of emotion was obsolete given his new
position, and he assumed only a political marriage could
compensate for the relinquishing of his lands to the
crown. Dugan's sister was an intelligent woman and
beautiful despite nearing the end of her childbearing
potential. But instead of a king, she was eventually
married off to a rich neighboring landowner to appropri-
ate his land and subjects into Pilbara in hopes of in-
creasing influence and pushing again for a royal mar-
riage with another generation.

Though Savarice retained his vitality well into his
old age, he refused to put aside his wife even when she

grew old and infirm. After Juenet Dugan passed on, his

son Jean succeeded to the duchy (still called a vassal
kingdom out of pride). By this time, Pilbara had grown,
and its own army, though not as trained or disciplined as
other cities like Clarvus and Sclavia, was much larger.
Unfortunately, its capital city was wracked by crime,
and the decadence of the royalty strained the popula-
tion. Poverty infected the streets as much of the food
harvested was shipped to other cities for higher profits.
The Dugan castle, Comet's Eye, gleaming in shining
silver, stood out among the sprawl of beaten huts and
haphazard shelters claimed as homes by those with little
hope. Out in the periphery, wealthy farms and fuel dis-
tilleries continued to toil away, giving the city a “donut-
shape” of progress.

Still convinced a marriage to noble blood would save
the city, Jean attempted to offer his daughter, Mia, to
David Margolis of Sclavia. When he discovered Clarvus
Not

long after, servants discovered Mia's broken body upon

had beaten him to the offer, Jean stayed silent.

the rocks on the south wall of Comet's Eye. Jean in-
stantly accused Janoah of conspiracy despite lack of
evidence, and demanded compensation that never
came.

Years later, the Taskin-Kada Watchers uncovered
evidence linking Pilbaran agents to the fire that claimed
the life of Clarvus’ duke and duchess, as well as their
daughter Claire Margolis, wife of the Duke of Sclavia.
In response, the dour-faced David Margolis took a small
group of his elite troops to the northern border of Pilba-
ra, where Dugan met him with an army vastly superior
in number. Margolis demanded retribution and pre-
sented the evidence pinning the blame of death square-
ly under the nose of Jean Dugan. Rather than denying
it, Jean claimed sole responsibility, spitting in Margolis’
face and declaring that his kingdom would no longer
serve in slavery under a usurper who despised them.

David challenged Jean's claim of lordship and re-
fused to accept that Dugan's voice carried the unified
belief of his city. David challenged the most celebrated
soldier in Pilbara to single combat. The victor would
relinquish his title and town. War would follow the
defiance of honor. The Lord Dugan agreed, but in-
stead of sending a member of his house guard, he pre-
sented a behemoth of a man, seven feet in almost every
direction, named Wheland the Whale. He wielded axes
meant as double-handed weapons for ordinary men in

each grasp. Margolis walked from his host alone, wield-



ing the family's dented shield and loyal longsword in
pride.

His opponent slammed down to cleave the Duke in
two with his right blade. After cracking the dried Earth,
Margolis stepped upon the axe and swung his weight up
to its handle. One swing and the beast was scalped. He
fell upon the other axe in his descent. Margolis stood
upon his opponent's head as he fell, never losing his
He walked down the knoll of flesh and de-
manded Dugan fulfill his oath. Of course, Jean had no

balance.

intention of doing so, but before he could forfeit his
honor, legions from Taskin Kada arrived to ensure he
fulfilled the arrangement.

Jean, his family, and their loyal guard retreated into
their fortress of Comet’s Eye and settled in for a siege
as the people of Pilbara welcomed the liberating forces
of Clarvus, Sclavia, and Taskin-Kada. When word of the
horrifying conditions of poverty and crime reached the
King's ears, he sent more troops and supplies to rebuild
the dilapidated community. Several of the criminal
elements attempted to fight back, but were quickly
routed by the Line of Abraham. The Dugan lord or-
dered the capital to not give in, to fight the occupation
or forfeit their lives to prove their devotion to the fami-
ly, this edict being brutally enforced by the house
guard, which put down any attempt to riot and mounted
the instigators’ heads on the city walls as a warning to
others.

