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Welcome to the Domains of the Forge, a world of vio-
lence and conflict that exists to test all who find their way
to its shores. This is a place of danger and complex poli-
tics that are shaped and twisted by those drawn there.
All who come are pulled in by one of seven guardians of
the land through ravaged portals of feathers and claws.
Most come for the promises of profit or power, some come
seeking lost loves or family members, while others are
ripped from their homes, abducted to awaken in the re-
flected realm known as the Forge.

The Forge is so named because it draws heroes from
thousands of other worlds and pushes them toward their
absolute limits, making
them sharper, bolder, and
more dangerous. The
Forge is not precisely a
“natural” world; it has
been crafted over count-
less millennia by incred-
ibly powerful beings — the
seven four-horned feath-
ered fowl of the Great
Oath. These guardians
have reached out through
gates to other planes and
built and populated the
Forge with the best and
most extreme elements of
each world within their vi-
sion. Each of the Seven
holds sway over a differ-
ent section of the planet,
and its surface reflects its
creation by seven very dif-
ferent hands. The Seven are not gods, though it is not
known to mortals what drives their actions.

Upon arrival, newcomers find themselves in a violent
and overwhelming world. Everything brought to the
Forge becomes more exaggerated and potent. Monsters
and beasts become feral, and their offspring become even
more ferocious. Humanoids and other intelligent races
find their lives enriched and their passions inflamed. They
find themselves pushed to grow to their full potential.
Colors on the Forge seem richer, emotions run deeper,
flavors are somehow stronger, and life encourages you to
do all within your grasp—or die trying. Outsiders that
return to their home world find themselves obsessed with
the Forge and feel a deep pull to return. Few are able to
resist this urge, and the ones that do so die regretting that
they did.

In contrast, many of the peoples born on the Forge
taste few such passions and are content to live ordinary
lives. These natives are generally resourceful souls born
from countless outsiders who found themselves trapped
here long ago. Their milder demeanor is thought to be

due to their immersion to the strong sensations of this
world. Interestingly, if a native of the Forge travels to
another world, he finds his senses dulled until he returns
again to his home.

The extreme challenges presented in the world of the
Oathbound to creatures from other homelands make it
suitable for characters of 7" and higher levels. Characters
can enter the world for a brief visit, an extended stay, or a
lifetime of opportunities; the choice is yours. Characters
cannot leave easily, but few should want to, as the poten-
tial for ambitious souls here is far greater than on most
worlds.

L ayoudt

Here’s a brief break-
down of what each
chapter contains:

Chapter 1— Arrival:
This chapter contains in-
formation for how to
merge the Domains of
the Forge with your cur-
rent campaign and how
to use it as a campaign
all onits own. It presents
various elements of the
world of the Oathbound
that you'll need to know
when you first arrive on
the Forge and explains
how characters are
brought to the world.
It's here that you'll find information about the time of
day, seasons, planar astronomy, and gifts bestowed on
player characters upon arrival.

Chapter 2—Inhabitants of the Forge: The many races
that inhabit the Forge are detailed here, as are the flora,
fauna, and animal life one will discover while exploring
the world.

Chapter 3 —Matters of Prestige: This chapter focuses
on prestige classes and ‘enchantments of the flesh,” alter-
ations that characters can undertake to transform them-
selves into prestige races.

Chapter 4—The Seven Domains: This section pro-
vides an overview of the seven domains of the Forge.

Chapter 5—The Black Flock: The ‘four-horned feath-
ered foul” of the Great Oath are detailed in this chapter.
Each of the Seven are detailed, providing valuable infor-
mation as to their motivations and desires for creatures
that enter their domains.




Chapter 6 — The City of Penance: The rule of law, the
cost of goods, the Bloodlords, religions, the undercity and
the Wrack, and the interaction of the various components
of the great city of Penance are detailed here.

Chapter 7— Bloodholds: This chapter details the pow-
erful Bloodlords that rule the city of Penance. Each of the
Bloodlords rule under a strict set of guidelines established
by the Queen, but each has motivations and desires that
serve as a springboard for adventure.

Chapter 8—The Hub Tavern: The largest and most
prestigious inn of Penance, the Hub Tavern is a favored
home base for seeds from across the cosmos.

Chapter 9— Dark Welcomes is an adventure designed
to propel the heroes into the challenges of the Forge.

The Appendices provide new spells, magic items,
feats, monsters, and an assortment of other material to
bring the Domains of the Forge alive. Also included are a
glossary of standard terms and an index.

Terminology

In addition to the game statistics detailed below, there
are a number of terms and catch-phrases used by the na-
tives of the Forge. These are all detailed in the Glossary
(pages 347-349).

While reading through statistics of the various lord
and ladies that reside in the Forge, you'll find a number
of creatures that use abbreviations in their statistic block.
The shorthand used (and the locations that they are de-
tailed) are listed here.




NPC Classes: Adp: Adept; Ari: Aristocrat; Com: Com-
moner; Exp: Expert; War: Warrior. All of these NPC
classes are detailed in the DMG.

Standard Classes: Bbn: Barbarian; Brd: Bard; Clr:
Cleric; Drd: Druid; Ftr: Fighter; Mk: Monk; Pal: Paladin;
Rgr: Ranger; Rg: Rogue; Sor: Sorcerer; Wiz: Wizard. All
of the classes are fully detailed in the Player’s Handbook.

Prestige Classes: Arc: Arcane Archer*; Asn: Assas-
sin®; Blk: Blackguard*; Def: Dwarven Defender*; Dem:
Demagogue; Hn: Hone; Inqg: Inquisitor; Lor: Loremaster®;
Raf: Rafter; Shd: Shadowdancer*; Sta: Stalker; Vig: Vigi-
lante. Prestige classes marked with an asterisk (*) are
detailed in the DMG. All others are detailed in Chapter
3: Matters of Prestige.

Races & Gender: Asherake=a; Ceptu=cp;
Chromithian=ch; Dover=dv; Dwarf=d; Elf=e; <
Faust=f; Frey=fr; Gnome=gn; Half-elf=he; ’
Half-orc=ho; Halfling=hg;
Haze=hz; Human=h; Lunar=l;
Nightling=n; Picker=p;
Silver=s; Valco=v; Female=f;
Male=m; Carrier=c.

The abbreviations work as fol-
lows: (AL/Gender & Race/Class &
Level). This means that Megaera (LG fdv
Pal20) is a lawful good dover female pala-
din of 20th level.

Reading List

In addition to the core books
(Player’s Handbook, DMG, and MM),
you'll find it handy (though not re-
quired) to have a copy of Minions:
Fearsome Foes and Arms & Armor
(both published by Bastion Press
and available at better hobby and
game stores worldwide). Minions com-
pletely details some of the races of the
Forge, while Arms & Armor provides
unique weapons and magical qualities
that you'll see used in Oathbound.

Adventuring in the
Forge

The world of the Oathbound is
a complex web of machinations,
plots, and counter-plots. The
dungeons explored by the heroes
are rarely self-contained do-
mains whose rise or fall
will go unnoticed. Laying
waste to some ancient
temple in the undercity

might have immediate repercussions against the heroes

by the Bloodlord that rules the canton above. The conse-
quences could be a huge victory celebration from the
Bloodlord or a visit by a few assassins; diplomacy is an
art form worthy of attention..

Official adventures always have non-combat en-
counters that allow the less martial of characters their
time to shine. This certainly gives an opportunity for bards
to excel, but any class that takes non-combat skills will
eventually be glad that they did (and probably sooner
rather than later). When the Bloodlords or razor of the
canton asks you a question, you can’t always have the
bard speak on your behalf...

Oathbound takes the exciting parts of city adventur-
ing (political intrigue and NPC interactions) and mixes it
with dungeon adventuring and the discovery of ancient
knowledge. This presents players with numerous role-
playing opportunities while still providing the dungeon
environments where characters can truly polish their

combat talents. Bluff, Diplomacy, and Intimidate
become as valuable as Listen, Spot, and Tumble.

S¢crets and Common
knowledge

The Forge contains a great many se-
crets, and such knowledge is some-
thing that the heroes must learn on
their own. Throughout this text, you'll
find shaded boxes and ‘Secret’ head-
ers that contain these hidden truths.
This material is for the GM so that she
can better prepare adventures; pid'\-'—
ers should resist the urge to read
through it. This material exists to
allow GMs to better understand
the direction of future products
and to give them a clearer pic-
ture of the world.

Of course, GMs are free
to alter the realities of the
Forge to suit their own pur-
poses. Players that try and
take advantage of knowl-
edge their characters do

not vet possess should
expect painful revela-
tions.

A Judge from Penance
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“The thread of wour life on this world
has vun out. Take my hand and T shall
give you a new one, and weave it into
a beautiful tapestry of dreams and
visions such that you have never
imagined.”

- Israfel, The Queen of Penance
Getting to the Forge is a simple matter. It does not re-
quire the use of spells, nor rituals, nor even a knowledge
that the place exists. It requires only that one attract the
attention of one of the Black Flock in some way. The Seven
have the power to bring anyone into the Forge from any
other plane at any time. They may take people individu-
ally, as a group, or even an entire army at once.

The Black Flock constantly send their birds through
portals into thousands of different worlds, searching for
talent and potential. The interest of one of the Seven may
be aroused in many different ways. A party may defeata
powerful enemy against great odds, or perhaps simply
become caught in a desperate situation and display signs
of courage and valor. The Seven are also always on watch
for heroes whose story on their own world has come to
an end, such as those whose lives are about to be snuffed
out, those who have run out of lands to conquer, or sim-
ply those wasting away in a dank cell. When the atten-
tion of one of the Seven is piqued, it manifests, pulling
the object of its attention into the world of the Forge.

When the birds finally disperse, the creatures then find

The PUIl

The first sign that one of the Seven is interested in an in-
dividual is a single black bird. A Feathered Fowl can sepa-
rate a small part of its consciousness and send it anywhere
within its domain. This fragment takes the form of a black
bird, and any member of the Flock can create thousands
of them at any given time. Anything viewed by one of
these birds is observed by the conscious mind of one of
the Seven. If its interest is captivated by anything it learns,
it can manifest its power around one of the birds. The
original bird is suddenly accompanied by a second bird,
then by a third, then by a dozens, until the forms of the
birds begin to blur together. There is a swirl of blackness,
and then suddenly the Feathered Fowl appears before the
object of its attentions.

A Feathered Fowl is typically clear in its intentions,
offering a chance to live one’s life to its full potential and
requesting that the person or group chosen accompany it
back to a world of extreme possibilities. At will, a Feath-
ered Fowl can transport itself back to the Forge to any-
where in its domain. Anyone in contact with it—volun-
tarily or not—is transported with it, appearing in the
world of the Forge. A member of the Black Flock may use
its birds as an extension of its body, allowing it to pull
many people at once.

The Seven do not always offer those they draw into
the Forge a choice in coming,. It's not unheard of for crea-
tures to be transported into the Forge via a dizzying at-
tack of black birds without any other explanation. In such
cases, the birds fly down into a group of creatures and
swarm around, totally blocking out sight and senses,




themselves in the lands of the Forge. The Black Flock
can be somewhat uncaring at times, simply abducting
those that they deem good additions to their domains.

(hoosing a Character

[t is generally assumed that a party that begins play on
the Forge is pulled in from another campaign setting. It's
fine to generate a new party or character specifically for
play in Oathbound, of course. A wide number of options
are available for such characters, including 12 new PC
races, six new prestige classes, and a bevy of new skills,
equipment, and powers.

While some players may choose characters that are
native to the Forge, most may want to play outsiders—
characters that begin their careers on the Forge at the “in-
vitation” of one of the Seven. Both natives and outsiders
can be of any race.

All outsiders feel the intense pull of the Forge on all
of their senses. Joy is more joyful, pain is more painful,
flavor is more flavorful, pleasure is more pleasurable, and
so on. This tends to make outsiders more likely to lead
exceptional lives in pursuit of great emotions and sensa-
tions. Although at most 5% of the population of the Forge
is made up of outsiders, 95% of adventurers, conquerors,
and mercenaries are from other worlds. The main game
advantage of playing outsiders — beyond the initial arrival
gift—is that the Black Flock watch them quite closely and
often grant magical items or assistance.

Natives do not generally feel the exceptional emotional
pull of the Forge, and are less interested in rash adven-
tures than in building a livable home for themselves. As
a rule of thumb, natives are the peacemakers of the world,
and the outsiders are the bringers of strife and war. The
main game advantage of playing natives is that the Seven
pay them little notice, and they are more able to choose
their own fate than outsiders. Natives also are more likely
to know the language, history, and layout of the Forge.

Not all who are pulled into the Forge are at the height
of their power. The Flock have the ability to sense the
potential in a person, and often pull adolescents or even
newborn babies, giving them to native Forge families to
raise. Such characters, when grown, are a good compro-
mise for players, as they receive the benefits of being an
outsider — gifts, heightened sensations, and attention—
without the drawbacks, such as language barriers, cul-
tural differences, and external agendas.

Gathering a Party

The easiest way to pull a party into the Forge is to take
them all at once from a single world. Typically this is done
to allow a group to transition their characters from an-
other campaign setting to Oathbound. In such cases, the
rules for which races can start in which domains can be
ignored, as long as the party members all start from the
same plane. The GM can choose any of the seven domains
for the party to begin their adventures, although Penance
is the most common jumping-off point.

If the party does not all arrive in the Forge together,
some special arrangements must be made. Native party
members can start anywhere, but outsiders may need a
few story hooks to get them from their starting domain to
the party’s meeting point.

[t is highly advised that the PCs all start in Penance.
Conveniently, the Seven occasionally make trades
amongst themselves of new and promising heroes. If no
other hook presents itself, such a trade may allow a char-
acter of any race to start in any location. In exceptional
cases, a Feathered Fowl may even pull or trade for a dis-
parate collection of heroes, placing them all in the same
location and suggesting that they work together.

Barring a trade, the easiest way to get characters from
place to place is through merchant caravans. New out-
siders typically need money or a way to make a name for
themselves, and it is common to sign on with a caravan
as a mercenary guard. The pay is reasonable and cara-
vans are common, running between Penance, Arena, and
Eclipse. Races that start in Wildwood or the Vault may
pay for passage aboard a seagoing vessel to get from place
to place. Races that start in the Kiln or in Anvil are more
difficult to introduce, as travel across Anvil is nearly im-
possible.

The Sifter

All creatures that enter into the world of the Oathbound
must endure a process referred to as the Sifter. The Feath-
ered Fowl are concerned with pulling powerful items and
weapons into their domains in addition to heroes. When
acreature is pulled into Oathbound, a member of the Black
Flock has the option to sift through all his possessions,
taking or adding whatever it feels is best for the
individual’s development.

For example, one of the Seven pulls in a low-level
fighter with a powerful vorpal sword. The Feathered Fowl]
is likely to realize that the warrior is more likely to learn
how to fight better if he isn't relying on his sword to do
the work, so the Fowl sifts the sword from his body dur-
ing transit to the Forge. The sword is now the property of
the Fowl. It may decide to bestow the sword upon a fa-
vorite warrior in its domain, or it may bury it deep in the
Maze as a reward for a skillful rafter, or it may sift it into
a different warrior’s possessions when pulling her into
the lands, or it may simply decide to keep it and use it as
its own.

Magic is more plentiful on the Forge than it is in a
standard campaign. Using Table 5-1 from the DMG, char-
acters have approximately 1.5 times more wealth than
standard PCs. The GM should use the Sifter as a device to
balance out the power levels of the party when pulling
the PCs into Oathbound. Any item, powerful or mundane,
can be added or removed from a PC's equipment list at
the whim of the GM when the characters are pulled. Much
of this depends on whether the GM's home world is of
standard, low, or high-magic levels.

First Impressions

The trip to the Forge is nearly instantaneous, leaving at
most an impression of swirling color and a dizzying sen-
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requiring them to work together to survive.
Once his feet hit the ground, a seed is in-
stantly hit with a wave of intense sensa-
tion. The brightness of the colors hurts
his eyes, his heart swells with passion,
the dizziness of the traveling lingers,
and waves of electricity tingle up and
down his spine. It is at this point in
time that the character’s arrival gift
is bestowed upon him (see Gifts at
the end of this chapter).

All new arrivals are considered
dazed for 1d4 rounds upon arriving,.
Common courtesy in the Forge dis-

allows attacking seeds until this ini-
tial shock of arrival has worn off, al-
though most monsters pay little atten-
tion to convention.
A Flock member typically leaves
immediately after transporting new
seeds into the Forge, although some-
times it lingers for a few moments to
speak a few words of advice or to be-
stow some magic item. The black
birds that marked the arrival of the
Feathered Fowl remain for
a few moments to survey the
situation, typically dispers-
ing once the seeds have re-
gained their bearings.

The Land and its
Borders

A quick glance at the map of the Forge (pages 72-73)
shows that the surface of the world is visibly split into
seven domains, each noticeably different in appearance
and character. A “domain” in this sense is not a political
designation, but the sphere of control of a single member
of the Black Flock. These spheres do not overlap, and to-
gether cover the entire surface of the Forge. Each domain
is physically unique, as each creator has a different per-
sonality, intent, and limitation than the others. Boundary
lines are not as readily visible in the ocean regions, al-
though they are still present, and are obvious when
\*1cwcd at the ocean floor. The seven domains and their
borders are detailed in Chapter 4: The Seven Domains.

sation. A new arrival may be brought to any location in
the domain of the Feathered Fowl who has transported
him; populated areas are a favored arrival point. A Flock
member normally brings a new arrival —called a seed by
the natives— to a place that nourishes an outsider’s po-
tential. A rogue may be taken to a criminal stronghold, a
fighter may be brought into the headquarters of a merce-

_ ¢ : Domain Terrain

r"la.r'y group, or a ranger may be brought in to a dangerous Anvil Mountains, desert, and seas
wilderness area. Arena Desert, jungle, and ocean

[t is actually quite common for one of the Seven to Eclipse Underground
bring a new arrival into a dangerous situation, such as Kiln Volcirioss did shallow sess
the middle of a fight or in the path of a horrible monster. [ D— Cities, grasslands, and plains
This type of trial-by-fire is used to weed out all but the Vault Prozen wastelands
strongest from gaining a foothold in the Forge. A Flock Wildwood Forests and jungles

member that pulls an entire party in at once does not usu-
ally split it up, but instead may drop the characters into a




L eaving the Forge

The powers that created the Oath of Binding took great
pains to ensure that it is a difficult matter for anyone
bound to the plane of the Forge to leave. Those pulled
into the world of the Forge discover that leaving isn’t as
simple as they might wish. While entrance into the world
is an easy matter (it's quite possible to teleport or plane
shift into the domains of the Forge if one knows it exists),
egress from the world requires construction of a magical
seven-piece device, called a key of binding.

Most of the seven pieces can be purchased from sages
and alchemists in the city of Penance, but the final piece
or two can generally be found only by delving into the
Undercity or by exploring various places in the other six
domains. These pieces generally take the form of a frag-
ment of blue stone that radiates a strong magical aura.
Each individual desiring to leave the Forge must construct
a separate key, which is consumed when the creature
leaves the Forge.

The costs to buy the first six parts and assemble such
a key are 1,000 gp per character level (based on the level
one is when one tries to leave). Completed keys are bound
to the individual who assembled them, and are useless if
bought or sold. To complicate matters, the keys become
useless if the creature gains more power (gains a level),
though it is possible to construct a key for a level not yet
reached.

To use the key, one simply activates it, and the key
does the work, Persons using keys of binding are returned
to the place from which they were originally pulled into
the lands of the Oathbound. If egress to another location
is required, a spell such as plane shift must be cast, and
simple possession of a key allows the spell to function
normally.

Plarnar Astronomy

The world of the Forge exists on its own plane in the ma-
terial realm. Though vast, most of the plane is simply hazy,
empty space, filled with the dust of a thousand shattered
worlds. There are, however, five major heavenly bodies
that have formed. In the center of the plane is the irregu-
larly-shaped planet of the Forge. Orbiting around the
world are two suns—one small and red, and one large
and yellow —and two moons, one of water and a smaller
sphere of rust.

The Forge is a small planetoid roughly the size of the
Earth’s moon. Given its size, it is surprisingly dense, giv-
ing it a surface gravity quite similar to the Earth’s. Schol-
ars believe that the Forge possesses an incredibly dense
core. Sages theorize that the Forge originally consisted
solely of this core and that its strong gravity attracted
space debris around it, building it to its present size and
shape.

Almost any type of rock, metal, or other basic com-
pound can be found somewhere on the planet. A large
amount of water is present on the Forge, covering roughly
half the planet’s surface, allowing it to support most forms
of life. Of curiosity is the fact that the Forge does not seem

to move at all in space, other than by rotation on its axis.
The Forge is the only heavenly body on the plane known
to be inhabited.

The 5uns

The two suns of the world orbit around the equator of the
Forge. The larger yellow sun, Crux, is roughly compa-
rable to Earth’s Sol, and is about the same distance away.
The red sun, Storm, is considerably smaller and slightly
larger than the Forge itself. Crux, though larger, is much
more distant than Storm, and hence the two appear
roughly the same size in the Forge's sky.

An item of curiosity to most sages is that both suns
rotate about the Forge. There is still much argument on
this point, but the best theory is that there is a single im-
movable point in the center of the world. The planet itself
revolves around this point, but never moves from its po-
sition in space, compelling the heavier masses (the suns)
to orbit the Forge. It is not understood why the Forge ap-
pears to be fixed in space, although sages place this fixed
point in the precise physical center of the plane itself. Most
believe the Forge to be held in place by ancient and pow-
erful magics, and few seem interested in arguing against
this theory without some kind of proof.

The yellow sun has a perfectly flat and circular orbit,
bathing the Forge in the same amount of heat and light
each day. The constancy of Crux and the lack of a tilt in
the rotation of the Forge is what cause the polar regions
of the Forge to be considerably colder than those near the
equator.

The red sun, in contrast, is quite close to the planet
and is almost closer to an incendiary moon than a true
sun. However, it does give off a considerable amount of
heat and light, and when viewed from the Forge, appears
quite close in size to the yellow sun. Storm'’s orbit is
slightly elliptical and is at a tilt to the Forge, creating the
planet’s seasons.

A day on the Forge is marked by the setting of the
yellow sun, which effectively marks a single complete ro-
tation of the world on its axis. The red sun orbits the Forge
on a monthly (28 day) cycle, while the yellow sun takes a
full year (364 days) to orbit the world. For these reasons,
the standard calendar of the Forge bears 364 days, bro-
ken up evenly into 13 months of 28 days each. Each day
has 24 hours, each hour has 60 minutes, and each minute
has 60 seconds.

The Moons

The Forge bears two moons in addition to two suns. The
larger moon, Anahita, orbits in the same path that the red
sun does, but on the exact opposite side of the planet.
Anabhita’s surface appears to be covered entirely with
water, and it gives off a pleasant blue glow from the yel-
low sun at all times, unless eclipsed. Anahita is commonly
called the water moon, although some refer to it as the
nighttime sun, as its presence opposite the red sun means
that the planet is never bathed in total darkness. The wa-
ter moon is about half the size of the Forge. It is theorized
that life exists on Anahita, but this has not been confirmed.



