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The City of Graves 

The Lands of GOW contain many wonders both strange and terrible. A survey of these sites include 
Asterion’s Fortress on the archipelago ruled by the Seven Principalities, the ruined Cyclops city known as 
Bal-Petor south of Kesh and the haunted Sea of Trees in the nation of Okigawa. Among the strangest, 
however, is the place called the City of Graves. 
 
Long years ago the City of Graves was a cemetery, constructed over time by a nation that fell, like most 
nations, into the dark well of history -- the people, their language, their homes vanished. All that was left 
of them was a vast, sprawling field of crypts, headstones, and mausoleums running up and down hills 
and even spanning a river. Trees grew up through graves and vines choked the marble porticos of death-
chapels. Only a ghoul’s plaintive howl or a flowing spectral form infused the place with a semblance of 
habitation. 
 
Then the Ainur nomads arrived.  An Ainur shaman had years before proclaimed his people would find a 
home in a City of Graves. When the tribe came upon the cemetery they knew they had found their 
home. The marble slabs and posts made excellent walls for homes and helped reinforce the timber 
stockade the Ainur built to defend the settlement and corral their horses, cattle and goats. The 
surrounding land, abandoned for so long, was rich and fertile. 
 
The ghoul attacks came several weeks later. Hands reached through the floors to snatch children, night-
time strollers were ambushed and dismembered. The slaughter was horrific. With the aid of their 
shamans the fierce Ainur fought back and destroyed the monsters.  
 
However, the Ainur shamans realized as long as their people lived in the cemetery the ghouls (an even 
greater undead) would hunt them. Prevailing upon the sense of self-preservation inherent in all 
creatures, the shamans worked an agreement with the cemetery’s ghoul-lords. The Ainur would be 
allowed to live in peace as long as criminals convicted of crimes punishable by death were fed to the 
ghouls along with enemies the Ainur captured in war.  As a final item the Ainur also promised to bar 
their shamans from the city. The holy men would be allowed yearly visits to minister to the people but 
otherwise must live as hermits far out in the countryside. 
 
To ensure the treaty held the ghouls (who seemed unusually intelligent and organized) formed a police 
corps designated as the Pale Hand. These creatures 
would patrol the cemetery for undead who broke 
the agreement.  
 
This arrangement has lasted generations. The 
cemetery – now metropolis -- appears on all maps 
of the Lands of GOW. Trade routes now stop at the 
place. Researchers and archaeologist find the 
cemetery a rich source of finds. Even so travelers 
are warned despite the curious balance between 
the living and the dead, the unattended foreigner 
still occasionally disappears when staying in the City 
of Graves.  
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OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 

Reserved. 

1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b) “Derivative 
Material” means copyrighted material including derivative works and translations (including into other computer languages), potation, 

modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be 

recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d) “Open Game Content” means the game mechanic and includes the methods, procedures, processes and routines to the extent such 

content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open 

Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) “Product Identity” means product and product line names, logos and identifying marks including 

trade dress; artifacts, creatures, characters, stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, 

depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and 
descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, 

creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered 

trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) 
“Trademark” means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated 

products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, 

modify, translate and otherwise create Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms of this 

agreement. 

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used 

under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content 

distributed using this License. 

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, 

non-exclusive license with the exact terms of this License to Use, the Open Game Content. 
5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your 

Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License. 

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, 

and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-

adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly 

licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in 
Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open 

Game Content shall retain all rights, title and interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open 
Game Content. 

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of 

this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License. 
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have 

written permission from the Contributor to do so. 
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game 

Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected. 

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days 
of becoming aware of the breach. All sublicenses shall survive the termination of this License. 

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to 

make it enforceable. 
 

15. COPYRIGHT NOTICE 

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. 
System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on 
material by E. Gary Gygax and Dave Arneson. 
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