Eventually, the Dugans’ supplies ran low with little
alternative except for surrender. Jean, convinced an
execution awaited him, threatened to burn the castle
until only charred stone remained. Margolis promised
exile only awaited those who departed the castle peace-
fully. The next morning saw the doors open. Soldiers,
squires and servants all shuffled into custody. Follow-
ing that, the elder son, Cassel, and his daughter
Monique exited, followed by Jean's cousins, Marta,
Luc, and Francois. Luc's wife, Nieca, and their chil-
dren Joseph and Keira trailed behind. Jean Dugan re-
mained inside. Margolis and his elite marched inside
Comet's Eye but found it empty. It was reported that
Jean had leapt from the south tower rather than submit
to the humiliation, though his body was never found.
The most imaginative rumor placed lord Dugan at the
precipice, only to find himself snatched away by a dark
beast to fulfill some nefarious purpose.

Margolis did more than fulfill his promise. With the

King’s permission, he allowed Luc and Nieca along

with their family to remain as the new lords. The oth-
ers could stay. Cassel and Monique preferred exile and
vanished to the south several days later. Eventually,
Joseph Dugan came of age and took a noble from
Taskin-Kada for a wife while Keira was paired with
Killian Margolis from Sclavia.

No unrest ever boiled over from Pilbara again. It
now shines with progress unseen in the previous years.
Despite the blight on history, the modern Dugan family
is accorded all the rights of Abidan nobility, and the

name is considered one of honor again.

SCLAVIA

The duchy of Sclavia is the closest point of Abidan to
the continental cross, and the city of the same name is
one of the most cosmopolitan and picturesque in the
kingdom. Situated in a protective fork of the River
Gede, it is both the gateway to the kingdom, and should
it ever come to that, its gatechouse. While much of
Abidan lives up to its image as a fantasy kingdom, Scla-
via almost resembles a theme park in its ostentatious-
ness, for all that it is the second-smallest city in the
kingdom. 'The outlying farms and villages produce
enough food to feed the populace with a little to spare,
but the real wealth of Sclavia is in its trading opportuni-
ties with the outside world, and more, in the stories of
its heroes.

The first Duke of Sclavia, David Margolis, never
denied falling out of favor with his faith. Despite his
opinions on religion, he never wavered in his loyalty to
his King and Savarice never wavered in his confidence
of his Duke.

Margolis always led from the front, earning the respect

A general in the Paladin King’s army,

of his troops and the love of his sovereign, who appoint-
ed him the first of Abidan’s new Dukes.

Others flocked to his side, as those marching with
Margolis never knew defeat. As his duchy, Margolis
claimed the keep of Sclavia, the former Arsia family
having died out thanks in part to an introverted lord
who elected to join a celibate priesthood without siring
heirs. Margolis could not have been more different,
leaving a line of bastards all the way to the gates of his
new realm. Savarice, concerned not so much for the
morals of his followers but merely for the stability of his
kingdom, asked his loyal friend to restrain himself and
get married instead.

David conceded and asked the towns and villages

around for suitable prospects of titled birth. A delega-
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tion set forth from Pilbara with their lord’s daughter
Mia, but David’s battle-brother Donovan Maston, ruler
of Clarvus, sent dark-haired princess Claire, who already
adored the storied general and won him over with her
beauty and innocent charm. David and Claire were
married in the span of half a moon's cycle, well before
Pilbara’s offering had even arrived. When they finally
came, the marriage had already been consummated, but
the offer was presented aggressively all the same.