The smaller of the two moons, Zadkiel, is made of iron
and stone and has a ruddy appearance, as if covered in
rust. Zadkiel is tiny and orbits quite close to the Forge. Its
orbit is somewhat unpredictable and erratic — perpendicu-
lar to the orbits of the other bodies, swinging from pole
to pole instead of around the equator — making it the only
heavenly body ever seen in the sky above the domain of
Eclipse. The rust moon takes seven days to complete its
short orbit and is mostly used to mark the passing of the
seasons, each of which lasts a week. Zadkiel is thought to
originally have been a part of the Forge itself, ripped from
the North Pole by some unknown cataclysm.

The number of bodies orbiting the world tends to make
for an unusual number and combination of eclipses. An-
cient prophesy has it that if ever Zadkiel eclipses both
suns at once over the Queen’s Citadel, the Seven will fall
and great destruction will come to the Forge. Such an
alignment has never happened, although twice a partial
eclipse of this manner has terrorized the population. Sages
have tried to calculate exactly when a full eclipse will oc-
cur, but have had a great deal of trouble as the Zadkiel's
orbit is slightly unstable and has a tendency to wobble.

The Stars

The plane that the Forge inhabits is large, abutting
countless other planes and worlds. Each new plane bor-
dered with the Forge is visible as a glowing circle of light
at the edge of the plane, giving the appearance of a star
when viewed from the planet. Most sages mistakenly
think of the stars as far off suns, but each star is actually a
gate to a new world, used by the Black Flock to draw in
challengers to the Forge. The physical distance to these
gates is phenomenal, restricting all but the Seven, who
are not bound by space in this plane, from approaching
them.

The stars are fixed in the night sky and can be relied
upon for navigation during certain times. However, due
to the brief periods of sufficient darkness the importance
of the stars is minimal. Few navigators learn to use them
extensively, as they cannot be relied upon to be visible
when needed. Astrologers and mystics still pay attention
to the stars, but mostly their efforts are focused on the
alignments of the moons and suns. The people of the Forge
still group the stars into constellations, but these are only
important for identifying ten particular stars, which are
detailed below.




The Northern Star: This bright star is located di-

rectly above the North Pole of the Forge. It is identifi-

able by nearly everyone on the northern hemisphere of
the Forge, and can be relied upon to discern true north.

Stars of the Hours: These eight stars are spaced evenly
around the night sky, directly above the equator. A star
calendar and knowledge of the current date are required
to read the stars, which may be used to discern the time
of day. On the first day of each year the rising of these
stars corresponds precisely to the eight named hours of
the day: Shroud, Slumber, Stir, Toil, Spark, Repast, Ha-
ven, and Regale. As the year progresses, the rising of each
star are offset by a number of hours specified by looking
up the date in the calendar. Each one of the stars of the
hours is identified by its own corresponding constella-
tion.

The Southern Star: This relatively dim star, the op-
posite of the northern star, is located directly above the
southern pole of the Forge. It is recognized by all who
dwell in the southern hemisphere, and is used to identify
true south. The star is found by its position in the center
of a constellation known as the serpent.

Telling Time: Creatures trained in outdoor skills have
learned how to tell time and direction based on the align-
ments of the stars. A successful Intuit Direction check (DC
15) lets the creature identify true north or true south based
on the stars. Local conditions (excessive light or clouds)
can increase this DC by +5 (DC 20 for determining true
north in broad daylight, and DC 25 when doing so dur-
ing a thunderstorm).

The hourly stars are harder to discern, but it's still pos-
sible to do so. A successful Intuit Direction check (DC 20)
informs the creature as to the correct time of day during
times of relative darkness. During times of excessive light
or cloud cover, these DCs increase by +5 (as detailed
above).

Special: Any creature with 5 or more ranks in Profes-
sion: Astrologist or Knowledge: Astrology gains a +2syn-
ergy bonus when making Intuit Direction checks to de-
termine time or direction via the stars.

D2y and Night

Due to the greatly different orbits of the two suns, light
conditions on the Forge vary greatly throughout the
month. Each month, however, has the
same pattern of day and night periods,
as the light/dark cycle repeats every
28 days. The calendar of the Forge al-
lows one to predict the day and night
periods based on any given date.

The first week in a month begins
when the red and yellow suns are
aligned in the sky. The very first day
of the month is marked by twelve hours
of night, followed by twelve hours of
intense bright light from both suns,
which is accompanied by a harsh white
sky. As the week progresses, the red
sun gradually begins to rise earlier each

day, extending the daylight period and making it milder,
while the night period gradually shrinks away.

The second week begins with a six hour period of dark-
ness. After the sixth hour, the red sun rises, giving the
world a bloody crimson sky. At midday, the yellow sun
rises, making the day hot and bright, with a blinding white
sky. After the eighteenth hour, the red sun sets, leaving
the yellow sun high in a beautiful blue sky. At the end of
the day, the yellow sun sets, leaving the Forge dark again
for few hours.

From this point, the night period continues to shorten
until at the third week, the Forge is bathed in red sun-
light for the first twelve hours and then yellow for the
next twelve. Over the next few days, a new night period
begins to form after the red sun sets and before the rising
of the yellow sun. This night period continues to grow
into the fourth week, when the suns begin to align again.
The night periods lengthen and the day periods continue
to get hotter over the next few days, until at the end of the
fourth week, the two suns again line up and the cycle starts
over,

Both suns give off what is considered to be full sun-
light, and the red and white sections in the chart below
should be treated the same as the yellow. For narrative
purposes, light from the yellow sun is akin to Earth’s day-
light, but light from the red sun imparts to everything a
ruddy crimson quality, as if one were viewing the world
through crimson lenses. When both suns are present at
once, the red quality is not noticeable, but everything is
brighter, sharper, and more distinct.

Table 1-2 shows the changing of the day and night periods
over the course of a month on the Forge. Each month shares
this exact same light pattern. Each day in the month is marked
as a square in the graphic, with Shroud (midnight) at the top of
the square, and Spark (noon) in the center. Read the square
downward as each day progresses. The changing colors in the
squares mark the rising and setting of the suns. Black indicates
a night period, red indicates that only the red sun is in the sky,
yellow indicates only the yellow sun, and white indicates both
suns present at once. The names of the days of the week are
shown on the top and the names of the seasons are listed along
the left edge of the table.




The Calendar

The calendar of the Forge is a yearly one, each year bro-
ken into thirteen separate months. Each month has ex-
actly 28 days, making for a yearly total of 364 days. A
year is measured as a single revolution of the yellow sun
around the Forge, and a month as a complete revolution
of the red sun. A day is the measure of time between set-
tings of the yellow sun. Days are broken into 24 equal
periods, called hours, which are purely arbitrary divisions
created simply to tell the time.

Each month is also broken into four seasons, or weeks,
each comprised of seven days. Each month, season, and
day of the week has its own name, and dates are nor-
mally called by their names instead of by numerical val-
ues. The third day of the fifth month, for example, would
be referred to as Blooming Hope, Passion. Years are re-
ferred to numerically, as they are too countless to name.

Hours of the Day

A day on the Forge begins with the setting of the yellow
sun. This begins a 12 hour period of possible night, which
is often overlapped by the red sun. Precisely halfway
though the day, on the 12" hour, the yellow sun rises
again, remaining for another period of 12 hours, this time
of full daylight. These two times, the 0 hour and the 12"
hour, are the most important times of the day on the Forge.
They are referred to commonly as the hours of Shroud
and Spark, respectively.

Between the twelve hours, the other hours are num-
bered zero through eleven. Times are called first by their
numbers and then by their twelve hour. The first twelve
hours of the day are shroud through eleventh shroud, and
the second twelve are spark through eleventh spark. Each
hour comprises 60 minutes, which each comprise 60 sec-
onds in turn. Partial hours are referred to as the number
of minutes past the last hour, such as “Twenty past Fifth
Spark.”

Every third hour also has its own special name based
on the activity traditionally associated with it; these terms
are used interchangeably with the hours’ numerical
names, and everyone on the Forge (except for a few seeds)
understands them. These names are more commonly used
to tell the time instead of the precise hour and minute, as
there are few clocks on the Forge. The hours of the Forge
are listed in Table 1-1: Hours of the Day, along with their
common names.

A typical day on the Forge begins at the hour of
Shroud. A lifer typically awakens at the hour of Stir and
spends the next three hours in personal and domestic
pursuits. By the hour of Toil, those with formal jobs be-
gin their labors. Work lasts through Spark until the hour
of Repast. This is the lunch hour, and traditionally a mod-
erate meal is eaten. After Repast, labor continues for an-
other few hours until the hour of Haven arrives and the
workday officially ends.

Regale marks the great feast of the day, which is usu-
ally a large communal meal accompanied by singing,
games, and merriment. Finally, as the hour of Shroud ap-
proaches and the yellow sun passes away, the people pre-
pare for bed.

Se¢psons on the Forge

The world of the Forge is not tilted on its axis as is Earth.
However, the orbital path of the red sun is not totally flat,
and its power waxes and wanes at the northern and south-
ern reaches of the Forge over the course of a single month.
So while yearly changes on the Forge are less drastic than
those on Earth, the weather patterns are much more fickle
and intense, as the seasons change from week to week
instead of from month to month. This factor has led to
large population centers in many parts of the Forge, as
crops can be harvested monthly instead of yearly, allow-
ing the same acre of land to feed twelve times as many
people as it would on Earth.

A season on the Forge is a week long, and each of the
four seasons occurs once a month. Due to the constancy
of the yellow sun, the seasons are not drastically differ-
ent from one another, especially on the equator, which
stays relatively warm year-round. The northern and
southern regions of the planet fluctuate more in tempera-
ture from week to week than the central regions.

The Four Seasons
Blooming - Days 1-7
Wasting - Days 8-14
Seething - Days 15-21
Sleeping - Days 22-28

Blooming (Spring): The first week of the month on
the Forge is that of Blooming. It is warm in all regions.
The flora of the Forge is at its finest in this week, with
most of the blossoming plants showing their flowers, and
the greens nearly all in season.

Wasting (Fall): The second week of the month is that
of Wasting. Penance itself remains relatively green, but
plants in the north begin to wilt from the heat, and south-
ern plants begin to wither from the chill. Wasting is the
time of harvest, and the sadness of the dying land is coun-
tered by the bounty it offers.

Seething (Summer): The third week of each month is
the time of Seething. It is a time with little darkness to
interrupt the day, and in which the world of the Forge
suffers a constant barrage of sunlight. Seething is equally
hot in the north and the south, but is particularly devas-
tating around the equator, including in Penance. The flora
of the Forge, except for the evergreens, all lose their leaves
and edible parts during the Seething,.

Sleeping (Winter): The final week of each month is
referred to as the Sleeping. Nearly all the plants on the
Forge are dead or barren during the time of the sleeping,
and the air is crisp and still. The northern reaches of the
Forge become bitterly cold during this time, and snow
falls in the upper Wildwood and upon the peaks of An-
vil. The southern areas and the center of the Forge remain
temperate.

Dags of the Week

The seven days of the week each have their own names
and respective traditions built up around them. While
everyone pulled here has their own unique culture and
names for the days of the week, lifers eventually settled
on a single system which is used nearly everywhere. The




common-language translations of the names are listed
below. Many other languages translate the names into
their own tongues, but the meanings are the same.

Anew (Sunday): The first day of the week is called
Anew, as it is always the beginning of a new season on
the Forge. Traditionally, Anew is a day of labor, symbol-
izing the new season’s potential. The minor holidays in-
volving fasting and feasting always fall on Anew each
month.

Demure (Monday): A new season is slowly coming
into its own by the second day of the week, Demure. This
day is also a day of labor, and is seen as the most “nor-
mal” of the days, in which all things are at their most
basic. Holidays never fall on Demure, and festivals, par-
ties, and celebrations on this day are quite rare.

Hope (Tuesday): By the third day, the season is fully
in swing and just beginning to show its power. Hope is
the day of possibilities in which lives may be changed,
fortunes reversed, and excitement shared. Hope is not
typically a day of labor, but one in which all are encour-
aged to leave their homes in search of opportunity.

Glory (Wednesday): On the fourth day, the season
reaches its peak and the full majesty of its power. It is
thought that the greatest of events occur, and that all ma-
jor historical change is wrought on the day of Glory. This
day is also traditionally a day of labor, in fact the day in
which laborers work the hardest, and bear the most pro-
ductivity.

Sate (Thursday): By the fifth day of the week, the
power of the season begins to wane, and the people
struggle to finish their labors. Sate is traditionally the last
day of labor for the week, and it is often spent tying up
loose ends left over from the day of Glory.

Linger (Friday): Traditionally, formal labor is ended
by the day of Linger, and the day is spent in pursuit of
one’s domestic needs and issues.

Fade (Saturday): The day of Fade marks the last day
of the season, and it is traditionally spent in rest, ponder-
ing the happenings of the past week. Most religions that
mark one day of the week as particularly holy choose the
day of Fade for this purpose.




Months and Holidays of the Year

There are 13 months in a year on the Forge, each month
marked by the passage of the red sun. The system boasts
a mythology whereby each month represents a different
emotional stage in the development of the year. No single
person is intended to be represented by the terms, but
simply an average of the emotional cycle a citizen may go
through over the course of the 13 months. The traditions
of any given month are not necessarily something that
everyone participates in, but simply exist to set the mood,
or zeitgeist, of the period. Many of the standard holidays
are natural extensions of this system, as each day of the
year—when specified by week, day, and month—has its
own unique character.

Each of the countless religions on the Forge has its
own set of holidays that the official calendar does not rec-
ognize. However, there are eleven major non-religious
holidays that nearly every native celebrates. These holi-
days are unique, each having evolved from a wide vari-
ety of different cultural celebrations and religious ceremo-
nies. Elements of some traditions have been woven to-
gether over the years, and other aspects forgotten, pro-
ducing eventually a complex collection of rites and ac-
tivities that have become the major holidays of the Forge.

The first (Blooming Anew) and fifteenth day (Seeth-
ing Anew) of each month are always holidays of sorts
and are traditionally celebrated with fasting or feasting
respectively. Formal labor is not stopped on these days
except on Firstday and Midyear, which are considered
proper holidays. The major holidays are listed below un-
der the month in which they occur in each year.

The Forge Annual Calendar
1. Prime

e 1 - Firstday

e 28 - Queensday

2. Prosper
3. Sorrow
4. Scheming

e 20-Knavery
5. Passion

e 4-Hedony
6. Purity
7. Axis

e 15- Midyear
8. Stillness

e 28 - Darkness
9. Stirring
10. Savage

e 18- Frenzy
11. Scourge

e 19 -The Lash
12. Ravage

e 11 - Bloodbath
13. Atonement

e 3 -Gifting

e 28 - Lastday

T ki WY

Prime: The first month of the year is called Prime
and is meant to represent a beginning, a chance for new
fortune and new hopes. Prime marks a return to normalcy
from the manic emotional states of the last months of the
year. Labor is approached with a new vigor, and new
friendships, relationships, and alliances are made.

1 - Firstday: The day of Blooming Anew, Prime is the
first day of the year. This is the day of oath making and of
renewing vows. People make pledges to others and to
themselves as to how they will behave in the coming year.
Couples reassert their commitments to one another, and
broken contracts are revived and confirmed. It is a day of
peacemaking and of building new relationships. Firstday
is also a day of fasting.

28 - Queensday: The day of Sleeping Fade, Prime is tra-
ditionally referred to as the Queen’s Day, as by her proc-
lamation: On this day, none shall harm another. While her
proclamation is only binding in the land of Penance, it is
customarily followed in all parts of the Forge. People gen-
erally leave their homes on this day to go out and greet
everyone they meet with a warm welcome.

Prosper: Prosper, the second month of the year, is also
the most productive. The people are yet to grow weary of
their labors and spend most of the month in pursuit of
their formal occupations. This month is renowned for the
greatest acts of craftsmanship and hard work, and for the
largest crop yield of the year. The great buildings are con-
structed in this month, many wondrous items are crafted,
and the population is at its richest.

Sorrow: The third month is known as the month of
Sorrow, for by this time the people are said to have tired
of their labors and fall under the spell of a listless depres-
sion. Productivity drops off, moods decline, and a gen-

. eral sense of displeasure creeps over the land.

Scheming: After the month of Sorrow, the minds of
the people are said to begin whirling and dreaming, think-
ing up grand plans of escape from the doldrums of their
lives. Little action is taken, but a greater sense of hope
and happiness begins to creep over the people. This is the
month of Scheming, and is a time of daydreaming and
soul searching. This month is said to be when the people
first glimpse the changes that are approaching.

20 - Knavery: The day Seething Linger, Scheming, or
“Knavery”, is infamous as a day of authorized mischief.
Theft and thievery is allowed, as long as that which is
stolen is returned by the end of the day unharmed. Tradi-
tionally, when items are returned, the owner must offer a
reward of money, a gift, or service to the thief. The value
of the gift offered is supposed to be in proportion to the
value of the item stolen. This day is also a day of practical
jokes, and a time to fool others with wild lies and tall tales.

Passion: By the fifth month of the year, the scheming
is over, and the people are ready to act. Great changes are
wrought in this month of Passion, as the citizens of the
Forge act out their desires and plans for change. People
quit their jobs, love affairs are ignited, great ventures are
begun, and pleasure runs rampant in the streets. For ob-
vious reasons, the month of Passion is considered by many
to be their favorite time of the year.

4 - Hedony: The day of Blooming Glory, Passion is the

most highly anticipated day of the year by much of the geg

population, as it is the day of Hedony and a time of pure
pleasure. Combatants are cleared out of the arenas of




Penance and the public spaces of the other lands, and

hordes of lustful citizens pour in, intent on sating their
desires in a full day of wild abandonment. It is a day in
which all people are traditionally considered to be free
from their romantic commitments and free to experiment
with love in all its forms with whomever they desire.

Purity: The month of purity marks a sharp change in
the emotions of the people, as they weary of their out-
bursts and bold moves, and begin to get serious about
their new roles in life. Labor is renewed, and relation-
ships damaged by outbursts of passions are patched up.
Peace, calmness, and normalcy return to the land.

Axis: The seventh month sits right in the center of the
year’s time line. It has no predetermined character of its
own, but the mood of the population is closely scrutinized
and monitored. The perceived mood is said to be repre-
sentative of that of the year as a whole, and the year is
typically remembered in history based upon this factor,
whether it be famine, prosperity, tragedy, triumph, or sim-
ply boredom.

15 - Midyear: The day of Seething Anew, Axis is con-
sidered to be the central day of the year and is celebrated
with joyful parades and wild exuberance. The people
dress in colorful costumes and run through the streets,
cheering and celebrating the glory of the year. Midyear is
also the greatest feast of the year. As the evening ap-
proaches, the people all gather together for a truly spec-
tacular meal, giving thanks for the bounty of the land.
Midyear is also the holiday most associated with drunk-
enness and gluttony.

Stillness: After the seventh month, the historical per-
ception of the year is said to be set, and the people fall off
from their pursuits in sort of a lazy slumber. Little of im-
port is said to happen during the month of Stillness, and
the population as a whole views it as a time of rest, both
in healing from the labors of the first half of the year, and
in preparation of the fury of the second half.

28 - Darkness: The dav of Sleeping Fade, Stillness is
probably the most unusual holiday of the year. This is
the day of Darkness, a celebration of the limited night on
the Forge. Labor is halted throughout the world, and all
citizens are encouraged to remain in their homes through-
out the entire day with the shutters drawn and the cur-
tains closed. The day of darkness is supposed to be used
as a day of inward reflection and of pondering, one in
which no labor of any kind is done.

Stirring: After their month of relative rest, the people
of the Forge begin to grow restless and agitated in the
ninth month, the month of Stirring. The people are un-
easy and irritable, and tempers run high. Labors are in-
creased, but more from displaced energies than through
a real desire to do work. People again appear ready for
another kind of outburst.

Savage: The passions of the people reemerge in a new
way in the month of Savage. Self control is tossed aside,
and people revel in dirt and soil, glut themselves on great
feasts, dance wildly, scream yell and howl, and generally
give in to their base instincts.

18 - Frenzy: The day of Seething Clory, Savage is by
far the wildest day of the year. As the setting of the red
sun commences in the ninth hour of the day, the people
of the Forge all file out of their homes and begin howling
and twirling about, dancing wildly and frantically. Mu-

sicians and bards join the crowd and whip them into a
frenzy with their music. All day long the crowd rushes
up and down the streets, madly dancing, sweating, and
screaming until everyone collapses from exhaustion and
pain. At then end of the day, the participants stagger back
to their homes.

Scourge: The month of Scourge is the reassertion of
the conscience and of reason. It is a time of forced self
control, where the people try to again suppress the mad
passions that welled up in the month of Savage. People
again return to their labors with a renewed frenzy and
put on a false air of peace and normalcy. This is also typi-
cally the time when the people’s personal religious be-
liefs are at their strongest.

19 - The lash: Seething Sate, Scourge is the day when
the ideals of the month of Scourge are physically acted
out. The people fasten heavy objects to ropes and chains
and carry them or drag them along as they parade slowly
through the streets. Others join their ranks carrying whips
and proceed to lash themselves rhythmically, often splash-
ing or dripping their blood and sweat upon the members
of the parade and the observers. Those in the procession
are completely silent, accepting their burdens with sto-
icism.,

Ravage: The suppression of the month of Scourge fi-
nally takes its toll upon the people in the month of Rav-
age, when their emotions burst forth again in a mass of
anger and fury. The arenas are filled to the brink at this
time, and people revel in battle, war, and bloodshed. Many
challenges are issued to Bloodlords during this month,
and many other more personal duels are fought and con-
ducted as well. Ravage is also the time in which lingering
resentments that have lasted throughout the year come
to a head and are fought out, whether diplomatically or
physically.

11 - Bloodbath: The day of Wasting Glory, Ravage, or
Bloodbath, is truly the most frightening day of the year.
The arenas are booked solid for the entire 24 hours, as
combat after combat is arranged for the pleasure of the
spectators. This is the day when duels are fought, scores
are settled, and anger is unleashed. At the end of the day
comes the free-for-all, when the floor of the arena is
opened to all who would enter it. Many of the spectators
who have watched the entire day’s spectacle are worked
into a rage and rashly charge into the ring. When all who
would fight have entered, the floor is closed, and all on it
must battle to the last man. To the winner goes the spoils,
which on the day of Bloodbath are great indeed, includ-
ing both monetary reward and prizes of rank and pres-
tige. The winner of the bloodbath is often granted a high
ranking position in the local military. In Penance,
Bloodlords often choose this winner as their personal
champion, and in many less populated areas, such as in
the caverns of Anvil, the winner is considered the mayor
of leader of the town for the next year.

Atonement: By the last month of the year, the ids of
the people are finally glutted, and their passions are sated
and exhausted. The month of atonement is a time of look-
ing back over the year and making peace with its events
and cleaning out one’s life in preparation of the new year.
Apologies are offered and accepted, and lingering prob-
lems are resolved. The month of Atonement is a period of
cleansing, both physically, as the people traditionally



clean out their living and working spaces, and mentally,
as people actively strive to bring closure to the events of
the year.

3 - Gifting: The day of Blooming Hope, Atonement is
commonly known as the day of Gifting. Beforehand, the
people make and purchase gifts of all sorts, and on the
day itself they deliver them. The gifts are not given to
friends and loved ones, however, but to one’s enemies. A
general truce is called on this day on blood conflicts to
allow for the exchange of the gifts. The gifts themselves
are never cruel and insulting, but rather thoughtful and
heartfelt. The gifting is said to encourage peace and rec-
onciliation with one’s foes. Such gifts are not a sure way
to end a feud or make peace with an enemy, but failure to
give a gift from the heart or of sufficient value for your
station can be a horrible burden to bear for the rest of the
year (politically and otherwise).

28 - Lastday: The day of Sleeping Fade, Atonement is
the last day of the calendar year. On this day, the people
clear their lives of the burdens of the past yvear and pre-
pare themselves for a new one. Bonfires are lit in public
squares and in the centers of towns. Each person
brings with him a memento of the passing year # {

A frey astronomer displays the cosmos
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to throw onto the fire. This memento may be as simple
as a written list of their burdens, or it may be a more
symbolic item, such as a weapon, a doll, money, or a draw-
ing or painting. Musicians and bards also gather around
the fires on this day, and traditional songs of passing and
renewal are sung by all.

The Reckoning of Years

Years are innumerable on the Forge. They are counted,
but no one has any idea when t]w world itself was cre-
ated, or even when the first person came to the world. In
the massive archaeological undercity of Penance, for ex-
ample, settlements and items have been found that ap-
pear to be over a million years old. Even the Seven, who
are thought to have built the world of the Forge, do not
know its age, as such creatures are not as concerned with
the passing of time as are mortals. Few doubt that the
world itself is any younger than several billion years.

In order to help wrap their minds around the great
span of history, the inhabitants of the Forge tend to mea-

_sure years here based on great events.

y & ™» Typically every few thousand years,

a new point of reference is chosen.
The current year is rarely used as
the zero point; instead an impor-
tant historical occurrence, signifi-
cantly more recent than the one
currently referenced, is selected,
and the current year is then renum-
bered based on this new event.
j"’ There is no official cultural office on
the Forge that decrees such changes,
they simply tend to evolve on their own,

. as the pcoplc slowly begin to forget the
distant past in favor of the not-so-distant past.
Due to this organic progression of things, some of
the smaller subcultures on the Forge use different refer-
ence points to count the years than the bulk of the popu-
lation does. Such variety, although quite natural, tends
to confuse further the much-contested age of the planet.

Over the ages, many different types of events have
been used to mark the years, but the current one is the
most recent partial eclipse of both suns by the rust moon.
The current year is referred to as 941 e2. This means that
it has been nine hundred and forty one years since the
second great eclipse.

The second of the great eclipses was a time of great
fear and anticipation by the people of the Forge, how-
ever, it proved to be ultimately uneventful. The first of
the two great eclipses occurred over 50,000 years ago, and
is notable as the moment when the master thief Annoxus
stole into the great citadel at the top of the world and
took over the seat and name of Colopitiron, one of the
Seven.

Gifts

Each outsider that enters the Forge receives an extraor-

dinary power, referred to as an arrwal gift. These gifts
fade if a character ever leaves the Forge. Some
say that they are given by the Feathered Fowl as

an enticement to remain; others believe them to
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be the effect of the land itself. The truth is that these
gifts actually come from the magic of the god who origi-
nally created the plane and whose life essence still per-
meates the world. They are not so much consciously be-
stowed as they are fragments of his shattered energy.

Gifts vary between creatures, but they typically match
their personalities in some way. A gift pushes an indi-
vidual toward fulfillment of her desires (that which the
character strives for) and her destiny (that which remains
hidden from all). It is recommended that the GM hand
pick the gifts for each of the PCs. These gifts may be of his
own creation, or they may be taken from those detailed
below. Gifts should never be too powerful or overbalanc-
ing to the game — they should simply help make a charac-
ter a little more interesting.

Gifts are not always apparent to those who have re-
ceived them. A character gifted with a chameleon power
may not discover the gift until she attempts to hide from
someone—even then, she may not notice the effect her-
self. Some powers, like increased ability scores, are im-
mediately apparent to a character. The GM is encouraged
to use common sense when determining character aware-
ness of a gift, and players are encouraged to roleplay the
discovery. Anyone that takes the time to concentrate on
herself in an effort to discover a gift should receive at least
a small hint.

Not all gifts are bestowed upon arrival. As heroes
strive to shape the fate of the Forge, they may discover
additional gifts are granted to them when they perform
particularly heroic deeds. If a character performs an ac-
tion so impressive, bold, or cunning that it truly turns the
tables of an adventure, the GM should consider granting
her an additional gift. Earned gifts are typically slightly
more powerful than arrival gifts, but they also match a
character’s personality and should be carefully selected
by the GM.

L,'br-.«plé' vy ival Gifts

The following gifts are suitable rewards for player char-
acters as they enter the Forge. Additional arrival gifts can
be created by the GM to better match the scope of his cam-
paign and desires and destinies of the PCs. The bonuses
granted by these gifts stack just like other bonuses of the
same type; refer to the DMG for more details.

Ability Boost: A single ability score is raised by 2
points. This ability increase is an earned increase (just like
gaining levels) and is not considered an inherent bonus.

Brave: You are highly resistant to fear, receiving a +4
morale bonus to all saving throws vs. fear effects.

Chameleon: You blend into the surrounding when
hiding, adding a +6 circumstance bonus to all Hide checks.

Charm: You can get your way simply by flashing a
smile. Add a +4 circumstance bonus to Diplomacy and
Gather Info checks when this power is used.

Connected: You can intuitively sense whenever one
of your friends is in mortal danger. This ability tells you
who is in danger along with a vague image of where your
friend is at and the general threat. Every 1d4 rounds, new
images appear in your mind until the threat ends.

Empathy: You can sense the emotional state of those

around you. Roll an empathy check (equivalent to a Will
save with a DC equal to 5+level of person being read).

Success indicates that you can read the emotions of the
target, such as anger, fear, nervousness, lust, etc. This abil-
ity may be used once per interaction.

Efficient: You can go for a number of days equal to
your Constitution score without eating or drinking and
suffer no ill effects. Once this time is up, you are equiva-
lent to an ordinary person who has just eaten. Whenever
you eat a full meal, you can again go your full number of
days without eating or drinking.

Focused: You are particularly focused in your pur-
suits. All arcane spells of a selected school cast by you are
as effective as if you were one level higher.

Funny: You are a gifted physical comedian, able to
get others to laugh, regardless of language barrier. Using
this ability is a full-round action that provokes an attack
of opportunity. It requires all onlookers to make a Will
save (DC 10+comedian’s Cha bonus+'2 his level) or be
distracted for as long as the antics are kept up. Distracted
creatures receive a -1 concentration penalty to all die rolls,
generally laughing and smiling at the comic’s antics. Suc-
cessful use of this gift allows a +2 synergy bonus to the
Charisma check made to influencing an NPC’s attitude,
Creatures with an Int score of less than 3 are unaffected
by this ability.

Good looking: Your looks improve greatly. Your Cha-
risma goes up by 1, and rolls to influence the attitude of
an NPC receive a +5 circumstance bonus.

Healthy: Your immune system is particularly effec-
tive, adding a +3 competence bonus to all saving throws
vs. poison and disease.

Inconspicuous: Your presence doesn’t elicit suspicion
from others, granting you a +4 luck bonus to all Hide and
Disguise checks.

Inspiring: Your words carry more weight and affect
others more deeply than before. Perform and Diplomacy
checks are each increased by a competence bonus of +4.

Intimidating: You tend to make others nervous when
they interact with you. In addition to gaining a +4 com-
petence bonus to Intimidation checks, you can make use
of the Frightful Presence exceptional ability (from the MM)
once per day.

Intuition: You have developed a heightened intuition,
gaining a +6 competence bonus to all Sense Motive checks.

Jovial: You seem particularly warm and disarming to
others. You gain a +2 competence bonus to all Perform
and Gather Information checks, as well as +3 all to rolls
to influence the attitude of an NPC.

Nimble: You have developed unusually nimble fin-
gers, granting you a +4 competence bonus to all Pick
Pocket and Open Lock checks.

Poker faced: You are a particularly good liar. Add a
+6 competence bonus to all Bluff checks attempted. This
bonus doesn’t work in combat against the same creature
more than once per day.

Quiet: You are unusually quiet when moving about,
gaining a +6 competence bonus to all Move Silently
checks.

Resilient: You are particularly impervious to blows.
Gain a Damage Reduction of 1 against all physical blows.
This gift stacks with the barbarian’s damage reduction
ability.



Shapechanger: You gain the ability to change into a
single ordinary animal (selected when you receive this
gift) as per the druid’s wild shape ability (but without the
healing benefits). You can change into the animal and back
once per day plus once per every five levels you have
attained. If you're a druid, this ability stacks with your
wild shape class ability and you gain the healing benefits.

Sneaky: You can scamper around in the shadows
without being noticed. You gain a +2 competence bonus
to Hide and Move Silently checks. You also receive a +2
luck bonus to savings throws to prevent from being de-
tected by magical means.

Talented: You are highly adept at a particular craft or
profession. Pick either a single Craft or a single Profes-
sion skill, and gain a +6 competence bonus to all checks.

Telepathic: You can speak to others with your
thoughts. This ability transcends language barriers. Range
is ten feet, or 60 feet when communicating with other
telepaths. You may only communicate with one creature
at a time in this manner.

Thick skin: Your skin toughens, giving you a natural
armor bonus of +2. If you already have natural armor, its
bonus increases by +1.

Understanding: You gain the ability to speak and un-
derstand up to three of the languages of the Forge.

Valiant: You are particularly stalwart and noble. You
gain a +2 bonus to your Leadership score.

Wild talent: You gain the ability to cast a single spell
of level 1 or 0. This ability can be used up to once per day
plus once more per every five levels you have attained.
Arcane spell failure penalties apply to wild talents. Caster
level is half your overall level, or your normal casting
level, whichever is higher.

Willful: You are particularly headstrong, gaining a -

+2 competence bonus to all Will saving throws.
Youthful: This gift is typically only applied to char-
acters who are middle aged or older. Their physical age
is reduced, moving them precisely halfway into the age
category previous to where they were at. The character’s
Str, Dex, and Con are normally each raised by 1, while
the character’s mental abilities remain the same.
Zealous: You are particularly fervent in your faith.
All divine spells of two selected domains are treated as if
you are one level higher when you cast them.
Fa

ample £arned GiFts

Favor in the Forge can earn gifts from the magic that per-
meates this plane. The gifts detailed below represent typi-
cal rewards for heroes that overcome the many perils that
face them.

Adorable: Everyone you meet finds you extremely at-
tractive. You gain a +4 circumstance bonus to all Perform,
Diplomacy, and Gather Information checks.

Danger Sense: You feel a tug in the back of his mind
when sudden danger lurks just around the corner, such
as an ambush, a dangerous waterfall ahead, or a sneak
attack. Roll a Will save (DC 10+level of person intending
harm you, or DC 15 if an environmental danger) to re-
ceive this warning. A successful save prevents you from
being surprised by the danger and allows you to call out
a warning to others (which might allow them to avoid
being surprised by the danger if they make a successful

Spot check to notice it). This ability does not apply to
traps. Danger sense is not a conscious ability, and all
rolls for it should be made secretly by the DM.

Dream walking: You can enter the dreams of a sleep-
ing creature and either spy on them or deliver a message.
To enter a dream, you must make a dream walk check,
which is equivalent to a Will save (DC is 10+level of
dreamer). This power has a range of 60 feet.

Ethereal sight: You can look through doors and walls
as a full-round action, up to a range of 30 feet. You can
also see any creatures or objects existing only on the Ethe-
real Plane. This power does not allow you to look through
lead sheeting or magical protection, nor does it allow you
to see in the dark. This ability has a duration of 10 rounds
(one minute) and can be used once per day, plus once per
point of Int bonus.

Famous: Everyone that you meet believes that they
have heard of you in some positive way, granting a +4
circumstance bonus to all Diplomacy and Bluff checks, as
well as a +5 morale bonus to all rolls to influence the atti-
tude of an NPC.

Mesmerizing: Your gaze seems to hypnotize those
who look into your eyes. Anyone willingly doing so can
be affected by your voice as by the suggestion spell. This
ability has a range of five feet, and can be used once per
day plus once more per point of Charisma bonus.

Mind reading: You are able to read the surface
thoughts of those around you as if using the detect thoughts
spell. Anyone resisting this power must roll a Will save
(DC 10 + your Int bonus +1 per every three levels you
have attained). Failure indicates that the target’s surface
thoughts are understood by you. This ability has a range
of ten feet and can be used once per day, plus once per
point of Intelligence bonus.

Precognitive: You are able to sense events before they
happen. As a full-round action, you may concentrate on
the future. When this ability is used, roll a precognition
check, equivalent to a Will save (DC 20). If the check is
successful, you receive a vision of a single event that is
likely to occur in the next five minutes. This ability can be
used once per day, plus once per point of Wisdom bonus.

Persuasive: You are particularly good at swaying oth-
ers to your point of view. You receive a +4 competence
check to all Diplomacy and Gather Information checks,
as well as a +5 morale bonus to all rolls to influence the
attitude of an NPC.

Telekinetic: You can move objects with your mind.
Range of this ability is 20 feet. Only one object, weighing
less than five pounds, can be moved at a time. Use of this
ability is a standard action.

Wild talent, greater: You gain the ability to cast a
single spell of level 2, 1, or 0. This ability can be used up
to once per day, plus once per every five levels you have
attained. Arcane spell failure penalties apply to wild tal-
ents.
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The races of the Forge ave innumer-
able. A scholar may spend three life-
times in the pursuit of cataloging
them only to find that he has but

mavved their surface.
- Amphion, sage of Penance

The people of the Forge hail from thousands upon thou-
sands of different worlds and planes. Creatures encoun-
tered in the lands of the Oathbound may be of any con-
ceivable race and species. Since most races are few in
number, the intelligent creatures in the Forge tend not to
form alliances or settlements based on species or race, but
rather on profession, necessity, location, and political
philosophy. This is not to say that racism does not exist
on the Forge, simply that it is more hidden than on other
worlds. All who come to the Forge bring their beliefs and
prejudices with them. Those that want to survive learn to
quickly adapt their mindsets.

Population and Language

While most races of the Forge are few in numbers, a few
races in particular have managed to thrive in the envi-
ronment and now make up a large proportion of the na-
tive population. As each of the Seven has access to a dif-
ferent set of worlds, the dominant races vary between
domains. These native races set the tone for the local cul-
ture, and their languages typically become the common
tongues spoken in their area. The races considered com-
mon on the Forge are listed below, along with a descrip-
tion of their spheres of power and influence.

Humans are found throughout the domains of the
Forge, although their population center is located in the
city of Penance. The human tongue —common — has be-
come the official language spoken within the city and its
surrounding domain. Humans make up roughly 30% of
the population of Penance. Human outsiders may be
pulled into any domain.

Asherakes can be found in all of the domains of the
Forge, although their stronghold is in the domain of Arena,
where they make up 15% of the population (a strong plu-
rality in this chaotic land). Unlike most other species that
come to the Forge, asherakes maintain a strong prejudice
toward all other races. Consequently, their language is
only spoken in their exclusive areas of control. Asherake
outsiders may only be pulled into Arena.

Ceptu are quite common in the enormous northern
ocean. Their language is used by most undersea races in
this region, although land based races are unable to speak
it without magical assistance. The ceptu use their mental
powers to build enormous stone cities that form the cul-
tural centers of the northern seas, Ceptu occasionally come
onto land to trade with other races, but usually not with-
out a hired translator. Ceptu can travel through the sea
caves linking the ocean to the great sea of Eclipse, and a
few can be found dwelling in these dark waters. Ceptu
make up 15% of the intelligent population in the north-
ern sea. Ceptu outsiders may only be pulled into the north-

ern ocean regions of Penance, Wildwood, Anvil, or
Arena. Although occasionally a ceptu is pulled into the
ceptu colony in the Wellspring at the center of Penance.
Most ceptu in the Forge understand the Aquan tongue in
addition to their own.

Chromithians can be found in Anvil, Arena, and the
great plains of Penance, although they are only a domi-
nant species in the eastern desert region of Anvil. In this
area, the chromithian tongue is spoken by nearly all, al-
though the population here is quite low. Chromithians
make up 10 percent of the total population of Anvil, and
nearly forty percent of the population in the eastern desert
region. Chromithian outsiders may only be pulled into
Anvil, Arena, and Penance.

Deep fey dwell deep in the caverns of Eclipse. They
always remain underground, and never venture into the
open air regions of the domain. They prefer that their pres-
ence remains unknown, and although their influence is
felt throughout Eclipse, most that dwell there remain
oblivious to their existence. Their language is not spoken
by others. Deep fey outsiders may only be pulled into
Eclipse or Wildwood. Some deep fey also speak
Undercommon.

Dovers are found in the domains of Wildwood, Pen-
ance, and Anvil. They are the most populous race in Wild-
wood, where they make up 30% of the native population.
The Dover tongue is spoken by most of the intelligent crea-
tures in Wildwood, although it is rarely understood else-
where. Dover outsiders may only be pulled into Wild-
wood. Many dovers speak common in order to trade with
the people of Penance.

Faust hunt in the mountains of Anvil, the forests of
Wildwood and Eclipse, and in the ruins of Penance. Few

- races besides the faust themselves speak Faust, and faust

rarely learn other languages. A number of faust in the
city of Penance have become civilized and dwell in the
occupied parts of the city. These faust have learned to
speak the Common tongue. Faust make up only a single
percent of the population of Penance. Faust may be pulled
into Penance, Anvil, Wildwood, and Eclipse.

Frey are common in Penance, both in the cities and in
the great fertile plains. Frey also venture into the Wild-
wood, and many dwell in the foothills of Anvil. The frey
tongue is rarely learned by other species (in fact, frey like
to keep it that way), but the frey are quite good about
learning the dominant local language. Frey make up
roughly 15% of the population of Anvil. Frey may be
pulled into the lands of Penance, Anvil, or Wildwood.

Haze are found throughout the Forge. Haze are most
populous in Arena, where their strength and willingness
to follow orders makes them excellent warriors. Haze are
also common in Eclipse, as they do not need light to see,
and in Penance, where they serve as loyal laborers and
bodyguards. Haze have no language of their own, as they
can convey their thoughts telepathically, but they typi-
cally can comprehend the local language. Haze make up
a good 15% of the population of Arena. Haze may be
pulled into Arena, Penance, or Eclipse.

Ith'n Ya'roos are not well adapted to temperate cli-
mates, and are mainly limited to the frigid polar region
of the Vault. Their time is mainly spent in survival, and
in fighting off the undead hordes that roam the great
landscapes of the Vault. Most of their settlements are




located on the row of fortified islands on the edge of the
great southern sea. The ith'n ya'roo make up 45% of the
living population of the domain, although if all inhabit-
ants are counted, they account for only around 10%. The
guttural and deep language of the ith'n ya'roo is spoken
throughout the lands of the Vault. Ith'n ya'roo outsiders
may only be pulled into the Vault.

Kniik are quite common in the domain of the Kiln,
although they are never found elsewhere. Occasionally, a
few wander into Anvil on errands, although they always
return to their own lands as soon as possible. Kniik is the
dominant tongue in the Kiln, where the kniik make up
40% of the native population. Kniik outsiders may only
be pulled into the Kiln,

Lunars dwell mostly in the eternal darkness of Eclipse.
There however, they are quite common, and easily are
the most dominant race at the top of the world. Their lan-
guage is spoken by all who dwell on the surface of Eclipse.
Lunars on rare occasions make their way to Penance for
matters of business, and some go there seeking power and
fortune, but otherwise they never leave their dark domain.
Lunars make up 25% of the intelligent population of
Eclipse. Lunar outsiders may only be pulled into Eclipse.
A few lunars also speak common.

Nightlings can be found in the northern reaches of
Wildwood, the great valley of Eclipse, and the forest re-
gions of Anvil and Penance. They are also known to loot
and scavenge the vast battlefields of Arena, although they

rarely are encountered in any of the innumerable battles
there. Nightling outsiders may only be pulled into Eclipse,
Anvil, Wildwood, or Penance. Many nightlings under-
stand the common tongue, although they pretend not to.

Picker caravans migrate throughout the domains of
the Forge. Life for the pickers is oddly little different here
than on other worlds. Pickers maintain their own language
and culture, although few others bother to learn it. Pick-
ers are not a dominant population in any land, although
they are common in most inhabited areas. Picker outsid-
ers may be pulled into any domain. Most pickers learn
common in order to trade and bargain effectively with
other races.

Silvers are normally found only in the great cities of
Penance. Silvers are arrogant and prefer to speak their
own language, however, they are not numerous, and are
typically forced to communicate in the common tongue.
Silvers make up less than a single percentage of the popu-
lation of Penance, but have great influence there. Silvers
may only be pulled into Penance.

Urgoda dwell in the caverns linking Wildwood with
Eclipse, although much closer to the surface than the deep
fey. Urgoda hire themselves out as guides, and take trav-
elers between the two lands for sizable fees. Urgoda speak
their own language, but any guide worth his fee also
speaks Dover. A few urgoda understand Undercommon
as well. Urgoda outsiders may only be pulled into Eclipse.




Valco may be encountered amongst the
plains and ruins of Penance, or in the
armies of Arena. No one but them speaks
their language, although many valco are
well versed in the common local tongues.
Valco do not typically live in the cities and
inhabited areas of the Forge, but instead
make their homes in the outdoors and in
the many ruins scattered throughout the
landscape. Valco make up 30% of the in-
telligent population of the wilderness ar-
eas of Penance, however if the city dwell-
ers of Penance are counted in, the valco
population is negligible. Valco outsiders
may only be pulled into Penance and
Arena.

Vogel are rare in most of the Forge, al-
though they can be found in great num-
bers on the islands bridging the domains
of Arena and Wildwood. Their chirping
tongue is dominant here, although most
other races find it difficult to master. A few
vogel also understand Auran. Seventy per-
cent of the native population in this area
is made up of vogels. Vogel outsiders may
be pulled into either Arena or Wildwood.

Other intelligent species can be com-
monly found throughout many of the do-
mains of the Forge. Gnarls dwell in An-
vil, and are rumored to have spread into




the Kiln. Hovara run lucrative

trade businesses smuggling the
citizens of Penance into the great
armies of Arena. Elves can be
found in Wildwood, as well as in
Anvil and in the city of Penance.
Dwarves are occasionally found
in the armies of Arena or in the
mountains of Anvil or the Kiln.
Gnomes can be found in Eclipse,
and sometimes in the city of Pen-
ance. Orcs and half-orcs are com-
mon in Arena; half-orcs can also
be encountered in Penance.
Halflings dwell in Penance, both
in the city and in the countryside.
Gnolls are often seen in Wild-
wood. Goblins are common in
Arena, but nowhere else. Kobolds
are typically found only in
Eclipse.

Half-Breeds exist in the
Forge, although they are not common. While common
half-breeds such as half-elves are found in the Forge, many
mixed races here are of odd and unusual types. This is
mostly due to the way people are pulled in from all over
the multiverse. Some inhabitants are unable to find a suit-
able member of their own race to breed with, and thus
end up creating new crossbreeds. Use of half-breeds is
strictly up to the whim of the GM.

And many more... GMs are encouraged to create their
own races and species for use in the domains of the Forge.
Since the plane of the Forge touches nearly all other ma-
terial worlds, anything is possible. GMs have an unlim-
ited range of options and can use creatures from any
source, whether it be another product or their own imagi-
nation. Players too are encouraged to create their own
races, with the GM’s approval, when building characters
for Oathbound.