The close relationship between Clarvus and Sclavia
continues to this day, the unfortunate death of both
Claire and her parents in an ‘accident’ engineered by
Pilbaran jealousy serving only to strengthen the bond,
as Margolis donned his armor once more and marched
with his ally to claim retribution. His victory there
cleansed his soul of remorse, though the Duke main-
tained his celibacy for another decade before he took a
concubine, Elisa Gawain, offered to him by a wealthy
family in Kannos. David ensured her free will before
acceptance, but never took her as a wife nor fathered
another child with her. After David's death at 75, Elisa
remained, conducting and controlling affairs of business
the royalty preferred to ignore. In a strange turn of
events, David's sole heir, Killian, took as his bride Lady
Keira Dugan of Pilbara, shocking many who had ex-
pected Killian to select another Clarvus princess to so-
lidify the alliance again. Despite this, the connection

between Clarvus and Sclavia remains strong to this day.

TASKIN-KADA

The city of Taskin-Kada is far less scenic than the other
settlements of Abidan, though it is far from utilitarian;
but where the aesthetics of the rest of the kingdom
tend towards the sweeping spires and crenellations of
humanity’s medieval past, Taskin-Kada prefers simplic-
ity and the complement of form to function. Built on a
hill overlooking a winding river, it has sturdy walls like
most of Abidan’s fortress-cities, but its gates have re-
mained open since they were built. Though founded as
a mining town, modern Taskin-Kada’s chief imports
and exports are knowledge, and especially secrets.

Duke Taraq Duncan still resembles his father, who
in turn resembled his own, in an unbroken line stretch-
ing back to the Caravan of the King. All the Duncans
commanded authority with their very stature. Clearing
seven feet, his upper body is an inverted pyramid of
toned and disciplined muscles, topped by a gleaming

head as hairless as the rest of him. His ancestor was

once a barbarian marauder, desperate and hungry, who
came to know Savarice when the king spared the ban-
dit's life in a failed raid. In the journey of the caravan,
Savarice talked about his faith only when asked but
He

spoke of three religions of great stature worshipping the

would often share the wisdom from other beliefs.

same god, but which went to war over trivial points of
dogma. Savarice had read all the great holy books from
these faiths and found truths in them all. He spoke
highly of them and, though choosing one, claimed they
all have equal validity. While most following shared
Savarice's faith, many others had also joined in. Merin
Duncan found an antidote to his temper and lived his
life under the shroud of God's grace, though not as a
holy man.

When a small nickel and silver deposit was located
east of Pilbara, Savarice asked Duncan to take it and
build a community to exploit the riches. Since many
from Janoah were dedicated to defense, Duncan settled
back in the blanket of protection offered by his neigh-
bors. The name of the town would not follow until
Duncan opened his arms to any of faith fearful of perse-
cution in a world of man growing increasingly atheistic.
Despite the large portion of initial Christian pilgrims,
both Jewish and Muslim missionaries soon vastly over-
whelmed them. Duncan had read stories of an enor-
mous city across the world built around, inside, and over
waterfalls. As the water cascaded all around, the mil-
lions inside lived peacefully, fully integrated with three
Though Taskin-Kada

pales in comparison, it does not devalue the importance

monotheistic human religions.

of its existence. Though many claim Janoah the spiritu-
al center of mankind in Canam, in truth, the true holiest
city is Taskin-Kada.

Declared a duke by Savarice, the elder Duncan soon
married and sired equally massive offspring. Whenever
a threat loomed overhead, the lord would rise as the
single commander of the army and lead his forces into
battle. With their massive physique, most enemies
were demoralized before ever engaging armies. In
truth, all the Duncan men were passive and seldom
enjoyed fighting despite a canny mastery of it. They
preferred watching opponents for the quickest and most
efficient way to defeat them. 'This gave rise to the
Watchers, an echelon of soldiers trained in the art of
stealth to rival even the assassins from Baruch Malkut.
The Watchers were not spies but observers. They nev-

er stole anything other than the unaltered history re-



vealed before their eyes. With a reputation for honesty
and accuracy, the very word of a Watcher carries weight
in an Abidan court.