Oathbound Races

Fully detailed here are five new intelligent species that
can be found on the Forge —ceptu, frey, haze, lunar, and
silver. Also detailed here are creatures from Minions: Fear-
some Foes that can be used as PC races. You won't neces-

sarily need Minions to use these races in your Oathbound
campaign, but doing so will result in a richer experience.

These races are suggested for use both as PCs and
NPCs. Players are encouraged to build their heroes from
these races, and DM’s to use them as villains, allies, en-
emies, and commoners.

Asherples

Asherakes are large, winged, tigerlike humanoids. The
environments of the Forge have not changed asherakes
fundamentally. They are still sharp, cruel, and strong, but
they aren’t as organized as on most worlds—at least not
in the crowded city of Penance. Asherakes may be found
throughout the city and are often employed in a
Bloodlord’s military as high-ranking officers. Asherakes
rarely have occupations in Penance outside of combat-
oriented fields. Many asherakes turn to the gladiatorial
arena, where they are quite feared as opponents.
Relations: Asherakes are pretty much universally dis-
liked yet respected. Their unpopularity comes from their
cruelty, which also generates the fear that garners them
their respect. Asherakes themselves dislike other races.
Names: Asherakes tend to take names that inspire fear
or intimidation in others. They tend
to choose names for their sounds
rather than for their meanings. Asher-
akes do not have clan names, but they
often take descriptive nicknames that
emphasize part of their character or
physical properties. In the Asherake
language, these names translate into
common as terms like “bloodfang”,
“laughingfiend”, or “the monstrous”
Male Names: Grashnak, Karanth,
Brundlag, Threklin.
Female Names:
Jarlenda, Nanfel, Sheilon.
Clan Names: Lakratakk, Skydark,
Fury’s Fel, Bloodrain, Fearcaller.

Krintarka,



Adventurers: Asherakes are unfriendly, vicious, and
arrogant. While they often are employed as mercenaries,
they are known to not get along well with non-asherake
members in their groups. Asherake prefer to stay out of
the undercity due to their size and wings, and therefore
tend to be more effective in ordered military units and
not as delvers. Asherakes often take the vigilante pres-
tige class, becoming quite terrifying foes indeed.

Askerake Bacial Traits

*  Asherakes gain a +2 to Dexterity and a +2 to
Strength.

» Asherakes have a level adjustment of
+2. Refer to the Powerful Races as PCs
sidebar for more information.
s Asherakes have a natural armor bonus
of +3
¢ Asherakes are size Large, and thus have
a -1 to AC and to all attack rolls. An
Asherakes has a base speed of 30 ft.
¢ Asherakes have a Fly speed of 70 ft. (av-
erage) and a movement of 30 ft.
¢ Asherakes gain the Scent ability,
e Asherakes have the Snatch special at-
tack.
® Asherakes have natural weaponry.
They have 2 claws that do 1d6 points
of damage, and a bite that inflicts 1d8
points of damage. Use of these natu-
ral attacks do not provoke attacks
of opportunity, as if the asherake had
the Improved Unarmed Strike feat. The
critical threat range for both attacks is 20
(x2).
. All asherakes have low-light vision.
B Automatic Languages: Asherake. Bonus
Languages: select from  Asherake,
Chromithian, Common, Dover, Faust, Frey,
Ith'n Ya'roo, Nightling, Picker, Silver, Valco,
and Vogel.
e Favored Class: Monk. A multiclass asherake’s
monk class does not count when determining an
XP penalty for multiclassing. Asherake are
strong, determined, and quick, and the skills of
a monk come naturally to him.

Ceptu

The ceptu (pronounced sehp-too) are an intelligent race
of large, telekinetic jellyfish. Ceptu typically live in tem-
perate salt seas, although they can function in air envi-
ronments and are able to hover about on land. Ceptu are
extremely intelligent and take great pride in directing the
efforts of other races.

Personality: Ceptu are the minority race in any area,
and they strive to keep their numbers small so as not to
appear a threat to other races. They have an affinity for
administration, leadership, direction, and nurturing —and
they put these abilities toward nurturing other societies.
The ceptu don’t see themselves as a part of the culture
they guide, but as an external guiding force. Ceptu enjoy
social construction, and the larger the scale the happier
they are with their duties.

Ceptu view themselves as morally, intellectually, and
spiritually more advanced than other races, and see it as
their duty to help others attain a better life. Ceptu place
themselves in positions of authority in a society and spend
their time directing other races. Many races resent the
ceptu for this attitude, viewing the ceptu as lazy over-
lords that avoid the physical labors associated with their
grand visions. On their native worlds, however, the sea
races view the ceptu as helpful and beneficial.




Ceptu are great believers in the importance of art,
education, music, and historical preservation. They be-
lieve that teaching races about their
more primitive past reinforces the
understanding that they are better
off under the guidance of the ceptu.
Ceptu are not pacifists however, and
they often guide societies to invade and
occupy foreign territories in efforts to ex-
pand.
Ceptu have a physiology that makes com-
bat quite different for them. They cannot wear = {

armor, so must rely on magical protection.\
S \\-\‘

Ceptu are able to employ shields, though, a

telekinetically held shields are not subject to
arcane spell failure. Ceptu cannot physically
wield weapons, but instead use their tele-
kinesis to fight. Their tentacles are not
able to hold or grip objects and can
only be used to swipe at enemies—
stinging them with their acid —or to
cast spells with somatic components.

Most ceptu enslave or employ other races as mer-
cenaries to protect them and do the bulk of the fight-
ing for them. Powerful ceptu wizards often don’t
bother to hassle with such conventions; they sim-
ply dominate other creatures and compel them to /
obey their wills. .

Physical Description: A ceptu has a dome-
shaped central body with a diameter of about 3 ft.
across the center, and a massive number of thin
tentacles that hang down from their underside. These
tentacles are useless for gripping, however they help the
ceptu swim through the water and also are infused with
a strong stinging acid that causes intense pain to crea-
tures touched by them. The skin of a ceptu is transparent,
making their internal organs visible. A ceptu’s eyes are
located under its skin, offering rather effective protection.
A ceptu has a full 360 degree range of vision, and has
three eyes, spaced evenly around the perimeter of its body.

Ceptu are able to telekinetically push against the
ground, lifting and moving their bodies when not sus-
pended in water. This hover ability allows them to stay
close to the surface of water or land, but it does not grant
the ability to fly. Ceptu cannot maintain the telekinetic
focus required to keep them aloft while they are asleep,
and resting on solid ground is painful to them, so ceptu
without special gear or magic must suspend themselves
in water in order to sleep. Ceptu merchants often bring
an aquarium in which they are able to sleep and rest com-
fortably.

Ceptu gender is a function of age, not of birth. Ceptu
progress through three separate genders as they mature,
and each gender must be present in order for successful
reproduction to take place. They do not marry or take
permanent mates. Children are birthed singularly and
bond only with the second of the three parents, equiva-
lent to the female. The third, or carrier, gender is neither
male nor female, and is the most respected in the ceptu
culture.

Male ceptu are considered children and are not as-
signed any kind of authority. Female ceptu are the next
stage of development and typically take care of family

f| matters. Carriers are the fi-

nal stage of ceptu develop-

ment, and are the members re-

sponsible for directing and guid-
ing the society as a whole.

Ceptu are much longer lived than most species, though
few live longer than 800 years. Ceptu are immature until
age 75 when they reach the Female stage. At age 150, they
molt into the carrier gender and are considered fully ma-
tured. Ceptu'’s receive ability adjustments for middle age
at age 200, are considered old at 300 years, and reach ven-
erable at 400.

Relations: Ceptu have good relations with most
aquatic races. In such interactions ceptu are always in the
position of power and influence. A few more willful
aquatic races, such as the makkru of the southern sea or
the trusk of the central ocean, hate the ceptu and war
against their presence in their waters.

On land, the ceptu are recent arrivals and are treated
as objects of wonder and mystery. Most that see them are
taken aback by their appearance and are nervous around
them until they have become accustomed to their pres-
ence. Those who know them well either treat them with
respect for their great minds or with disdain for their
haughtiness. It's very rare to find a sentient being who
knows the ceptu that doesn’t have an opinion on them.



Ceptu look kindly upon all races, viewing such crea-
tures as needing their great wisdom and assistance. Ceptu
ambassadors are often sent to far off lands to guide and
mold societies into refined cultures.

Ceptu Lands: Areas where the ceptu have a strong
foothold are in general quite beautiful, cultured, refined,
and peaceful. Such areas are generally located in deep
oceans, but ceptu have influence over a few land races in
many worlds. The outskirts of ceptu lands are less pleas-
ant, often embroiled in conflicts between the ceptu and
the races that they desire to educate. In many areas, ceptu
are viewed as inquisitors, active participants in manually
reshaping a culture or a society by any means necessary.

On the Forge, ceptu have achieved dominance over
most of the scattered cultures of the great northern ocean
(a few uncivilized races still dwell unenlightened in the
colder northern reaches of the ocean) and have turned
their attentions to Penance. The city is by far the most
settled area in the world, and the ceptu view it as a great
prize. Ceptu ambassadors are starting to be sent to Pen-
ance to whisper their ideas into the ears of the Bloodlords
and to slowly begin the long and laborious process of
bending the city to their will. A small colony of ceptu dwell
on the eastern arm of the wellspring.

Religion: Ceptu religion is rather mystical, and re-
volves around complex theories of numerology, astrol-
ogy, and bizarre rituals. Ceptu are monotheists, and be-
lieve that the gods worshipped by other races are either
false, or are servants or avatars of their own Jaih, the one
true deity. Jaih does not have physical form or a single
understandable consciousness, but controls all things in-
cluding the stars, the weather, the rules of nature, and
creates all magic and life. Priests of Jaih have access to
the domains of Magic, Water, and Knowledge.

Language: Ceptu communicate verbally with a highly
unusual language of wails, chirps, and songs. Ceptu lan-
guage is based more on pitch than on the sounds of con-
sonants or vowels. Their language requires water to prop-
erly carry its sounds, and is extremely distorted and dis-
turbing when heard through the air. Ceptu can learn to
speak other tongues in an air environment, but always
with a strong accent and an outlandish, eerie voice. The
ceptu language is impossible for air-breathing races to
speak, although it is possible for them to learn to under-
stand it.

Ceptu does not have an alphabet, but instead is picto-
graphic, each word having its own specific symbol. Com-
monly, ceptu is not so much written as carved. Ceptu are
fond of erecting great inscribed steles at the bottom of the
ocean. These obelisks are location markers and can be used
to navigate the dark waters below the surface.

Names: Ceptu names are always in their own tongue,
and beautiful only when heard underwater. Spoken aloud
in the air, they are strange and disturbing. Ceptu usually
use their true names when dealing with aquatic races and
a Common tongue descriptive name when dealing with
land races. Since ceptu pass through all genders, they do
not have different gender names. Ceptu have only one
name; they do not keep track of their family lineage in
the manner of elves and humans. If a distinction is re-
quired, a ceptu cites the name of the community in which
he was born.

Ceptu Names: Haailuurun, Mraakaai, Aieuuroo,
Naiaiuuzz, Ouuilouul, Eeohchchiee

Common Names: Greylash, Wideeye, Wailtongue,
Sting, Master, Mindfloat

Adventurers: As ceptu do not fare well in direct physi-
cal confrontation, they tend to rely on magic. A ceptu’s
favored class is wizard; ceptu sorcerers are far less com-
mon. Religious ceptu often become clerics, although they
focus more on the spellcasting side of the class than the
combat side.

Cepty Racial Traits

Ceptu gain a +2 to Int, +2 to Wis, and a -2 to Str.
Ceptu have a level adjustment of +1 (see the Pow-
erful Races as PCs sidebar).

*  Ceptu are medium-sized creatures, and gain no
bonus or penalties due to size. Ceptu have a face/
reach rating of 5 ft. by 5 ft./5 ft.

e  Ceptu move at a swim rate of 40 or a hover rate
of 30 (good maneuverability). Their maximum
hover height is 5 ft. They can breathe in both air
and water environments. Ceptu get a +10 racial
bonus to all swim checks.

¢ Ceptu have 360-degree vision. Since ceptu do not
have a front or back, they cannot be flanked.

¢  Ceptu have an unusual anatomy. They cannot
wear clothing or armor except for specially made
robes, but can equip one belt, up to two sets of
bracers, three necklaces, and four rings. Ceptu
cannot wear backpacks, but can carry bags by
entangling them in their tentacles.

¢  While asleep, a ceptu cannot maintain the con-
centration necessary to keep itself in the air.
Ceptu require their bodies to be suspended in
liquid (preferably seawater) in order to sleep
naturally. A ceptu sling—a simple device similar
to a hammock (see new equipment section) —can
be purchased to allow a ceptu to support itself
enough to sleep. A ceptu who foregoes sleep
suffers a cumulative -1 penalty to all rolls for
every day he goes without rest and cannot re-
cover spells. Eight hours of sleeping suspended
in water removes any accumulated penalties.
Spell effects such as levitate allow a ceptu to
snooze, but the effect rarely lasts long enough to
pass the night. Ceptu that have evolved legs (see
Focus of the Deep on page 63) do not need wa-
ter, magic, or a sling to sleep in as they are able
to support themselves on the ground in a sitting
position.

e Sting (Ex): A ceptu’s tentacles contain a potent
acid. These tentacles can be wielded as a natural
weapon and can strike anyone within 5 feet.
Anyone struck by these tentacles suffers 1d6
points of acid damage. Ceptu tentacles score a
critical on a roll of 20, dealing double damage.
Ceptu have many tentacles, but can make only
one effective tentacle attack per round. All ceptu
gain the benefits of the Improved Unarmed
Strike feat and thus do not provoke an attack of _
opportunity when they use their sting attack. €




e Telekinesis (Ex): A ceptu can lift and manipulate
objects with its mind. A ceptu can lift and ma-
nipulate up to two objects at once as long as their
combined weight does not exceed the ceptu’s
Wisdom score. The range for this telekinesis is
10 feet, plus 5 feet per point of Wisdom bonus.
The mechanics of telekinetic fighting are quite
similar to physical fighting. A ceptu can wield
one weapon or a weapon and a shield normally,
and takes standard penalties if using two weap-
ons. When using two weapons however, a ceptu
has the advantage of being able to attack two
different opponents. When attacking with a
weapon, a ceptu applies its Int bonus instead of
its Str bonus to attack and damage rolls. If using
a weapon with the Weapon Finesse feat, a ceptu
can substitute its Cha bonus for its attack rolls.

e Hover (Ex): A ceptu cannot fly precisely, but it
can telekinetically push against the ground, al-
lowing it to hover. This is similar to flying, ex-
cept that a ceptu cannot go more than five feet
above the ground. Ceptu are still prone to fall-
ing from great heights, but not as much so as
other races. For damage calculation purposes,
subtract ten feet from the distance of any fall
made by a ceptu. Ceptu can hover and still wield
two objects with their mind.

o Automatic Languages: Aquan, Ceptu. Bonus Lan-
guages: Select from Asherake, Chromithian, Com-
mon, Dover, Elvish, Lunar, Makkru, Trusk, and
Silver.

o  Favored Class: Wizard. A multiclass ceptu’s wiz-
ard class does not count when determining
whether he suffers an XP penalty for
multiclassing. Ceptu are brilliant, knowledge-
able, and focused, and the discipline of a wizard
comes naturally to them.

CRromithians

The chromithian are small, magically attuned,
dragonlike humanoids. Chromithians are a
scattered race even on their home worlds, and
they are even more scattered on the Forge.
They have little sense of community or cul-
ture and instead adapt to wherever they end
up. Chromithians are not found in large num-
bers in Penance, and are often employed more
as mercenaries than as standard laborers.
Relations: Chromithians get along sur-
prisingly well with others in Penance. Some
of the goodwill is undoubtedly a result of their
draconic heritage (one never knows when
knowing a dragon will come in handy), but
they’re generally viewed as benign denizens of the
city; siding with neither good or evil. Their strong,
individualistic ideals tend to keep
them out of the more lawful
bloodholds of Penance.

Names: Chromithian culture is shattered, and they do
not keep track of their heritage or family names. Most
chromithians only have a single name, and if distinction
is required, list their place of residence.

Male Names: Brolomar, Dalthous, Nolian, Sthenelous.

Female Names: Balesthena, Florena, Jasmineth,
Yollana.

Adventurers: Chromithians have a talent for sorcery,
and when they are employed in a military pursuit, they
typically provide magical backup for a larger force of more
warlike species. They are often loners, and frequently hire
themselves out to small parties in need of magical sup-
port.

CRromithian Bacial Traits

¢  Chromithians gain a +2 to Dex, and a +2 to Cha.

s A chromithian has a level adjustment of +3. See
the Powerful Races as PCs for more informa-
tion.

e  Chromithians are size Small creatures and gain
a+1 to AC and to all attack rolls. A chromithian
has a base speed of 30.
Chromithians get a natural armor bonus of +4
Chromithians get a +5 racial bonus to climb
checks and a +10 racial bonus to Jump checks.

e  Chromithians have natural weaponry. They have
2 claws that do 1d4 points of damage, a tail that
does 1d6, and a bite that does 1d4. Use of these
natural attacks do not provoke attacks of oppor-
tunity, as if the chromithian had the Improved
Unarmed Strike feat. The critical threat range for
all attacks is 20 (x2).
Chromithians have Electrical Resistance 5.
All chromithians have low-light vision.

e  Glide (Ex): Chromithian wings do not allow them
to fly, but do permit gliding.




This glide is voluntary, and can slow a Adventurers: Dovers are multi-talented, and can
chromithian’s descent up to 10 feet per round. typically pick up any class they put an effort into learn-
While gliding, a chromithian can moveataspeed  ing. Many dovers take levels in the hone prestige class. A
of 40 ft., as if they were flying with average ma-  few are also prone to zealotry.

neuverability but with no upward movement

possible. Glide also helps with their Jump and Dover Bacial Traits

Climb skills. Attacking chromithians often free-
fall for a distance before beginning their glide in
order to reach the ground quickly. Chromithians
under the influence of a levitate spell are able to
fly normally (40 ft., average).

e Spell-like Abilities (Sp): Chromithians have a num-
ber of innate spell-like abilities which they can
employ as sorcerers of level equal to their hit
dice. 3/day: dancing lights, mage hand; 2/day:
flare, shocking grasp; 1/day: color spray.

e Automatic Languages: Chromithian. Bonus Lan-
guages: select from Asherake, Ceptu, Common,
Dover, Faust, Kraggon, Lunar, Nightling, Picker,
Silver, Undercommon, and Valco.

¢ Favored Class: Sorcerer. A multiclass
chromithian’s sorcerer class does not count when
determining whether he suffers an XP penalty
for multiclassing. Chromithians are powerful,
charismatic, and ambitious, and the skills of a
sorcerer come naturally to him.

*  Dovers are Medium-sized creatures and gain no
bonus or penalties due to size. A dover has a base
speed of 30 ft.

*  Dovers geta +4 racial bonus to Listen checks due
to their sensitive ears.

¢ The bite of a dover is considered natural weap-
onry and inflicts 1d6 points of damage. Use of
the dover’s bite attack does not provoke attacks
of opportunity, as if the dover had the Improved
Unarmed Strike feat. The critical threat range for
this attack is 20.

e Ambidexterity (Ex): All dovers are born ambidex-
trous and gain this feat for free.

¢  All dovers possess the Scent quality.

*  Automatic Languages: Dover. Bonus Languages:
Select from Asherake, Common, Elvish, Frey,

Dovers

Dovers are noble canine humanoids with a
love for nature. Dover that come to the
Forge are typically pushed toward one of
two opposite poles of their personalities.
Some dover find themselves drawn more
toward nature and typically make their
way to the Wildwood, while others find
themselves pushed toward their more
cultured, social, and noble aspects.
These dovers usually find their way
to Penance. Dovers in Penance are
typically law-abiding citizens, and
many of them live in Hammerfall under the rue of their
dover Bloodlord, Megaera Tasmon. These dover often
become bailiffs, soldiers, or craftsmen.

Relations: Dovers are well liked by most races in Pen-
ance as they are seen as honest, trustworthy, and good-
hearted souls. Some of the more chaotic races find them
irritating but rarely openly dislike them. Dover them-
selves are slightly disdainful of others that don’t live up
to their standards.

Names: A dover has a family name much as humans
do, and dovers carry their family names with great pride.
Dover culture has long-lasting written ledgers that record
the greatest deeds of their race, and such journals ex-
ist in Penance as well. Honorable dealings with others
is a cornerstone of dover culture, and dishonor from
misdeeds can haunt a dover’s family for generations.

Male Names: Alagor, Manyon, Odyar, Zallon.

Female Names: Celon, Grenis, Megaera, Quiyona.

Clan Names: Khan, Tasmon.



Lunar, Nightling, Picker, Silver, Valco, and
Vogel.

s Favored Class: Ranger. A multiclass dover’s
ranger class does not count when determining
whether he suffers an XP penalty for
multiclassing. Dovers are good fighters and lov-
ers of the outdoors, and the skills of a ranger
come naturally to them.

Faust

Faust are quick, bony humanoids with jet-black skin and
slightly demonic features. Of all the more populous races
on the Forge, the faust seem to be the most changed by
the powers of the world. While normally content to lurk
in the shadows and remain unknown, in Penance a faust
is pushed toward society. Some believe that their territo-
rial instincts are hampered by the crowded nature of Pen-
ance, but not even the faust know for sure the cause of
their more social behavior. A few faust still maintain the
old culture and stalk the Wrack, but here they are the ex-
ception and not the norm.

Relations: Faust are widely regarded as exceptionally
evil, clever creatures. Many races, such as the frey, refuse
to deal with them at all. Others make sure they have well
worded contracts and give them little cause to feel
slighted. The faust do not mind the company of other

races, and in fact get along with them more than they do
with other faust, with whom they still feel a deep-seated
territorial threat.

Names: Faust names are typically heavy and gloomy
sounding. As their language is quite similar to goblin, they
often share names with that race. Faust typically mate for
life and have small families, and therefore are very par-
ticular and proud of their surnames.

Male Names: Chukuz, Galak, Thorsh, Yorn.

Female Names: Doriem, Florn, Sorada, Velmeda.

Clan Names: Mabon, Nathrash.

Adventurers: Faust have a reputation for doing in their
compatriots and making off with the loot, and hence are
rarely invited as party members. Faust that want to delve
often find that they have to assemble their own groups,
typically from other unscrupulous races. Faust are famed
for their skills as stalkers and are frequently employed
by Bloodlords in such pursuits.

Faust Racial Traits

Faust gain +4 to Dex, +2 to Str.
A faust has a level adjustment of +3. See the Pow-
erful Races as PCs sidebar for more information.

e  Faust are Medium-sized creatures and gain no
advantage or disadvantage due to size. A faust
has a base speed of 40 ft.

e  Faust get a natural armor bonus of +6

e Faust get a +5 racial bonus to Listen checks.

s  Faust have natural weaponry. They have 2 large
claws that do 1d8 points of damage, and a bite
that inflicts 2d4 points of damage. Use of these
natural attacks do not provoke attacks of oppor-
tunity, as if the faust had the Improved Unarmed
Strike feat. The critical threat range for both at-
tacks is 20 (x2).

e All faust have darkvision to a range of 60 ft.

e Automatic Languages: Faust. Bonus Languages:
Select from Asherake, Chromithian, Common,
Lunar, Nightling, Picker, Undercommon, and
Valco.

e Favored Class: Rogue. A multiclass faust’s rogue
class does not count when determining whether
he suffers an XP penalty for multiclassing. Faust
are sly, devious, and cruel, and the skills of a
rogue come naturally to him.

Frey

The frey are a race of upright felines that strongly resemble
domestic cats in their morphology. They are strong-willed
and clever, and quick and tenacious in a fight. Frey take
little part in the politics of Penance, but are foremost in
the exploration of the undercity and the reclamation of
lost areas.

Personality: A frey Bloodlord is extraordinarily rare,
as is a frey involved in running or ruling an organization.
The frey are not driven by lust for power or control but
by one defining and encompassing quality: curiosity. The
whole of a frey’s existence is driven by the need to see
what is around the next corner, hidden behind the locked
door, or lost in caverns beneath its feet. It is impossible to
tell what will capture the interest of a frey, but once its



curiosity is piqued, not much —including great risk to its
own life—can dissuade it from its course. Though often
foolhardy or careless, frey are careful planners and cun-
ning strategists if involved in a pursuit that
draws their attention. \

The other main driving aspect of this race
is their fierce independence. Frey are normally
loath to join any organization or large group.
They have no use for those who give them or-
ders or tell them how to live their
lives, and a frey goes to great pains
to demonstrate its independence.
They might openly defy an order given
to them by a lord or guard just to keep
their pride intact, often getting away with =5
it based only on their overwhelming charm. |
At the same time, they are a remarkably so-
cial race and love the company of all different
sorts. Frey are very loyal to those that win £
their friendship, giving their lives up in de-
fense of a comrade without a second A
thought. At heart, frey are a chaotic race, |§
prone to great feats of good or evil. N

Physical Description: Frey resemble §
domestic cats that walk upright upon
two legs. Their ears are longer and
more pointed than other cats, and
are tipped with long tufts of fur. "%
Frey have adapted to the upright pos-
ture by developing longer fingers and
opposable thumbs, allowing them to manipulate objects
as easily as other humanoids.

Frey are small creatures, standing on average three
feet tall and weighing 30-40 pounds. Frey do not need to
wear clothes but most wear some sort of raiment. Nearly
all frey wear long leg wrappings that go up to their hips,
allowing them to wade through puddles and mud with-
out getting their fur wet. On their upper bodies, frey do
not often wear shirts but instead dress themselves in
leather harness, belts, packs, or other utility garb.

Though small, frey can be dangerous fighters that
move with uncanny speed and coordination. Their most
common tactic is striking and retreating without ever giv-
ing an opponent a chance to swing at them. They prefer
small, well-made blades and almost never carry shields.

Relations: Frey are well liked by other races and are
considered to be charming, witty, and socially adept.
However, the frey are not necessarily well trusted by other
races, as they have a reputation for causing trouble, Frey
generally enjoy the company of other races and make an
effort to please them. Frey do not like being dominated
or told what to do, and generally dislike races that prey
off of the efforts of others.

Frey Lands: Frey are common and widespread
throughout the city of Penance and in other urban envi-
ronments. Frey do not have their own region or kingdom
in Penance, but are evenly spread throughout the city.
Frey like to dwell on the outskirts of the inhabited lands,
so that they can easily explore the lost city and the
undercity at their whim. A slightly larger breed of frey is
known to dwell in the forests of Penance and Wildwood.

Religion: Frey come to the Forge from many dif-
ferent worlds and follow a wide variety of faiths. The
most common religion involves the worship of a pantheon
., of cat gods. These gods are much more like actual
. cats than the frey themselves, and a few of the more

warlike gods and goddesses are depicted as great ti-
gers, lions, and even larger beasts.

Chief of the frey gods is Mother Lucindara, pro-
genitor of the frey race and the goddess of knowl-
edge. Lucindara is distinguished by her great curios-
ity, through which she uncovers great
secrets and mysteries that she re-
veals to her children. Her temples
gare unusual affairs, with the
’ outsides made of polished
marble or some other reflective
material and the insides a vast network
of tight and twisting mazes. Within
g these mazes are many different sanctu-
aries, reliquaries, treasuries, and altars.
No map is allowed to be made of the
tunnels, and frey who come to worship spend
their time wandering around within the maze
until they come upon something of interest.
Whatever item or room they come upon is sup-
posed to signify to them something of their current
spiritual quandary. Frey are allowed to move items

about in the temples, or to bring and leave new items,

’* 5 but they are not allowed to take anything away with-

* out leaving something equally as interesting in its
place. Priests dwell in the temples as well, tending to those
that manage to find their way to their chapels.

The chief yearly holy day is referred to as Sentience

. day, supposed to mark the anniversary of the first frey

who stood up upon two legs. To celebrate the holiday,
the frey release a large shipment of small rodents into
their temples and the worshippers all go down on all fours
and pursue them through the maze.

Clerics of Lucindara may choose from the domains of
Animal, Chaos, Luck, and Trickery. Lucindara is consid-
ered to be Chaotic Good.

Language: Frey have their own language that is diffi-
cult for other races to enunciate. It is marked with yowls,
rolls of the tongue, and the occasional hiss. Frey that have
been in Penance for a long time learn to converse in the
Common tongue and have translated their names into
something pronounceable by other races.

The written frey language is complex, whimsical, and
elegant, with a pictographic set of characters that half rep-
resents the sounds and half the meanings of the words.
Frey are bound by their culture to not teach their language
to other races. Frey, both written and spoken, is used pri-
marily in Penance by the frey as a means to communicate
without being understood by other races.

Names: Frey names are simple and distinct. Frey all
bear a single clan name, which is taken from their mother.
The clan name is typically a descriptive one, pointing out
a distinct feature of the clan members. Given names of
frey can be anything and are more personal. Members of
some of the more prestigious frey families often have long
given names, or have a number of them. Most frey bear
a single, lighthearted, given name.

Male Names: Timogen, Dylan, Shadilan, Jupiter




Female Names: Chauntea, Kiki, Aliykka, Josephina
Clan Names: Greytuft, Bootleg, Hoarfang, Brighteye
Adventurers: Frey make great rafters or stalkers and
claim to have invented the art of rafting. They also make
apt rogues and bards, and at times become frightening
sorcerers if they feel the call. Frey fighters are uncommon,
but dangerous due to their quickness. The frey’s more
feral cousins prefer to become rangers or druids.

Frey Racial Traits

s  Frey gaina +2 to Dex, +2 to Cha, -2 to Str, and a
-2 to Con.

e  Frey are size small, and thus gain a +1 to AC
and to all attack rolls. A frey has a base speed of
20. However, if its hands are free, a frey can drop
down onto all fours in order to move at a rate of
30.

e Frey get a +2 racial bonus to Listen checks and a
+8 bonus to Jump checks.

e  Frey have natural weaponry. They have 2 claws
that do 1d2 points of damage, and a bite that does
1d3. Use of their natural weaponry does not pro-
voke an attack of opportunity (as if the frey pos-
sessed the Improved Unarmed Strike feat). The
critical threat range for both attacks is 20 (x2).

e Stinging Strike (Ex): Once per day per character
level, a Frey can strike at a sensitive area he in-
stinctively is drawn to, such as at a dog's nose or
a human'’s groin. If the frey hits with his normal
attack, it does an additional 1d4 points of dam-
age. This is a free action that is added onto a stan-
dard attack action. This ability can only be used
in a round in which the frey takes a full attack
action, and its use must be announced by the
player before the attack roll is made.

e Remarkable retreat (Ex): Frey get a +4 dodge AC
bonus against all attacks of opportunity.

e Springing leap (Ex): A frey can jump up to many
times their height. When calculating the result
of jump checks, frey are not limited by a maxi-
mum distance.

o  All frey have low light vision.

o Automatic Languages: Common and Frey. Bonus
Languages: select from Asherake, Dover, Elvish,
Kraggon, Nightling, Picker, Silver, and
Undercommon..

e Favored Class: Bard. A multiclass frey’s bard class
does not count when determining whether she
suffers an XP penalty for multiclassing. Frey are
quick, expressive, charismatic, and resourceful,
and the skills of a bard come naturally to her.

Haze

Haze are noble warriors believed to have evolved on the
same worlds as the feared vapor bore (fully detailed in
Minions: Fearsome Foes). Their home worlds are places of
thick fog or mist, where normal or even dark vision is of
limited usefulness. Haze are well renowned for their loy-
alty, lawfulness, and prowess in combat. Haze are also
the subject of much wonderment from other races due to
their unusual physiology.

Personality: The haze are a good, noble race. Haze
tolerate evil and cruelty more in other races than their
own, as they recognize the inherent weaknesses of other
races. Haze are not individualists, and while many are
powerful razors, mercenaries, and vanguards, few are
interested in vying for the title of Bloodlord. It is nobler
in their minds to serve than to wield power, and every
haze strives to serve a lord that they believe in.

On their home world, the haze serve another species
of creature altogether; a race that is rare and few and that
desires to command as much as the haze desire to serve.
In Penance, a haze seeks out a lord upon arrival, serving
whomever he deems to be strong and worthy of his at-
tention. Most haze do not find it dishonorable to serve an
evil master, as long as the lord is a potent leader. A haze
has a clean, focused mind, and many enjoy the discipline
of a hone.

Physical Description: A haze is a stout, heavily
muscled humanoid with a bony head that lacks eyes and
mouth. The head of a haze is tapered with a long, sharp
beak at the front with two nostrils and several small horns.
Haze do not have visible ears, but the underside of their
bony head catches sound well and directs it up into their
hearing canals.

Haze cannot see, though they possess limited telepa-
thy that allows them to use their minds to bounce psy-
chic waves off nearby objects like echolocation without
sound. This telepathy also allows them to communicate
their thoughts to others without the trouble of language.

Haze cannot eat solid food, but instead absorb liquids
through the tip of their beak. Some primitive haze still
pierce their enemies with their beaks and drink their
blood, but most prepare soups and other concoctions,

Relations: Haze are quite humble and noble, having
good relations with most other races. In return, haze are
generally well liked by other sentient creatures. Haze
greatly dislike those that keep slaves, such as the asherake
or the hovara, and are typically hostile toward them. One
of a haze’s most firmly held beliefs is that service should
be earned, not taken. Haze never serve a lord that keeps
slaves, although they do not necessarily find fault in a
lord that is evil. Nightlings —despite their evil nature—
are respected by the haze.

Haze Lands: The haze do not have lands of their own
on the Forge, but instead share the world with thousands
of different races. Haze are most often found in Penance,
where the strongest political leaders are seated. They also
do well for themselves in Arena, where they serve as foot
soldiers in mighty battles, and in Eclipse, where they are
not hampered by the eternal darkness that clings to the
land.

The natural homelands of the haze are different envi-
ronments then those of traditional fantasy races. Haze tend
to live on open plains and grasslands that are shrouded
in thick mists. Their home worlds are often dark or
sunless, which works fine for their unique form of sight.
Haze construct buildings and towns primarily out of
stone, as they do not like to live near forested areas where
the trees clutter up their view of the world. Haze hate
vapor bores passionately, as they steal loyalty instead of
earning it, and the haze work vigilantly to keep them out
of their lands.



Religion: Haze worship many different gods on many
different worlds. In Penance they almost always follow
the religion of the lord that they serve. Haze are actually
quite religious and fervently take up the cause and be-
liefs of their lord. They often become paladins or priests.

Language: Haze do not have a language of their own,
nor do they need one. Haze use their telepathy to impart
their thoughts to others without the use of language. Many
haze on the Forge have adapted by learning to under-
stand the spoken tongue of other races, but none are able
to use traditional speech. Haze have a complex picto-
graphic written language, which must be carved into stone
or other material to be read. Few besides the haze learn
this sculpted language as it has no sounds to go with the
words. Haze cannot read words printed on paper that
require contrast or color to be seen.

Names: Haze have unusual names, as they do not have
a spoken language but an implanted one. When a haze
imparts its name into another’s mind, it ends up trans-
lated into the receiver’s native language. To a human, a
haze’s name may be “Stalwart Servant”, but a Dover may
hear it as “Amburkara”, or a Kniik may hear it as “Chyrd
Rokare”. In Penance, the Common language translation
of a haze’s name is used to refer to him, and most haze
learn to respond to it as their own name when they hear
it.

Male Names: Watchman, Stoutheart, Scout,
Redblade, Sentinel, Proudarm

Female Names: Barleycorn, Thornbush,
Mistbreese, Silverclaw

Clan Names: Haze take the names of their lords
as their surnames. So, a servant of Lord Narcis may be
called Ironbeak Narcis

Adventurers: Haze are rarely true adventurers. Haze
tend not to strike out on their own, but to follow the or-
ders of a respected leader. Haze go on long adventures if
instructed to do so by their lord but are unlikely to seek
them out on their own. However, many of the haze out-
siders on the Forge are different, as they have deliber-
ately left their own worlds in search of something more.
Such individuals spend many years looking for adven-
ture, but almost always settle down into a position of ser-
vice to a lord that they deem to be worthy.

Haze Racial Traits

¢ Haze gain a +2 to Strength.,
Haze are Medium-sized creatures and receive no
bonuses or penalties from size. Haze height runs
from 6 to 7 feet, and their weight is 200 to 350
Ibs.

¢ Haze have a level adjustment of +1. Refer to the
Powerful Races as PCs sidebar for more infor-
mation. ’

e Haze base speed is 30 ft.

e Haze have natural weaponry. They have two
claws that inflict 1d4 points of damage each, and
their beak does 1d6. A haze's use of its natural
weaponry does not provoke an attack of oppor-
tunity (as if the haze possessed the Improved
Unarmed Attack feat). The critical threat range
for both attacks is 20 (x2).

Mindsight (Ex): Haze have 360-degree
mindsight up to a range of 100 ft. Beyond this
distance they are totally blind and must rely on
hearing and smell. This ability is a form of psy-
chic echolocation. Haze make Spot and Search
checks normally. Haze see only black, white, and
shades of grey; they cannot see color at all, and
its function is replaced in their culture by scent.
Haze cannot be blinded by any type of darkness,
fog, or silence effect, nor can they be affected by
gaze or other attacks requiring normal sight to
work. Haze cannot be flanked. Haze cannot see
invisible creatures, and are still affected by illu-
sions. Creatures under the effects of mind blank
and non-detection are invisible to a haze as well.
Haze receive a +2 insight bonus to all saving
throws vs. illusions.

Telepathy (Ex): Haze have the ability to impart
their thoughts telepathically to anyone within
100 ft. of them. Haze can choose to either impart
their thoughts to all within range, or to one single
individual at a time. Haze cannot read the minds
of others. Haze have no mouths and cannot speak
normally.




e  Haze spellcasters must “shout” or impart their
thoughts to all within range when casting a spell
with verbal components, unless the Silent Spell
feat is employed.

e Haze get a +2 racial bonus to all Listen checks
due to their sensitive ears.

e Haze cannot eat solid food, and must slurp all
nourishment through their beak. Traditionally,
they drink the blood of animals or of their foes,
but many have adapted to more modern ways
and feast on soups, broths, juices, and other con-
coctions.

e Automatic Languages: Haze can comprehend the
Common tongue. Haze can convey thoughts tele-
pathically with any creature regardless of lan-
guage. Bonus Languages: (comprehend only): se-
lect from Asherake, Ceptu, Dover, Elvish, Frey,
Lunar, Nightling, Picker, Silver, and Valco.

e Favored Class: Fighter. A multiclass haze’s fighter
class does not count when determining whether
he suffers an XP penalty for multiclassing. Haze
are strong, loyal, sturdy, and true, and the pas-
sions of the fighter are at home in their hearts.

Lunars

Lunars are sly and dangerous shapechangers. All lunars
have at least two forms, although it is rumored that the
most powerful of lunars may have more. The most com-
monly known form is what the lunars refer to as their
social form—a humanoid shape taken mostly for trade
and social interaction. A lunar’s second form is his wild
form; a sleek black animal, four-legged and hungry.

Personality: Lunar society is relatively anarchic, as
lunars are reluctant to accept authority in any form. What
lunars do respect is skill and cleverness, and lunars who
are masters of their professions often can command
groups of apprentices that offer their loyalties in return
for tutelage and instruction. Lunars are carnivores and
do not practice agriculture or farming in any respect.
Lunars gain all of their food through hunting, which is
normally done in wild form. Lunars almost always hunt
for food themselves and do not resort to specialization
like most other intelligent races. Only the old or crippled
and the extremely busy have others gather their food for
them, and then this task is entrusted only to family mem-
bers.

As this method of obtaining food does not allow for
large colonies of lunars, lunar settlements tend to be small
in scope, rarely numbering more than a few hundred in-
habitants. Dwellings are often temporary and are made
from wood and hides. Lunars are not much interested in
trade, as they are fairly self sufficient, although they oc-
casionally trade furs or magical creations for weapons or
other manufactured goods. Most lunars simply steal what
they want from other races.

Lunars are family oriented, and those who do not ap-
prentice themselves out to a master generally live with
their immediate extended family of parents, grandpar-
ents, brothers, sisters, aunts, uncles, and cousins. Most

lunar settlements consists of a single family protecting a

favorite hunting ground. Families often clash with other
families in bordering territories, and feuds are many and
bloody.

Lunars advance in their society through prestige and
reputation. Committing a clever swindle or a brilliant heist
is a sure-fire way for a lunar to improve his standing in
the eyes of his peers. A lunar with enough clout is able to
hire apprentices to aid him in his pursuits. This status is
measured by a lunar’s leadership score. The GM may
award bonus leadership points that apply only toward
other lunars for great deeds of treachery, trickery, clever-
ness, or stealth. Lunars do not have any laws other than
the laws of nature, meaning that one takes no more than
he can defend, and that one’s reputation truly is a matter
of life and death.

Lunars typically avoid direct combat, preferring to
shadow their opponents and attack only when events and
situations give them the advantage. Lunars prefer to fight
in wild form unless they have useful magic items and ad-
vantages that require them to have hands, or if the ter-
rain requires it (lots of doors, for example). When in
groups, lunar sorcerers use illusions and other magic to
confuse and distract opponents while the bulk of the force
sneaks up for surprise attacks. If attacked, wild form lu-
nar rogues do the bulk of the fighting with sorcerers pro-
viding heavy magical support.

Physical Description: A lunar’s social form is lean and
slender, with four eyes, pale white skin, and a long, snaky,
prehensile tail. A lunar’s face in this form is long and
slightly canine with sharp, pointed teeth and feral ears.
Their eyes are pale and yellow and allow them to see per-
fectly in all forms of light (though magical darkness still
blinds them). Lunars do not like bright light and typi-
cally dwell only in lands of constant darkness. Lunars are
distinguished by the double joints of their knees and el-
bows.

The wild form of a lunar is about the size and shape
of a timber wolf, although its features are not that of a
canine. A wild lunar retains the four yellow eyes and sharp
teeth of the social form, but jaw and face lengthens into a
snarling maw. A wild lunar has thick black fur and re-
tractable claws. Wild form lunars do not have opposable
thumbs and cannot carry or manipulate many objects in
their paws. Wild form lunars retain the double jointed
limbs that distinguish their race.

Female lunars are similar to males, although typically
slighter in build and shorter. Lunars can use their tails in
either of their forms to grab onto objects or to suspend
themselves from overhead trees or bars.

Relations: Lunars do not generally like other races,
and in turn are not well received by them. Lunar lands
are exclusive and protected, and foreigners are not safe
inside them unless they bring legitimate business or trade
with them. Lunars in foreign lands are generally treated
with wariness, fear, and mistrust. Lunars are generally
friendlier toward the smaller sized races, as they feel them
to be less of a threat.

Lunar Lands: Lunars dwell in dark lands or in under-
ground areas. On the Forge, Lunars hail from the sunless
northern realm of Eclipse. Here, lunars make up a large
portion of the population and have a large hand in the



politics of the region. The lunar lands of Eclipse are rug-
ged and wooded, and are rather similar to traditional lu-
nar lands on their worlds of origin.

In Penance, lunars are rare and not entirely at home
with their cityscape surroundings. Few lunars are pulled
into Penance unless the Queen trades for them with
Colopitiron, and those who are pulled in are generally
unprepared for the bright and beating suns of the Forge.
It is uncommon for a Lunar to travel to Penance to seek
his fortune, but some lunars have made the trek. Such
individuals have typically been denied power or prop-
erty in their homeland and feel the need to look elsewhere
to satisfy their cravings for prestige.

Religion: Lunars are not particularly religious. They
do not worship gods, but instead worship directly the
power of nature. Lunars do not normally become priests,
although some become druids. Basic lunar philosophy
says that all living creatures are linked together in the
great cosmic wheel of fate, and that each species has its
own role to play in nature’s plan. Lunars are simply at

the top of the food chain, and it is their
Q duty to cull the herds and packs of their

weak and inferior members, thereby improving the
overall health of the land.

Language: Lunar language is rather crude and primi-
tive. Although it does not lend itself well to poetry or flow-
ery literature, lunar is remarkably direct and effective for
ordinary use. Itis for this latter reason that it is often quite
popular for other races to use as a trade language. Lunar
has a very basic eighteen-character phonetic alphabet, al-
though most lunars are illiterate and do not bother to learn
it.

Names: Lunar names are similar to their language in
that they are simple, rough, and strong. Most lunars only
have one name, which they are given at birth. When they
pass into adulthood, they choose a new name for them-
selves, and their old name is forgotten. Lunars do not have
family names, but if the distinction is required, they use
the name of their homestead. All lunar dwellings and
buildings are given names. Numerical addresses are never
used, at least within lunar lands.

Male Names: Alrak, Shath, Vitch, Achk, Durzg

Female Names: Shen, Linth, Faztith, Narada

Homestead Names: Palinth, Krasstag, Viminth,
Shaggon

Adventurers: Lunars generally follow only two class
paths: the rogue and the sorcerer. Lunars become rogues
unless they have a specific talent for magic, in which case
they become sorcerers. A few lunars with a religious bent
become druids, more in touch with their wild form than
their brethren. Lunars almost never follow the path of the
wizard, as they are generally too chaotic to bother with
the rituals of the class. It is common for lunars to take
levels in roguish prestige classes, such as stalker, assas-
sin, or shadowdancer.

Lunar Bacial Traits

¢  Lunars get a +2 to Dexterity and Charisma, and
a -2 to Strength and Con. These are their base
stats, and the stats used for their social form.
e  Lunars are Medium-sized creatures, and receive
no bonuses or penalties from size. Lunar height
runs from 6 to 6% feet, and they weigh from
{160 to 250 Ibs. A lunar’s base speed in its so-
cial form is 30 ft.
e When a lunar switches to its wild form,
his Str and Con both increase by 4. He also
gains a natural armor bonus of +2. Base
speed in wild form is 40 ft.
e All lunars have darkvision to a range
" of 120 ft.
e  Lunars gain the Scent ability, but only
when in wild form.
o Lunars in wild form have natural weap-
onry. Their two fore claws each do 1d4 points
of damage, and their bite inflicts 1d6. Both at-
tacks have a critical threat range of 20 (x2). A
lunar’s use of its natural weaponry does not
y ‘provoke an attack of opportunity, as if the
lunar has the Improved Unarmed Strike
feat. Wild form lunars do not have oppos-
able thumbs and cannot carry or hold objects.
Light Sensitivity (Ex): Bright light (brighter than
a light spell) hurts a lunar’s eyes in all forms. A




lunar without proper eye protection (smoked lings are reasonably trustworthy companions, but tend
glass lenses) suffers a =1 morale penalty to all  not to pull their own weight. Nightlings make decent
rolls when exposed to bright light. rafters if they put their minds to it.

e Shapechange (Su): A lunar can change between
its two forms at will. Switching forms takes a Niqhﬂinq Racial Traits
full round, and does not allow a lunar to regen-
erate any lost hit points or close a wound. Equip-
ment carried does not change, unless it is so en-
gineered to, and should be removed before trans-
forming to wild form. Lunar spellcasters can cast
spells normally in both forms.

e Automatic Languages: Lunar. Bonus Languages:
Select from Asherake, Chromithian, Common,
Faust, Nightling, Silver, Undercommon, Urgoda,
and Valco.

e Favored Class: Rogue. A multiclass lunar’s rogue
class does not count when determining whether
he suffers an XP penalty for multiclassing.
Lunars are sly, sneaky, underhanded, and treach-
erous, and the talents of a rogue come naturally
to them.