That reputation allowed the organization to expose
corruption within a trading guild in Sclavia and recover
the Savarice's pilfered holy blade when stolen by
thieves under blessing of Darius Konig. Their true
mark of glory came when they took the initiative to ob-
serve the daily affairs of the Dugan royal family. Alt-
hough they considered the momentary weakness of
Juenet Dugan when he succumbed to the sexual ad-
vances of his niece a contemptible act, they kept their
silence in favor of something more controversial that
could affect the rest of the nation. Exposing their pres-
ence then would prevent future revelations. A genera-
tion later, they would witness Jean Dugan tossing his
daughter, Mia, from a bathroom window in a moment of
insanity after losing the opportunity to marry her off to
the Sclavia duke. She had secretly expressed her love
for a childhood friend, a girl from another respected
house. Jean did not share the kingdom's tolerance of
such matters and threw the girl from the window.
When the castle was taken, a discovered diary of the
lord claimed she had taken her own life when faced
with her father's disappointment of her actions and
choices. The Watchers who witnessed the incident
refute this fact.

When the Watchers are not observing within the
kingdom, the majority are committed to external ac-
tions, dealing with neighbors both friendly and hostile.
Dozens patrol lands north of the Tethuss Bridge, a nec-
essary task, though one costing the most lives. Most of
the rangers travel south, to watch the nation of Baruch
Malkut. Despite the impressive distance between the
two nations and the fact that several other kingdoms lie
in between, Savarice never forgot his experiences dur-
ing his time of pilgrimage and considers the rival nation
the most significant threat to Canam, more so than the
pagus to the north. Taskin-Kada has an especially vest-
ed interest in Baruch Malkut; with the city’s large Jew-
ish population, the use of Hebrew words as a name for
one of the most malevolent nations on Earth is seen as

an abomination in the eyes of God.

KANNOS

Kannos is only classed as a kingdom because the fae
colonizing the world had no other word in their vernac-
ular for an echan nation that was not a democracy. In
fact, the nation’s government is a form of plutocracy,
but a very unusual one.

In Kannos, landowners make any decisions regard-
ing the use of their land, and legally own any horses
raised on it, but they are required by law to rent out that
land at whatever rate its tenants can legitimately afford
and are prohibited from making any other profits from
it; owning land therefore grants power, but not wealth,
and wealth alone cannot possess power. The ruling
family is the one in control over the most land, with the
matriarch/patriarch taking authority, though accepting
advisement from a council formed from the remaining
large land owners. There is no regality to this arrange-
ment, and the society frowns on the ideology of royalty
beyond the titles of ‘king’ and ‘queen’ (adopted more
for diplomatic convenience than for any assumption of
pomp). It became a source of pride to many, resulting
in Kannos being perhaps the first if not only nation with
a non-secular monarchy, a kingdom without a divine
mandate or a foundation in religion. Although rule can
be and generally does pass through heredity, there are
times when it passed economically, though it is impossi-
ble to just buy the crown (land comes at a premium in
Kannos, and no-one has that much money).

Outside of the major settlements, most of Kannos is
isolated ranchland, interspersed by a few small one-
street towns at irregular intervals. As such, it is more
often subject to incidents of monster attacks than the
other core kingdoms. Kannos has no standing army; in
times of need, landowners are responsible for assem-
bling a militia from their tenants (the wealthier of which
usually hire mercenary free-lances to serve in their
stead).

In sharp contrast to its neighbor to the east, Kannos
takes pride in its agnosticism. While religion is not
banned by any means, most Kannosians simply don’t
see the point in it. They are a practical people who dis-
dain anything that smacks of superstition, and prefer to
meet their problems head-on and take their destinies
into their own hands, rather than trust to intangible con-
cepts such as gods or luck.

Kannos has no official language, though most people

speak western English with a dizzying array of local
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accents. All legal
documents, and es-
pecially treaties, are writ-