Nlightlings

Nightlings are thieving, lazy lizardlike humanoids. Night-
lings on the Forge are just as lazy and dangerous as they
are anywhere else, however in Penance they seem to have
developed an unnatural ambition both to wield
power and to achieve the ultimate in sloth
and gluttony. For this reason, nightlings
have been able to weasel themselves into
positions of authority in the city. They are
the labor managers, the bureaucrats, and the res-
taurant critics of the city; jobs where they can
lounge around all day, eat, and tell others what to
do.

Relations: Nightlings love interacting with
other species, mostly as they feel no guilt about
swindling them out of whatever they have. Night-
lings are rarely cruel to their own kind, as they all
tend to consider themselves part of one gigantic fam-
ily. Other races don’t feel the same love toward them
and typically treat them with mistrust. However, there
are some things that nightlings are just so good at—such
as lounging around and telling others what to do—tha
they always seem to find themselves in such positions.

Names: Nightlings use a single given name, and then
apply a true clan name to themselves when dealing with
members of other clans or outsiders. In Penance, this clan
name has become more of a family name, as nightlings
are more intermingled and do not necessarily have a clan
to claim fealty to.

Male Names: Borilis, Miischt, Narcis, Venil.

Female Names: Balise, Dorissa, Lammise,
Xanthia.

Clan Names: Samothar, Trolgar, Zorrenta.

Adventurers: Nightlings are not prone to
being rashers unless they are desperate.
When they are near to going hungry or
cannot find a cushy job, they hire

themselves out as mercenaries, and
are often willing to delve. Night-

e Nightlings gain a +4 to Str, and a +2 to Con.
Nightlings have a level adjustment of +2. See the
Powerful Races as PCs sidebar for more infor-
mation.

e Nightlings are Medium-sized creatures and gain
no advantage or disadvantage due to size. A
nightling has a base speed of 30 ft.

e  Nightlings have a natural armor bonus of +3.

o  All nightlings have darkvision 60 ft.

o Spell-like Abilities (Sp): Nightlings can cast the
following spells twice per day: cause fear and
lesser darkness. Spells are cast as a 3rd-level sor-

cerer.




e Light Sensitivity (Ex): Nightlings suffer a -1 pen- Adventurers: Pickers make great rafters as they are
alty to attack rolls in bright sunlight or within  nimble and have a strong bent toward collecting an-
the area of effect of a daylight spell. tiques.

o Automatic Languages: Nightling. Bonus Languages:
Select from Asherake, Chromithian, Common, Pid‘yé’?" RBacial Traits
Dover, Faust, Ith'n Ya'roo, Nightling,
Undercommon, and Valco.

e Favored Class: Fighter. A multiclass nightling’s
fighter class does not count when determining
whether he suffers an XP penalty for
multiclassing. Nightlings are strong, vicious, and
tough, and the skills of a fighter come naturally
to him.

e  Picker characters gain a +2 to Dex, and a -2 to
Con.

e Pickers are size Small creatures and gain a +1 to
AC and to all attack rolis. A picker has a base
speed of 20.

o Detect Magic (Sp): A picker can detect magic, as
the spell, at will. This works as if cast by a wiz-
ard of level equal to the picker’s hit dice.

P o  Enhanced Memory (Ex): A picker can recall with

PICHGY'S great precision every detail that it knows about
any object of interest that it has seen, heard of,
or read about. This applies only to items; its
memory is normal in regards to everything else.

e Automatic Languages: Common and Picker. Bo-

nus Languages: Select from Chromithian, Com-

mon, Dover, Elvish, Frey, Ith'n Ya'roo, Kniik,

Lunar, Nightling, Silver, and Valco.

Favored Class: Rogue. A multiclass picker’s rogue

class does not count when determining whether

he suffers an XP penalty for multiclassing.

Pickers are nimble, clever, and curious,

and the skills of a rogue come

naturally to him.

Silvers

A silver is a slight humanoid with metallic
flesh and a haughty air. Silvers are charismatic, egotisti-
cal, ambitious and —according to many—cold hearted.
Magical energies flow deep in their quicksilver blood, and
many great and powerful sorcerers claim their heritage
from this proud race.

Personality: Silvers are alert, present, sharp, charm-
ing, and quite arrogant. They are social creatures that
enjoy interfacing with others. Silvers are very centered
around the concept of self; a silver is truly the center of
his own universe. Ambition is everything to a silver, who
makes his every effort one of self fulfillment and self pro-
motion. Though self-obsessed, silvers are not necessarily
evil. Though they may rise to power on the backs of oth-
ers, they do not enjoy causing misery, pain, or suffering,.

Silver society is an interesting affair. Silvers believe
in a truly free market: one without safeguards,
subsidies, or regulations. Silver society is more
concerned with the exercising of one’s wills over
others than with owning physical possessions or consum-
ing great quantities of goods. Silvers learn well the art of
wielding power, politics and backstabbing, and the skills

were born into. Since Pickers can jump clans at any time, required to read af‘d toy W“’h ““Othef' s desires. Silvers
it is often difficult to trace their family lines. do not entrust their children’s education to schools but

Male Names: Flollo, Nairb, Snerth, Frindle, Blook, ©nly to their own abilities, and in some ways they are
Warmial more family oriented than many cultures. Of course, a

Female Names: Plooka, Trallie, Kaleenka, Algya, Silver that does its job as a parent properly is eventually
Slelalla ’ betrayed and usurped by one of his own children. Sil-
vers look upon such moments in their children’s lives
with both a measure of anguish and of pride.

Pickers are small and nimble rep-
tilian humanoids. Pickers are
little different on the Forge
than they are on most
other worlds. Those
who live in Pen-
ance are a bit more
integrated than
their country cous-
ins and are more
prone to stay in one
place. Pickers still live
communally and are
famed for cramming a large
family into a tiny flat. Pick-
ers in Penance are strongly _
attracted to the undercity,
and often apply to the rafter’s
guild for work.

Relations: Pickers are liked
by other races for their pleasant
personalities. They are not nec-
essarily trusted, however, as
their reputation for being
thieves precedes them. Pick-
ers like good-hearted people
and more chaotic cultures;
they don’t necessarily judge
people by their species.

Names: Picker names
are usually short and don’t
necessarily mean anything.
Pickers simply pick out
names that they like the
sound of. Pickers choose
their surnames based on |
which clan they currently
belong to, not which they

Clan Names: Gorudok, Salavara, Zavotova, Luvosk,
Hlassev




This is not to say that there are no silvers at the bot-

tom of society. In any society, someone must collect food,

remove refuse, or service the upper echelons. These less

members of society are simply failures or those learning

the ways of the world. They still plot their ambitions and
seek out opportunity.

Physical Description: A silver is a thin humanoid, just
over five feet in stature. Their flesh and organs are made
from a silver-hued organic metal substance that is both
flexible and resilient. Silvers do not eat normal food, but
instead dine on raw metals. They do not need water to
survive, but instead must imbibe oils. They have long ta-
pered heads on thin necks, and
delicately fingered hands and feet
on long, slender limbs. Silvers
have no ribcage, and their torsos are
long, lithe, and snakelike. Silvers have
seven-fingered hands. Silver feet are

different matters, with three long toes
in front, and a single spur protrud-
ing backwards from their heel.

Silvers have unusual faces,
with two long, tapered oval eyes
placed vertically in their face. Thur
mouths are also vertical, but without visible lips
or teeth. Silvers have no visible ears, although
they can hear quite well, as their entire body
functions to receive sound waves. Silvers do
not have noses, but have small vents that run
along the sides and tops of their heads
through which they breathe and expel their
wastes, which are gaseous in form. Silvers
bleed when injured, as a human does, except-
ing that the blood of a silver is a bright liquid
metal, akin to mercury. Many wizards, alche-
mists, and sages seek out the blood of silvers
for its fabled magical properties for use in
fell rituals.

Silvers do not have genders; they are |
hermaphrodites. Their sexual organs are
not located externally, but within pockets
in their mouths. Silvers reproduce by a
method that closely resembles fervent kiss-
ing. Mating is a very private affair, and sil-
vers find it very vulgar and disturbing to see
other races kissing in public.

The bodies of silvers conduct electricity readily,
although it does not harm them except in extremes.
Silver sorcerers are quite attuned to electrical
magic and find it comes to them quite natu-
rally. Fire does not burn a silver, but
does cause its flesh to melt and run—
which is just as painful and damaging. &

Relations: Silvers do not get along
amiably with other races, or even with
their own kind. What friends and allies they have they
gain through manipulation, politics, power, and prom-
ises. Silvers actually thrive much better in Penance than
on their own worlds, as the population here is more var-
ied and contains many individuals more prone to being
led than the silvers themselves. Silvers are not treated
with hostility in Penance, they are simply approached
with caution and often fear. The frey are particularly un-

friendly toward the silver and make it a habit to never
have any dealings with them whatsoever. In contrast, the
haze get along marvelously with the silver, and are the
most loyal and dedicated of their henchmen.

Silver Lands: Silvers do not have their own strong-
hold in Penance, for while they exert a heavy influence
there, their numbers are few. The lord Abbydon is the
most notorious silver in the city, but his kingdom is actu-
ally less likely to house other silvers than anywhere else,
as he feels them to be threats to his power. Silvers have
been in Penance for quite a long time, and their influence
has helped build and shape the city up to its current form.

On their home worlds, silver lands are usually found
near wide rivers at the feet of hills and mountains. It is
in these rivers that silvers obtain their food, using
heavy magnets to pull the ferrous materials from the
riverbeds, as well as pans and sieves to filter pre-

- cious metals from the water. In Penance, however,
) silvers depend mostly on mined ores that flow into
the city from Temper and other outlying areas.
Religion: Silvers, in keeping with their
temperament, follow a religion that is con-
sidered by many to be arrogant and blas-
\Y} phemous. The crux of the silver religion is
that all creatures are equally divine, or more
personally applied, that one’s self is god.
Silvers literally worship themselves, or more
literally, the divine nature of themselves.
Strangely enough, to the chagrin of other faiths,
J this seems to work. Silver priests seem to be
able to channel divine magic as well as any
other, although whether their religion is actu-
ally well-founded ,or whether some hidden
divine source answers their prayers is a sub-
ject of much controversy, Many claim this magic
to be an obscure form of sorcery. No one claims to
- h'wr: ever cncountcred the silvers' deity, nor have

vine mtcrventlon
The standard silver holy symbol is a small, hu-
manoid figure with a translucent gem in its center,
through which light is said to shine. Silver priests
are able to select their domains from Healing,
Knowledge, Magic, and Protection.
Language: Silver language is splendid and
beautiful. The voice of a silver is like song,
and their tongue lends itself beautifully to
singing. Many find their speech enchant-
ing, and those who may be uneasy from
their appearance quickly relax at the
sound of their words. Silver sounds similar
to Elvish, but with more pitches and intonations.
Their flowing script is also similar to that of the elves,
but is not thought to be related. Silver has an alphabet
of thirty-two characters, and is not difficult to learn.
Names: Silvers have beautiful, impressive names. Sil-
vers are quite proud of their names and would not trans-
late their names into the Common tongue even if they
had a meaning outside of their sound. Silvers insist that
they be referred to by their proper names and never given
nicknames or shortened names. Silvers are fond of titles,
and if they have one insist that they be called by it.



Given Names: Danaides, Halcyone, Laocoon,
Melicertes, Portunus

Clan Names: Silures, Yserone, Pinabel, Gorboduc,
Cortana

Adventurers: Silvers are more apt to venture out in
search of power and renown than action, treasure, and
intrigue. Most silvers who seek their fortune in adven-
tures do so as sorcerers. Silvers also make excellent dema-
gogues, and most of the influential silvers in Penance fol-
low this profession. Many silvers also learn the ways of
the bard, and a few others adventure as priests and rogues.
Silvers are very rarely of the warrior classes.

Silver Racial Traits
Silvers get a +2 to Cha, and a -2 to Str.,

Silvers are Medium-sized creatures and receive
no bonuses or penalties from size. Silver height
runs from 5 to 5% feet, and weight runs from
100 to 150 Ibs. A silver’s base speed is 30 ft.

e Silvers have Electrical Resistance 10.

e Silvers digest and derive sustenance from any
metal object they can swallow. Silvers can eat
any kind of metal, but they normally feed on sil-
ver pieces. A silver can survive comfortably on
a half-pound of metal, or 20 sp per day. Plati-
num is considered a delicacy and preferred,
although it offers no additional effects.

e Healing Metal: A silver can regenerate
wounds and heal damage if it ingests mith-
ral. A silver is healed 1d10 points of dam-
age by injesting a handful of mithral. Four
coin-sized nuggets of mithral cost 40 gp.

e  Silvers can digest gold, however it has a
similar effect on them as alcohol does on
humans. Two gold pieces.is equivalent to
one stiff drink.

o Automatic Languages: Silver. Bonus Lan- 2
guages: Select from Ceptu, Chromithian,
Common, Dover, Elvish, Picker,
Undercommon, and Valco.

e Favored Class: Sorcerer. A multiclass
silver’s sorcerer class does not count
when determining whether he suf-
fers an XP penalty for multiclassing,.
Silvers are charismatic, magical, and
willful, and the power of a sorcerer flows
strongly in their veins.

Valco

Valco are hardy, goatlike humanoids. Valco are *'
not common in Penance city but are found all ‘ ©
over the land of Penance itself. The Forge
changes them little; they are still nomadic and
primitive but tend to be more ambitious
here than on other worlds, and a few of | «
their kind are drawn to the cities. i
Valco in the country are typically
druids, bandits, or farmers, while-
those in the city are usually me
cenaries or rashers of some type.

Relations: Valco are not generally trusted in the city
of Penance, as they are seen as primitives and bandits
and are apt to fail to grasp the complex social customs of
the city. The one species they seem to be on good terms
with is the faust, and valco within the city often seek out
faust to trade with or to sponsor them.

Names: Valco names are short and simple. Female
names are typically male names with “anth” or “ith”
added to the end. Valco do not have family names, but
instead use a patronymic to identify themselves, the word
“lak” meaning son of or daughter of.

Male Names: Cardo, Barad, Yaban, Sabao, Orlet

Female Names: Sabanth, Kalanth, Cardith, Haolanth,
Gaoith

Clan Names: Cardolak, Baradlak, Gaolak, Radolak,
Sabolak

Adventurers: Valco adventurers are nearly always
warriors of some sort, though a few are druids, and a few
more are rogues. If a valco were going to take levels in a
prestige class, it would probably be either as hone or rafter.

Valco Racial Traits

» Valco gain a +2 to Str, +2 to Con, -2 to Cha, and a -
2 to Dex.
» Valco are Medium-sized creatures and gain no ad-
vantage or disadvantage due to size. A valco
has a base speed of 30.
e Valco have a natural armor bonus of +1.
e Hardy (Ex): Valco are able to eat and derive
sustenance from nearly any organic substance.
Valco get a +2 to all saving throws vs. poison
or disease.
o Automatic Languages: Valco.
Bonus Languages: Select from
Asherake, Chromithian,
Common, Dover, Elvish, Faust,
Nightling, and Picker.
e Favored Class: Barbarian. A multiclass
valco’s barbarian class does not count
when determining whether he suffers
an XP penalty for multiclassing. Valco
j are brave, sturdy, and strong, and the
skills of a barbarian come naturally to
them.




little, organisms that normally change drastically from
season to season have had to adapt to the rapid cycle
here.

Most such plants, such as the deciduous trees, have
simply adapted to the new seasons, growing and losing
a full set of leaves in a month instead of a year. Other
plants, such as many of the crops that were originally
annuals or biennials, have modified life cycles so that
the bulk of the plant remains alive throughout the year
and only the edible parts grow, bloom, die, and then
renew. For example, maize stalks stand year-round on
the Forge, each stalk producing several ears each month
in the week of Blooming. Of course, these plants are not
immortal and usually only last for about five to ten years
before withering and being replaced with new shoots.

This trend away from annuals tends to make har-
vesting some crops on the Forge a different challenge
than on most other worlds. Instead of simply thrashing
down a whole field of maize, farmers must carefully go
from plant to plant and pick the ears off by hand with-
out harming the stalk. Some plants, such as wheat and
other grasslike crops, are actually easier to harvest.
These grasses grow constantly, and are cut down with
scythes at harvest time; the edible tops are then picked
up, and the cut stems simply regrow a new top in the
next week of Blooming. Overall, the labor involved in
growing crops on the Forge is low. Once planted, fields
yield for years without needing to be plowed or re-sown.

Although this might seem to favor large, central-
ized farms, the fertile regions of the Forge are actually
nearly entirely populated with small family farms. This
is due to the tight harvest cycle which requires that all
areas be harvested within a window of only a few days.
Larger profits are made by the shipping and transport
companies, who buy food from hundreds of different
farmers and ship it to urban areas.

Most of the fauna of the Forge is not as drastically
changed by its further evolution. Hibernating creatures
have adjusted to sleep once a month for a week's time,
for example, but otherwise are the same. Migrating crea-
tures are probably the most affected. Climate changes
vary more from place to place than from season to sea-
son, so animals that would otherwise follow large mi-
grations instead generally stay put. This change has
made the ecosystems on the Forge more isolated and
arguably more fragile.

Ecosystems on the Forge are made up of creatures
and plants that have evolved on thousands of different
worlds. However, the feathered Seven long ago stopped
pulling in other than sentient creatures, so most of these
ecosystems, though unusual, are quite balanced. To a
foreign eye, this is anything but evident, as alien crea-
tures generally share the land with more common spe-
cies, often producing situations where traditional preda-

F‘or b an d Faun D tor and prey situations are reversed. For example, in parts

of the Wildwood, grazing animals, such as deer, are com-

Like the people that inhabit the Forge, the plants and ani- monly devoured by several of the leafy plants there. Also
mals that round out its ecosystems were all originally creatures and plants th.at may be considered prehistoric
transplants from other worlds. However, due to the un- ~ ©n Some worlds are quite alive and well on the Forge.
usual weather conditions on the planet, many of these

organisms have evolved into new and unique forms.

While evergreen trees and perennial plants are changed




Plants

While there are millions of different species of plants on
the Forge, a few specific plants are considered to be im-
portant enough to the culture and economy to require
some detail. Plants common on earth, such as the maize
and wheat mentioned above, though important, are not
given in detail here, although mutations are described.

Trees

Bowery: This important tree grows on the plains Penance,
and its sap is used to make sap hide armor (detailed in
Appendix A). The bowery is an enormous tree with a wide
and bulbous, gnarled, barrel-like trunk. It has broad
stretching limbs with broad flat seven-pointed leaves.
Bowery trees are densely foliated, and their branches
stretch out at many levels, from within ten feet
of the forest floor to 200 feet
above it. Most bowery trees
tower above their neigh-
bors and provide shade
for large areas. Many ¢
creatures make theirf ¢
homes in these trees.
Harvesting the sap is
done with a tap, much /
like is used to gather @
maple syrup, and if
done correctly does not &
hurt the tree. A single 5
tree produces enough ¢
sap in a month to craft
one medium-sized suit
of armor.

Conifers: Evergreen conifers—firs,
hemlocks, pines, and spruces—exist in
abundance on the Forge, and are little dif- °
ferent here than elsewhere.

Fruit and Nut Trees: Most fruit-bear-
ing trees are common on the Forge. These
trees have adapted to the local condi-
tions by retaining their leaves
year-round while dropping
their fruit monthly. Apples,
pears, cherries, apricots,
leeches, mangoes, coco- |
nuts, almonds, pe-
cans, figs, peaches,
plums, walnuts, hazelnuts and
many other favorites are readily available year round in
the markets of the City of Penance.

Hangman'’s Oak: This unusual family of trees is com-
mon in Eclipse and in other areas where there is little light,
including underground. These trees resemble oaks, ex-
cepting that they do not bear any leaves. A hangman’s
oak derives all its sustenance from the soil, although some
scholars believe that the bare branches and twigs are used
as antennae to pick up sound. It is surmised that the trees
use sound in some sort of internal process as a replace-
ment for photosynthesis.

Leafy Evergreens: Leafy evergreen trees such as mad-
ronas, eucalyptuses, palms, and laurels are also common
on the Forge, and are mostly unchanged.

Mossfruit: The mossfruit is one of the most popu-
lar and common fruits on the Forge. It is a deep green
in color and covered with a soft and mosslike rind. In-
side, the fruit is sweet and juicy with a distinct and deli-
cate flavor. The fruit grows on the small and gnarled
mossfruit tree. These trees are easily recognizable for their
bark, which is a dark rust color, and has a soft, shaggy
texture. Also distinct are the leaves of the tree, which are
long and spindly, looking more like green fur than foli-
age

Other Broadleaves: Common deciduous broadleaf
trees such as oaks, maples, willows, and ashes are com-
mon throughout the Forge. These trees have adapted to
the short seasons by growing a new set of leaves each
month.

Alorak: The alorak plant is
one of the most common
staples of a Forge diet.
The plant itself is a
creeping vine, and the
2 alorak is a large
ground fruit, similar
to a pumpkin in size
and shape. A ripe
alorak is a deep aub-
ergine in color, with a
hard shell covered with
spiky growths. Inside,
the flesh of the fruit is red
and dense. Alorak is simi-
lar in flavor and consistency
to beef. It can be grilled,
stewed, or eaten raw, and has a high protein con-
tent. The alorak is eaten in place of meat by many in-
habitants of the Forge, as it is safer, cleaner, less mor-
ally objectionable, and more easily replenished.
Grasses and Grains: These are common on the Forge
and are little changed from their earthy cousins. Most
grasses and grains do not need to be replanted
after they are harvested and therefore are
cheap and abundant.
Leafy Greens: Edible leaves — spin-
ach, kale, and lettuce—are found
on the Forge, although they are not
common staple crops. Since the entire
plant must be uprooted in order to harvest
the greens, the field must be plowed and re-
planted each month, making the plants expensive and
labor intensive. These plants are part of the common diet,
but are used sparingly as flavors and garnishes. A simple
salad, for example, is rare to find on the Forge and would
cost as much as a full meal.

Roots: Plants that must be uprooted in order to be
harvested do not do particularly well as crops on the
Forge. These plants, though they grow easily, are labor
intensive and tend to deplete the soil too quickly to be
used in large amounts. Carrots, onions, potatoes, and beets
are normally only eaten by survivalists, druids, and oth-
ers that live off of the land.




Sameril: The sameril is an exception to the root crop
rule. The sameril is a short, flowering bush. It has deli-
cate light green leaves and small, pale yellow flowers.
Most consider it a beautiful plant in its own right. What
makes the sameril a viable crop is its long and snaky roots
that grow at a quick and constant rate. Samerils have com-
plex root structures, much of which ends up poking out
of the ground in the search for space. The plant is har-
vested by cutting off the parts of the roots that surface.
These roots are then peeled and cooked, and are similar
to potatoes with a richer flavor. Sameril plants are also
popular as they may be harvested at any time, which gen-
erally is done in the Sleeping, as there is little else to do
on the farms in this week.

Vines and Stalks: Vines, such as that of the grape,
and stalks, like maize, are important crops on the Forge.
These plants typically bear fruit or some sort of edible
section that is harvested and replenished monthly while
the rest of the plant remains alive. This category includes
beans and legumes, squashes,
gourds, melons, and fruit-type veg-
etables, such as tomatoes and cu-
cumbers.

Herbs and Shrabs

Baban: The baban
plant is famous
mostly in the

Golden Shore in the
city of Penance. The
plant consists of a
small gnarled root with
a green, leafy, spindly top
that bears small delicate
leaves. The root of the baban
is roasted, ground, and steeped

in boiling water to make a drink
called babanth. When imbibed, it
numbs the drinker’s aches and pains, and provides a mild
sense of euphoria. For an hour afterwards, the drinker
receives a +1 morale bonus to all Fortitude saves as well
as a -1 morale penalty to all Will saves.

Baban may be harvested, roasted, and ground with a
successful Profession (Herbalist) or Wilderness Lore check
vs. a DC of 15. Cost: 2gp per root, enough to make 4 doses
of babanth.

Common Perennials: All common perennial plants
that are found on countless other worlds are also present
on the Forge. Shrubs and hedges are common, and are
popular in gardens. Herbs needed for spells, cooking, and
potion making are all readily available, and no more ex-
pensive than they are elsewhere.

Lantana: The rare lantana plant is important to the
druids of Penance. Lantana is a creeping vine that grows
up rocks, trees, and other plants. Lantana leaves hang
down from the stem of the plant, and are long and fragile
complexes of veins with a very thin wispy webbing cov-
ering them. Lantana can be harvested by clipping a few
inches of the stem at a time, including the attached leaves.
The plant is expensive, but has many uses. Lantana clip-

pings can be used in place of mistletoe as a focus for
druid spells. Single lantana leaves can be used with any

druid spell to empower
its potency, range, or
duration (+1 on each
damage die, and a
10% increase inrange ~ (J
or duration). When (]
used in this way the
leaf is consumed in
the casting of the
spell.

Harvesting the
plant requires a suc-
cessful Profession
(Herbalist) or Wilder-
ness Lore check vs. a DC of
17 to prevent either harming
the plant or dampening the mherent
magic held in the clipping. These clippings remain po-
tent for 1 week +1 week for every +5 that the harvesting
check succeeded, to a maximum of 4 weeks (one season).
For example, a successful check of 22 would guarantee
lantana that was fresh for 2 weeks. Cost: 25 gp per leaf, or
50 gp for a fresh clipping.

Lumin: The lumin is a small carnivorous flowering
plant that attracts insects with a soft natural glow that
emanates from its blossoms. The plant blooms only in the
dark, and spends the rest of its time soaking up the rays

of the two suns. The blooms of the lumin have
long, slender, white petals, and look much like
sea anemones. The plants have been domesticated

and are hung from baskets ﬂ
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throughout the cities
of the Forge both as

an evening light R
source and as a

way to kill off '\\

pests.

Nisankh: W= -~
Nisankh is a - ind -~
strange alien- <7
looking  shrub

s

with thorny stems
and spiky, burred, 'y
silver blossoms. It is ’/, .
these blossoms that are 4
so sought after. If dried,
powdered, and taken in a tea,
nisankh can slow down the effects
of aging on the drinker. Nisankh must be taken at least
once a week to remain effective, and causes its user to
age 10% more slowly. For example, someone who took
the concoction for 10 years would only age nine during
that time. The herb is extremely expensive, as it is very
delicate and seems to only grow in the wild on certain
isolated islands in the Wildwood. It is popular with Blood-
lords and other rich and eccentric individuals. Many oth-
ers claim that the herb is a powerful aphrodisiac, and take
it for these purposes, but this is largely unsubstantiated.
To correctly harvest the nisankh without killing the
plant requires a Profession (Herbalist) or Wilderness Lore
check with a DC of 20. Success means that the plant will
recover to produce new blossoms, while failure indicates
that the plant will slowly die over the course of the month




and not awaken. Success or failure is not apparent after a
check, however, and only a Knowledge (Nature) check
(DC 15) will inform someone as to the plant’s health. Cost:
100 gp per blossom, enough to make 1 dose.

Sathonia: A sathonia is a small seed pod that grows
on a low vine in sunny regions. Sathonia is one of the
most common spices used in Forge cuisine, It can be dried,
ground, and sprinkled over food, or it may be simmered
in with other ingredients. Sathonia imparts a savory and
slightly spicy flavor to foods. It also imparts it color, a
rich maroon hue. Rice is frequently cooked on the Forge
with sathonia pods, producing a meal in itself, bright
grains with a hearty and complex flavor.

Animals

The animal species living on the Forge have come from
all over the multiverse. Some died off immediately upon
arrival, while others took well to the conditions and
thrived. Common animals such as insects, rodents, herbi-
vores, birds, domesticated and herd animals, fish, large
predators, and the like can all be found on the Forge. Such
animals are no different from their earthly cousins and

are not described here. Neither can be described most
of the millions of unfamiliar creatures from other
worlds, with the exception of a few creatures that are ei-
ther extremely common, or culturally or economically im-
portant. Additional information for some of these crea-
tures can be found in Appendix B.

Gorak: The gorak is the most important herd animal
on the Forge. The gorak is a relative of the goat, although
with a few important differences. Goraks constantly grow
a thick shaggy coat that is sheared and used in place of
sheep’s wool. Gorak wool is less coarse than sheep’s wool,
and grows faster. The gorak also is famous for the sweet
milk that it produces, which is used as a beverage and
also to make a wide variety of wonderful cheeses. The
gorak is a favorite herd animal as, like a goat, it can di-
gest almost anything, and is inexpensive to raise.

Gryb: Grybs are curious amphibious parasites with a
very useful side effect. At birth, gryb larvae resemble
shade slugs, and are ingested by many creatures, includ-
ing humanoids, rillers, kytuses, and merains. Once in-
gested, the larva implants itself within the intestines of
the creature, where it feeds and grows. Once it has ma-
tured and is ready to reproduce, the larva creates a gris-
tly shell around itself and detaches. Once passed from

the host, the adult gryb finds a mate, then goes

dormant. In this state the gryb produces an ap-

petizing scent in order to attract creatures to

place it close to their faces, at which point, it

instantly awakens and attaches itself over the

creature’s nose. Unsuspecting or resisting crea-

tures are allowed a Reflex

save (DC 30) to avoid this

attachment. The gryb

causes no damage to its

new host creature, but re-

mains attached to its face

for a number of hours

equal to the host’s Con-

stitution score + 1d4.

During this time it im-

plants eggs into the na-

sal passages and throat

of its host. Within a

week, the mature gryb eggs,

resembling small, slimy seed-

pods, are either sneezed or vom-

ited forth from their host.

These eggs lie dormant for

several weeks before crack-

ing open, revealing the dark
colored, wriggling larvae.

The gryb is of import be-
cause while attached to the
nose of a host, it does the
breathing for it, allowing the host
to breathe normally in both air and
water environments. Gryb are
used throughout the Forge as
a cheap and non-dispellable,
albeit unpleasant, alternative
to water-breathing and air-
breathing magics. A gryb can be forc-
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ibly removed before its time is up, dealing 2d4 points of
damage to the host. Cost: 75 gp per adult gryb.

Kith: The kith is a large domesticated feline that is
used in place of the horse in many places on
the Forge, most notably in the City
of Penance.

Kytus:
These ferocious
pack predators
look similar to coy-
otes but are far more
dangerous, as they
have a shared hive mind
and are able to coordinate
their attacks to bring down
much larger creatures.

Merain: This large am-
phibious avian has scaly feath-
ers that are adapted to both
water and flight. The bird
plagues the people of Penance
by dropping rocks on them and
then swooping down to attack.

Peater: These small gecko-like
lizards live and feed among peat
bogs in many places on the Forge.
As a defense mechanism, peaters
have learned to imitate sounds of large predators to scare
off the smaller ones that feed on them. Interestingly, the
peater does an excellent job of matching the human voice,
and often repeats over and over words or phrases that it
hears. Some rogues use the little lizards as spies, while
other rashers tell stories of how they learned of secret pass-
words and other important pieces of information from
nearby peaters.

Riller: This small, furry rodent is greatly feared
throughout the Forge, not for its ferocity, but for its in-
credible appetite. Rillers hibernate and breed in the week
of Sleeping, and then spring forth in force in the Bloom-
ing. Rillers have a nose and a taste for food of all kinds,
and eat their way through nearly anything to devour its
contents. Hanging food from ropes is not an effective de-
terrent, as the creatures can climb quite well. Rillers can
gnaw through most organic materials easily, only metal
or stone food boxes seems to hold them at bay. Riller num-
bers are reduced greatly throughout the first three weeks
of each month, as nearly every predator finds them fla-
vorful and easy to catch, helping to ensure that the pop
lation of these little furballs doesn’t overrun the land.
Rillers can be huge problems if they find their ways into
cities where they can cause famines, but they have been
mostly exterminated in such places through strict vigi-
lance.

Royal Beetle: These large, brightly-colored beetles are
common in the Plains of Penance, where they live in the
wild grasslands. When crushed to a paste and refined,
the beetle produces a brilliant blue dye which is quite
popular in the cities. One beetle produces enough dye to
color two yards of fabric.

Shade Slug: These three-inch long, dark-hued slugs
live in dark areas, such as beneath rocks and under dense
foliage. They would be of little import if it were not for
the fact that if swallowed live, they impart to the eater

the power of low-light vision for two hours. Powdered
and dried versions of the slug have been attempted,
but fail to provide the proper results. Live shade slugs
can occasionally be purchased in the markets of Penance.
Cost: 5 gp per slug,.

Tapworm: The much appreciated tapworm is actu-
ally a parasite that lives under the skin of its host. The
tapworm feeds off fat deposits, and many inhabitants
of the Forge employ the creatures in order to get rid
of excess body weight. Tapworms affix their
backends to the lower intestine of their hosts, and
they then grow forward through the muscles of
the abdomen and into the fat layer. They
grow as they eat, and it takes a tapworm
an average of six months to completely

rid a host of cellulose. Waste and eggs
pass into the intestine, out of the
body, and into the water table where
the worms mature to then reenter
new hosts. Tapworms are slightly
dangerous, and reduce the host’s
Con by 1 point (incurable while
the worm lives). When all fat is
gone, the worm dies. Cost: 2gp
per worm,

Well Coral: This colony of
sea creatures, often mistakenly
thought of as a plant, is closely
relegated to common coral.
Well coral is unlike other coral
in that it lives in fresh water, and that
its hue —a deep blood-red — is different. On the Forge, well
coral is commonly found only in the Wellspring at the
center of Penance. The coral is important to the sea life
there, and helps keeps the retaining walls of the wellspring
in place.




Rapter TNT?:
Matters of Prestige

Prestige (1asses

Prestige classes are the spice of many worlds, and
Oathbound presents a number of unique possibilities that
make it a more enriching experience to adventure here.
From the wily political machinations of the demagogue
to the dangerous world of the vigilante, these classes
are part of the Forge as much as fighters, wizards, or
clerics.

The entry requirements for these prestige classes are
set lower than usual to allow players whose characters
have just arrived an opportunity to play them without
major reworking of their characters. After a level or two
in the Forge, most players should be able to choose the
prestige classes that most interest them. If a campaign
is to start fresh in the Forge, the GM should set a mini-
mum of 5" level before allowing a character to become
any of these prestige classes.

Demagogue

A demagogue is a gifted orator, sweet-talker, negotia-
tor, politician, and statesman. He is charismatic, ambi-
tious, and extremely dangerous. A demagogue’s
weapon is not his sword, but Ius tongue. A demagogue
understands the innate power of words and uses them
to extraordinary —even magical —effect. A demagogue
is not interested in interacting directly with the world,
but in convincing others to act in accordance with his
wishes.

_Many charismatic individuals feel the power of the
Forge drawing them toward sharpening their tongues
and their wits into powerful tools. These people are able
to channel the magic and power of the Forge itself into
their spoken words. Though rare in most of the Forge,
demagogues are the forces to be reckoned with in Pen-
ance. Nearly all the Bloodlords, overlords, and ombuds-
men in Penance are demagogues, at least in part. A
demagogue is an invaluable member to any political
body in Penance. Those who attempt to challenge the
pol litical machinations of the city without one find them-
selves quickly outmatched.

Those who follow the path of the demagogue start
out in many walks of life, although most begin as rogues,
sorcerers, paladins, or bards. Those who take the pres-
tige class are typically ambitious and egotistical, al-
though the most powerful of demagogues are selfless
champions of the good of all—such as the overlord
Flollo. Those with aspirations of becoming a Bloodlord
typically train to become demagogues.

A demagogue is a roleplaying opportunity. While
all of this class’ abilities have specific game effects, they
are essentially speeches and theater. It is highly recom-
mended that a GM not allow a character to use one of
these abilities unless the player doing so makes an at-
tempt to approximate the words used by his character.
For example, instead of saying “I use my pacify ability
to stop the attack,” a player is encouraged to say, “Stay
your arms! We mean you no harm. Listen but for a
moment and all will be made clear.” Filibuster and other
long-winded abilities need not be fully expressed; a
simple summary should suffice. As an option, a GM



may increase the effectiveness of a demagogue’s power
depending on how good the player’s actions match those
of the demagogue’s.

Hit Die: d6

Requirements
To qualify to become a demagogue, the character must
meet the following requirements:

Charisma: 12 or better

Intimidate: 4 ranks

Bluff: 4 ranks

Diplomacy: 6 ranks

Feat: Iron Will

(1ass Skills

The demagogue’s class skills (and the key ability for each
skill) are Appraise (Int), Bluff (Cha), City Lore (Wis), Con-
centration (Con), Craft (Int), Decipher Script (Int), Diplo-
macy (Cha), Forgery (Int), Gather Information (Cha), In-
nuendo (Wis), Intimidate (Cha), Knowledge (any two; Int),
Listen (Wis), Perform (Cha), Profession (Wis), Read Lips
(Int), Search (Int), Sense Motive (Wis), Speak Language,
Spot (Wis), and Use Magic Device (Cha).

Skill Points at Each Level: 6 + Int modifier

(lass Features
All the following are class features of the demagogue pres-
tige class.

Weapon and Armor Proficiency: Demagogues gain
no proficiencies with weapons and armor beyond those
they already possess before taking the class.

Unless otherwise specified, the DCs for a demagogue’s
powers are equal to 10, plus his Charisma bonus, plus
half his total level (rounded down). A demagogue may
use each power a number of times per day equal to the
Per Day number listed in the Table 3-1 unless otherwise
specified in the power description.

Sway (Ex): The arguments of a demagogue are quite
convincing, and he is very skilled at swaying others to
his point of view. Whenever a demagogue attempts to
change the attitude of an NPC, he makes a Diplomacy
check instead of an unmodified Charisma check. Sway
does not have a use limit. Pacify and sway used together

can end a fight just as effectively as a broadsword. For
example, while fighting a group of nightlings, the
demagogue can pause the fight with his Pacify ability,
and then end it with Sway by convincing the nightlings
to become indifferent or even friendly toward the party.

Taunt (Ex): Upon reaching 2™ level, a Demagogue
gains the ability to embarrass, mortify, and chagrin oth-
ers around him. To use this ability, a character must speak
clearly to a single individual, taunting and continually
berating him with words. The creature taunted must suc-
ceed at a Will save or suffer a -4 morale penalty to all
attacks, saves, and skill checks as long as the demagogue
continues the taunt. This ability requires a full round ac-
tion, however the taunter may move while taunting.

Threaten (Ex): By 2 level, a demagogue has mastered
the art of threatening others with his words. He receives
a +4 competence bonus to all Intimidation checks. This
ability is not limited in its frequency of use.

Pacify (Ex): Perhaps a demagogue’s most useful de-
fensive ability, pacify allows a demagogue to calm and
stop opponents in combat. To pacify an opponent or group
of opponents, a demagogue must spend a full-round ac-
tion doing nothing but speaking to them calmly in a lan-
guage they understand (dodging is permissible). Allies
of the demagogue — even those perceived as allies — must
not attack during the round in order for the power to have
any chance of being effective.

At the end of the round, a single Will saving throw is
rolled for all opponents. This saving throw is made by
the opponent with the highest base Will saving throw,
and the DC is lowered by 1 for each teammate to be af-
fected. If the saving throw is failed, all opponents stop
fighting and listen to what the demagogue has to say. The
effect of pacify lasts while the demagogue speaks to the
opponents and for 2-8 rounds thereafter. Any hostile ac-
tions—even those perceived as being hostile —break the
pacify effect.

Outrage (Ex): By 4" level, a demagogue has learned
to direct his words to inspire anger, outrage, and action
in those who hear them. This ability is normally used to
direct someone’s anger at another, although it is possible
to use it as a taunt to try to incite violence against the
demagogue. To use this ability, a demagogue must speak
upon the ills of the target of his outrage for a full two
rounds to willing listeners. The demagogue is free to per-




form other nonverbal actions during these two rounds

as long as they serve to fan the fires of his outrage. At
the end of the second round, all who hear and are able to
comprehend must succeed at a Will save or their attitude
becomes hostile toward the target. This effect lasts for one
hour per level of the demagogue.

Convey (Sp): At4" level a demagogue learns to speak
in such a way that all within earshot, regardless of lan-
guage, can understand the meaning of his words. This
ability has a duration of 10 minutes, and any of the
demagogue’s other abilities can be used in conjunction
with convey. This ability does not work with creatures
that do not have intelligence scores. Use of convey is
treated as a free action.

Tempt (Sp): At 5" level and above, a dema-
gogue can spend a full round speaking to an indi- |
vidual in order to implant into its mind an in-
tense desire for something. Typically, this
desire is to possess an object, but it can
take many forms. A person may be
tempted to eat a particular morsel, to
mate with a certain individual, or to
undertake a quest. The tempted crea-
ture is allowed a Will save against the
ability. If the roll is failed, the individual
becomes obsessed with what has been
offered and does all he can to possess it A
tempted person may commit foolish, but
not suicidal, acts. This effect lasts for one
hour per level the speaker has taken in
demagogue, or until the temptation has |
been sated.

Failure for a creature to follow
through on its temptation results ina - ¢
1 morale penalty/hour on all attack
rolls, saving throws, and skills
checks. This effect is cumulative, but
the effects don’t begin until the start
of the second hour of inactivity.
Should a creature fail to adequately
fulfill its temptation by the expiration
of the temptation, the negative effects
remain in place for 24 hours (or until the
temptation is fulfilled).

Convince (Sp): At 6" level, a dema-
gogue becomes adept at convincing others
to form particular opinions. In order to use
this ability, the demagogue must argue the
point with someone for at least a full minute.
At the end of that time, the creature is allowed
a Will save. If the roll fails, the creature’s mind
has been changed on a particular issue. Crea-
ture with a deeply seated belief against the
argument posed—such as a priest’s faith
in his god or the code of a paladin—can-
not be affected by this ability. This
change is permanent, but doesnot
prevent a character from
changing his mind again if fur- &
ther evidence, arguments, or
events lead him to other con-
clusions. For example, a demagogue may convince a

moneylender that he is able to repay a particular loan if

/

it is given to him. The moneylender then believes this to
be the case until the demagogue doesn’t make his pay-
ments, at which point he again believes the demagogue
to be a scoundrel.

Negotiate (Ex): By 6" level, a demagogue has become
an expert negotiator and diplomat. He receives a +4 com-
petence bonus to all Diplomacy and Bluff checks. This
ability is not limited in its frequency of use.

Humiliate (Sp): A demagogue now begins to under-
stand how to use his words to make an individual look
laughable in the eyes of others. To use this ability, a dema-
gogue must speak to an audience for at least a full
minute, convincing them of the subject’s fallibility.
Anyone who hears the speech must make a Will
save, or look upon the subject in a new light. When-
~ ever a creature under the effects of the humiliate
ability sees or hears of the subject, he will be un-
able to refrain from laughing out loud, chuckling,
or otherwise acting in a suitable manner. This

effect lasts for one day per level the
speaker has taken in demagogue.
Saving throw bonuses (from +1 to
+4) for the audience apply when the
demagogue attempts to humiliate crea-
tures with deep-seated beliefs toward
the target. Humiliating a well-loved
Bloodlord is not as simple a task as mak-
ing the court jester seem foolish.

Filibuster (Sp): At 8" level, a demagogue
| gains the ability to captivate the attention of
L | all who can understand his speech. This abil-
| | ity lasts as long as the demagogue continues

talking. Anyone within range of his voice

is unable to perform any actions other than
listen intently and stare at him. If a lis-
tener attempts to break his attention, he
must succeed at a Will save to do so. Fail-
| ure means that he is compelled to listen to
| the demagogue as long as he continues to
' | talk. This ability has no effect on someone
| engaged in a fight, and it is immediately bro-
' kenif the listener is attacked. A character may
use any of his other demagogue abilities
while filibustering. Filibuster is used most
frequently as a stall tactic, but it also may be
used to force a listener to be exposed to an-
other ability.

Charm (Sp): At 9" level a demagogue gains
the ability to charm individuals with his words.
This ability works like the charm person spell,

except for the DC.
Control crowd (Sp): At 10" level a dema-
gogue learns to magically amplify and project
his voice over a sizable area. Anyone within
' range of the demagogue’s voice is able to
L TR make out his words clearly, regardless
R0 of other sounds or noises,
Sa __and can be affected by any
of his abilities. Creatures
still have to be able to compre-
hend the language spoken in order to
be affected, although control crowd can be used with any
combination of the demagogue’s other powers, includ-

|



ing convey. Magical silence and one foot of wood or rock  (|a55 Skills
keeps this ability at bay. The range of control crowd is
250 ft. per point of Charisma bonus that the demagogue

The hone’s class skills (and the key ability for each skill)
are Climb (Str), Craft (Int), Handle Animal (Cha), Intimi-

ponocases. date (Cha), Jump (Str), Listen (Wis), Ride (Dex), Spot
(Wis), Swim (Str), and Tumble (Dex).
HOT\G' Skill Points at Each Level: 2 + Int modifier

A hone is a focused warrior dedicated to a single weapon.
A hone literally has a single-track mind, but as a warrior
few are more skilled. A hone is a fighter who has taken
weapon specialization one step beyond the pale. A hone
has knowledge of a single weapon type, such as long-
sword, dagger, greataxe, or light mace —and no other.

Hones take a vow to never use another weapon, al-
though they do learn the art of unarmed fighting in case
they are disarmed in combat. This obsessive focus with a
single weapon earns them great bonuses when fighting
with it. In fact hones are so in tune with their weapon that
they are clumsy and unskilled wielding any other.

Creatures must specify a specific weapon before they
take up training as a hone. This weapon is the same one
that the hone specialized in as a fighter. A hone that trains
in a melee weapon, such as a dagger, also gains his spe-
cial bonuses when the weapon is thrown. A hone that
trains in a missile weapon does not gain his special bo-
nuses when using it as a melee
weapon—such as using a bow as a
club—even if the bow is built to be
used in such a manner.

Hones are found throughout the Forge and
come from many different races and creeds. Hones feel
that their potentials are tied to the mastery of a specific
weapon. A hone may choose to train in other classes later
on in his career, but his hone bonuses and penalties al-
ways apply —whether he wants them to or not.

Hit Die: d10

Requirements

To qualify to become a hone, a character must meet the
following requirements:

Alignment: Any Lawful

Base Attack Bonus: +5

Feats: Improved Unarmed Strike, Weapon Focus,
Weapon specialization



All the following are class features of the hone prestige
class.

Weapon and Armor Proficiency: Hones are not pro-
ficient with any additional weapons beyond those they
are already familiar with. Hones are proficient with all
types of armor and shields, though if a hone ever uses a
shield to attack he suffers the penalties as detailed under
Precision Strike.

Precision Strike (Ex): As a hone gains experience with
his weapon of choice, his ability with it grows. The hone
gains a competence bonus on all attacks made with the
weapon, and this bonus increases as he advances in lev-
els. However, if the hone ever uses another weapon other
than his own natural weaponry or unarmed strike, he re-
ceives a competence penalty to attack rolls with the for-
eign weapon. This penalty lasts for as long as the hone
wields the weapon.

Improved Defense (Ex): As a hone is so familiar with
how a particular weapon may be used in combat that he
is able to defend himself better from opponents who use
similar melee weapons. A hone gets a dodge bonus to his
Armor Class to all blows from melee weapons of the same
type (slashing, piercing, or bludgeoning) as the hone’s
weapon. If the hone’s weapon lists multiple categories,
only the first listed applies.

Fell Blow (Ex): A hone receives a competence bonus
to damage with his weapon of choice. The fell blow abil-
ity does not apply to unarmed strikes or natural attacks
(unless this is the hone’s weapon of choice).

Skilled Stunt (Ex): Hones are so skilled at using their
weapon of choice that they are better able to perform
stunts with it, such as tripping, disarming an opponent,
or attempting to strike a weapon. This ability adds a com-
petence bonus to the opposed attack or ability roll in-
volved in the stunt. The hone’s weapon must be able to
perform the stunt in order for this ability to apply.

Extended Critical (Ex): At 10" level, a hone is so
knowledgeable about how and where to strike with his
weapon that his critical multiplier with it is increased by
1. For example, a hone specialized in greatsword does
triple damage on a critical instead of mere double dam-
age.

An inquisitor is a religious fanatic determined to make
his religion the dominant one. Such individuals are not
normal, sane followers of a faith, but those who follow it
blindly with absolute strictness and intolerance. Inquisi-
tors are highly feared and despised by the majority of the
population, viewed as ruthless preachers of rhetoric who
do or say anything to get a citizen to follow their paths.
There are a few inquisitors who are somewhat more ethi-
cal and peaceful in their conquests, although none by
definition are the least bit flexible or reasonable in their
beliefs. The inquisitor is perceived as more of a villain
than a hero.

Inquisitors are quite dangerous opponents, skilled in
warfare, magic, and in manipulating the mind and spirit.
Inquisitors are clever and determined individuals who
are not deterred in the pursuit of their goals. The adver-

sity faced in the pursuit of their faith makes them stron-
ger.

Inquisitional zeal may take a hold of any religious
person, whether she worship a god or simply the power
of nature or her own moral code. An inquisitor applies
her skills in many ways; sometimes by starting great wars
and conquering in the name of her deity, and sometimes
more subtly by skulking about and spying on others to
ensure that they are true to their words.

In order to qualify for the inquisitor prestige class, a
character must be firmly seated in her beliefs. She must
strictly follow the teachings of her god or the tenets of a
particular sect. Most inquisitors on the Forge began as
seeds that already had a firm grasp on their faiths before
being taken here. Such individuals feel that their pres-
ence on the Forge is a challenge or a test of their faith, and
they work hard to prove their worthiness to their god.

Inquisitors are often linked in the minds of the people
of Penance to Bloodlords. Not to say that all Bloodlords
are inquisitors, only that nearly every inquisitor in Pen-
ance desires to be a Bloodlord. Inquisitors cannot stand
living under the authority of another —especially one that
is not a true believer —and they strive to unseat their lords
and set up a righteous sectarian rule in their place. In turn,
Bloodlords despise inquisitors and often make an extra
effort to stamp them and their followers out.

An inquisitor that becomes a Bloodlord is a frighten-
ing force, sweeping through the city to conquer and con-
vert all within reach. Outside of Penance, the story is quite
the same, simply without the Bloodlord title. Many in-
quisitors leave Penance altogether and go on crusades
throughout the Forge.

The only individuals on the Forge that inquisitors have
more hatred for than Bloodlords are the Black Flock. In-
quisitors usually view them as demons that must be de-
stroyed at all costs. In Penance, most inquisitors eventu-
ally confront the Queen. This event is typically signals
the end of their careers.

Those that live by inquisition usually begin their ca-
reers either as a cleric or as a druid. A few others over the
years have taken the path of the inquisitor, but such a
transition is rare.

Hit Die: d8

To qualify to become an inquisitor, a character must meet
the following requirements:

Charisma Score: 12 or higher

Diplomacy: 4 ranks

Knowledge (religion or nature): 6 ranks

Special: Character must strictly follow a single reli-
gion

Feat: Skill Focus - Knowledge (Religion)

it
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The inquisitor’s class skills (and the key ability for each
skill) are City Lore (Wis), Concentration (Con), Craft (Int),
Diplomacy (Cha), Gather Information (Cha), Handle Ani-
mal (Cha), Heal (Wis), Hide (Dex), Intimidate (Cha),
Knowledge (arcana) (Int), Knowledge (religion) (Int),
Knowledge (nature) (Int), Listen (Wis), Move Silently



(Dex), Profession (Wis), Read Lips (Int), Ride (Dex), Scry ~ wisdom is unable to cast spells at all. In order to cast
(Int), Search (Int), Sense Motive (Wis), Speak Language, druid spells, the character must be of neutral alignment,
Spellcraft (Int), Spot (Wis), and Wilderness Lore but otherwise the choice of what kind of spells to choose
(Wis). rests with the inquisitor.

Skill Points at Each Level: 4 + Int modi- Smite the Heathen (Ex): All spells cast by an in-
fier quisitor are more potent against those who do not
subscribe to his beliefs. An inquisitor’s spell DCs
are increased by +2 against creatures that do not
worship a god, or against those who wor-
ship a god with a different alignment than
that of the inquisitor. The bonus is reduced
to +1 against anyone whose god has the

same alignment (good, neutral, or evil) as
the inquisitor. This ability doesn’t func-
tion against worshippers of the
inquisitor’s god.
Divine Protection (Ex): At 2" level,
an inquisitor becomes protected from
his enemies by his impregnable for-
tress of faith. All his saving throws
are increased by a bonus equal to
his Charisma modifier (A sacred
bonus if good, a profane bonus if
evil, or a divine bonus if neutral).
Convert the Unbeliever
(Su): At 3" level, an inquisitor
becomes imbued with a su-
pernatural charisma that al-
lows him to overpower the
beliefs of others. If an inquisi-
tor speaks to a single creature
for more than five minutes, she
can attempt to convert him to her
faith. To resist this conversion, the
unbeliever must succeed at a Will
save equal to 10 plus the
inquisitor’s prestige class level,
plus the speaker’s charisma
modifier. If the save fails, the
listener becomes a believer
in the faith and a follower
of its tenets. This effect is
permanent unless later re-
versed.

(hss Feptures

All the following are class features of the
inquisitor prestige class.

Weapon and Armor Proficiency:
[nquisitors are proficient with all
simple weapons. Inquisitors are pro-
ficient with all types of armor (light,
medium, and heavy) and with
shields.

Spells Per Day: The inquisi-
tor gains new spells as if she had
also gained a level as either
cleric or druid. She does not
gain any of the other benefits
a character of that class
would have gained (im-
proved chance of turning or
rebuking undead/
shapechanging abilities,
and so on). The player adds
the inquisitor spellcasting
levels to the level of cleric or
druid to determine the num-
ber of spells per day, casting
level, and other effects. If a
character has levels in both cleric
and druid then the player must
choose what class gains the in-
creased spellcasting ability.

An inquisitor with no pre-
vious divine spellcasting level
gains spells as if either a 1*
level cleric or druid. Wisdom
is the prime requisite for
casting wither cleric or
druid spells, however, and an
inquisitor without at least an 10




Those affected by this ability are considered to have
a mental illness, which can by removed by spells such
as renove disease (note that subject gets a Fort save to re-
sist). An inquisitor may use this ability once per day per
level of inquisitor, plus her charisma modifier. This abil-
ity does not work on anyone that casts divine spells (cler-
ics, druids, rangers, and paladins). The distraction of a
nearby combat or other dangers also prevents this ability
from working. The ability does work, however, on those
in a cell or physically restrained. An inquisitor who em-
ploys torture as part of a conversion adds +1 to the DC of
the ability.

Empower Congregation (Ex): At 5" level, an inquisi-
tor can use her preaching to inspire her followers to great-
ness and glory, similar to bardic music ability. To be af-
fected a follower must hear the inquisitor preach for a
full round. The effect lasts for as long as the inquisitor
preaches and for 5 rounds thereafter (or 5 rounds after
the follower can no longer hear the inquisitor). While
preaching, the inquisitor may fight, but cannot cast spells
or activate magic items by spell completion or by magic
word. Affected followers receive a +2 morale bonus to all
saving throws. An inquisitor can use this ability once per
day per point of Charisma modifier.

Divine Knowledge (Su): An inquisitor is so in touch
with the mind of his deity, that at 6" level he begins to
gain a little bit of the god’s foreknowledge. The inquisi-
tor has a unique sixth sense for things that are just about
to happen and is able to anticipate them. This ability grants
an inquisitor a +2 insight bonus to his AC and Reflex saves.
This bonus is lost whenever she would lose her Dexterity
bonus to AC.

Foster Martyr (Sp): At 7" level, an inquisitor is able to
manipulate the actions of his followers. The inquisitor
must speak with the follower for a full minute and give
him a direct set of instructions to carry out. The follower
is allowed a Will save vs. the ability with a DC of 10 plus
the inquisitor’s prestige class level, plus the speaker’s
charisma modifier. A failed save means that the follower
is compelled to carry out the instructions without regard
to his own life or safety, or the safety of any one else.
Followers making their save are likely to still carry out
the instructions if it is possible to do so without sacrific-
ing themselves. This ability may only be used on a mem-
ber of the inquisitor’s religious order or someone she has
converted. The effect lasts until the instructions are car-
ried out. This effect, like that of converting the unbeliever,
is considered a mental illness, and can be cured with a
successful remove disease (note that subject gets a Fort save
to resist).

A martyr who does not carry out his instructions is
affected as if refusing to complete a gens or quest.

Enrapture (Ex): By 9" level, an inquisitor has become
so skilled at empowering his congregation that she can
now place them into a trancelike state with only her words.
To be affected a follower must hear the inquisitor preach
for a full round. This trance causes those in it to feel as if
they are in the actual presence of their deity; they become
completely unaware of their own consciousness and un-
able to feel any kind of pain or physical sensation at all.
Enraptured individuals are totally under the control of
the inquisitor and obey her commands explicitly. The
effect lasts for as long as the inquisitor preaches and for

5 rounds thereafter (or 5 rounds after the follower can no
longer hear the inquisitor).

While preaching, the inquisitor may fight, but cannot
cast spells or activate magic items by spell completion or
magic word. Affected followers temporarily receive a +2
to Strength and Constitution, a -1 to AC, and a complete
immunity to fear and charm effects. Those enraptured gain
extra hit points and cannot perform actions that require
patience or concentration, just like with the Barbarian Rage
ability. An inquisitor can use this ability once per day per
point of Charisma modifier.

Convert the Masses (Su): At 10" level, an inquisitor
gains the ability to convert all within earshot of his words.
Anyone who hears and understands her voice when she
uses her convert the unbeliever power must save or be con-
verted.

Rafter

A rafter is a solitary explorer
and adventurer with a
sixth sense for picking (Y \
his way through com- ‘\“
plex ruins, mazes, and &‘
catacombs. Rafters are
also excellent guides and
scouts whose skills and
knowledge have safely
guided groups deep
into the unknown. A
rafter has a love of his-
tory and discovery
and enjoys nothing
more than being the
first person to set

foot in a lost cavern@
or an ancient tomb.

Rafters also have a
penchant for maps,
and take great pleasure in
studying, collecting, and
crafting them.

In the city of Penance,
rafters are famous for knowing
their way around the undercity.
In fact the name rafter lends to
the fact that they spend their time
underneath the rafters that hold up
the city then prancing around on the
streets above. Lost items, forgotten
palaces, secret places — finding such
places is a lot easier with a skilled
rafter. Contrary to common belief,
a rafter isn’t just a brave fool, but a
careful and cautious one who takes
great pains to research and study
his missions embarking on quests.

The profession of rafter is popu-
lar in Penance with those who feel
themselves drawn toward treasure
maps, mysteries, and the
undercity. Most who take the pro-




fession start their careers as rogues, but quite a few begin
as bards, rangers, or sorcerers. The most famous rafters
in the Forge are Lord Flollo and Ness Panthus. While the
profession of rafting is well known, it is not a common
pursuit, as the dangers involved are quite high. A rafter
who wants to survive should be flexible, resourceful, and
able to hold his own in a fight.

Rafters are considered highly skilled and typically
command sizable fees for their services. However, they
are looked down upon as lower-class members of soci-
ety, as their explorations underground give them a gen-
eral reputation of being dirty, antisocial, sewer dwellers.
While true in some cases, this is an unfortunate stereo-
type which chagrin most rafters.

Hit Die: d8

Requirements

To qualify to become a rafter, a character must meet the
following requirements:

Appraise: 2 ranks

Intuit Direction: 4 ranks

Knowledge (arcana): 4 ranks

Craft (maps): 4 ranks

Feat: Blind-Fight

(1255 Skills

The rafter’s class skills (and the key ability for each skill)
are Appraise (Int), Balance (Dex), Bluff (Cha), City Lore
(Wis), Climb (Str), Craft (Int), Decipher Script (Int), Dis-
able Device (Int), Escape Artist (Dex), Gather Informa-
tion (Cha), Hide (Dex), Intuit Direction (Wis), Jump (Str),
Knowledge (arcana) (Int), Knowledge (History) (Int),
Knowledge (Local) (Int), Listen (Wis), Move Silently (Dex),
Open Lock (Dex), Profession (Wis), Search (Int), Sense
Motive (Wis), Spot (Wis), Swim (Str), Tumble (Dex), Use
Magic Device (Cha), and Use Rope (Dex).
Skill Points at Each Level: 6 + Int modifier

Cass Features

All the following are class features of the rafter prestige
class.

Weapon and Armor Proficiency: Rafters are profi-
cient with all simple and martial weapons. Rafters are
proficient with light armor but not with shields.

Research (Ex): By 1* level, a rafter has learned his way
around the libraries of Penance and can use them to his
advantage to find maps, uncover secrets, or discover for-
gotten lore. When in a reasonable library, a rafter can use
his Knowledge (arcana) or Knowledge (history) skills to
find some kind of relevant information to his search. This
type of search takes 4 hours of study per skill check. The
base DC for such a check is 10, and is modified by the
quality of the Library and the obscurity of the topic re-
searched:

Situation DC Modifier
Information sought is recent

(less than a year old) -5
Information is no longer known

by any living being +5

Information has been suppressed +10
Information is old (per 100 years,

up to 1,000) +1
Information is very old (1,000+ years,

up to 10,000) +2/1,000

Information is ancient (10,000+ years) +3/10,000

Library is poorly organized +2
Library is small or limited +5
Books are damaged or rotten +3

The possibility of success at a research check supposes
that the information sought is in the library; it's quite
possible that some information has simply been lost. A
GM who wants to keep something a secret may rule that
it is not available, or he may provide misleading or in-
complete information, or he may provide several conflict-
ing answers to the search,

Depth Perception (Ex): A rafter who reaches 2 level
is so skilled with exploring the undercity, that he has
gained a sixth sense for exactly how deep he is below the
surface. This ability is automatic, and requires no skill
check.

Escape (Ex): Also at 2™ level, a rafter has gained
enough resourcefulness to be able to slip away from nasty
predators. In such situations, the rafter manages to create
adistraction and flee without the creature knowing where




he went. Creatures with Scent or Track abilities may be
able to find the rafter’s trail, but most predators simply
move on and look for other prey. Escaping is a full-round
action and requires a rafter to make a successful opposed
Bluff check vs. a Spot roll for the creature. Use of this skill
requires a sufficient exit or hiding place to be located
within a distance from the rafter equal to his movement
rate. This ability is essential to rafters to allow them to
avoid the natural dangers of the undercity.

Judge Structural Integrity (Ex): A rafter is skilled and
trained in traveling through the undercity, and at 3™ level
he gains the ability to judge how likely an area is to sink-
ing or collapse. This ability can also be used to determine
if a particular area (usually a ruin) is able to support the
rafter’s weight. The area must be visually inspected for a
full round in order to make an accurate judgment. Use of
this ability requires a City Lore check and can be used
once per structure per day. The Base DC of the check is
15, and the DC is modified by the following factors:

Condition DC Modifier
Structure’s supports are visible -5
Structure is made of metal +1
Structure is made of stone +2
Structure is made of earth +3
Structure is made of glass, crystal,

or other exotic material +4
Damage was deliberately disguised +5

Make Map (Ex): A rafter, once he reaches 4" level, is
so accustomed to picking his way though unfamiliar ar-
eas that he is able to draw up a map of any area he has
walked through within the last day. This is done by roll-
ing a Craft (map) check and comparing it to the DC for
the area, as determined by the table below. The base DC
for this ability is 10.

Condition DC Modifier
Per room or hallway to be mapped +1
Area was moved through rapidly +5

Rafter was unable to see +10

If the check is successful, the map is accurate. If the
check was missed by 5 or less, the map is accurate, but
missing essential details. If the check is failed by more
than 5 points, the map is useless.

Secret doors and concealed areas cannot be added to
the map unless the rafter finds them. A rafter may attempt
to only map part of an area in order to lower the DC, but
only one map may be stored in his mind at a time, and a
second area cannot be detailed unless another physical
pass is made through it.

Find the Way (Ex): A rafter has an instinctual knack
for finding his way out of confusing or unfamiliar areas.
At 5" level, the rafter begins to be able to sense the way
he needs to go to get where he is going, even if he has
never been there before. When faced with a crossroads,
the rafter may attempt an Intuit Direction check. Success
indicates that he feels an intuitive tug toward the correct
path. Failure indicates no intuitive reading is felt. This

ability may be used once per day per level of rafter the

character has attained. The DC of the check depends on
the complexity of the crossroads.

Number of Possible Paths Check DC

2 14

3 15

4 16

5-6 17

7-8 19

9-10 20

More than 10 22

Positioning (Ex): At 6" level, a rafter gains an innate sense
for where he is, allowing him to use his Intuit Direction
roll to comprehend his exact position, This ability can be
used only if a rafter has studied the relevant map indi-
cated by the result. This ability can be used once per hour,

Check Result
5 Pinpoint location on world map
10 Pinpoint location on country map
15 Pinpoint location on city map
20 Pinpoint location on neighborhood map
25 Pinpoint location on building map

Scout (Ex): By 7" level, a rafter’s senses are honed to
allow him to get a clear picture of enclosed areas (typi-
cally underground) around and ahead of him through
echolocation. This ability reveals the terrain ahead of the
rafter, even around corners, through magical darkness,
and through closed doors. The rafter can comprehend the
layout of the area around him up to a distance of 5 ft. per
level of rafter he has attained. This ability remains in ef-
fect at all times unless blocked. A closed door reduces the
scouting range by 10 feet, and the ability is blocked by
two closed doors in sequence.

Areas covered by magical silence spells cannot be ‘seen’
by this ability, nor will it work if the rafter himself is si-
lenced or deafened. This ability requires a minimal amount
of environmental sound to be present in order to work. If
none is present, the rafter must make a sound in order to
use the ability (which might attract other creatures to the
rafter’s location). Extremely loud constant noises also dis-
rupt this ability.

Find Secret Area (Ex): At 8" level, a rafter’s scout and
make maps abilities synergize and allow him to spot in-
consistencies in the layout of an area. A rafter who passes
by a secret or concealed door that is within the range of
his scout ability gets to make a free Search roll to notice
the secret area.

Sense Danger (Ex): By 9" level, a rafter’s scout ability
is so advanced that he is able to notice traps and crea-
tures around and ahead of him simply by passing by them.
A rafter with sense danger can determine the size and
number of any creatures within range of his scout ability.
He also gets a free Search check to find any traps within
10 feet of his location (assuming he is in an area where his
scout ability would work).

Greater Make map (Ex): This ability is as make map,
except that a rafter can hold more than one map in his
mind at once, allowing him to sketch out larger more com-
plex areas by making several adjoining maps. The num-



ber of maps that can be held in memory at any given time
is equal to the character’s class level divided by 4, rounded
down.

Stalker

A stalker is a skilled spy and tracker specially trained to
operate in a dense city environment. Buildings, streets,
and rooftops are akin to a natural environment for a
stalker, who is as at home in the city as a druid is in the
wilds. Stalkers are widely employed in penance by the
Bloodlords as detectives and spies. Stalkers are renowned
for their ability to shadow people through the city and
eavesdrop on their doings and sayings. It is said of Pen-
ance that for every person you see, there are two more
that you don’t. These are the stalkers of Penance.

Stalkers are common in Penance, but rare elsewhere
on the Forge. A few famous individuals, such as Lucius
Tristram, have lifted the stalker out of the realm of leg-
end and vaulted them into the consciousness of the people.
Much of the doings of the Bloodlords are done by stalk-
ers, whose main tasks are to gather information for their
masters and to not be seen. Stalkers are commonly placed
in the courts of rivals as double-agents and informants. A
good stalker quickly earns a small fortune, as his skills
are extremely valuable and in high demand. In fact, most
stalkers are on the payroll of several different lords and
organizations at any given time.

A stalker is skilled in the arts of stealth, espionage,
observation, and tracking. They are good at deciphering
clues, forging documents, moving across rooftops, remem-
bering conversations, and connecting unrelated events
and people.

The stalker is the preferred class of all those that feel
deeply connected to the city in an intuitive and spiritual
manner. Few outside Penance feel drawn to become a
stalker. Those that do eventually find their way to the
great city one way or another. It just seems right to them
that their fate and their potential be tied up with the
heavings and politics of the massive and ancient metropo-
lis at the center of the world. Most who feel the pull of the
stalker begin their careers as rogues, but a few join from
other classes.

Hit Die: d6

Requirements

To qualify to become a stalker, a character must meet
the following requirements:

City Lore: 2 ranks

Balance: 2 ranks

Hide: 4 ranks

Move Silently: 4 ranks

Disguise: 2 ranks

Feats: Track

(1a55 Skills

The stalker’s class skills (and the key ability for each skill)
are Appraise (Int), Balance (Dex), Bluff (Cha), City Lore
(Wis), Climb (Str), Craft (Int), Decipher Script (Int), Di-
plomacy (Cha), Disable Device (Int), Disguise (Cha), Es-
cape Artist (Dex), Forgery (Int), Gather Information (Cha),
Hide (Dex), Innuendo (Wis), Intimidate (Cha), Intuit Di-
rection (Wis), Jump (Str), Listen (Wis), Move Silently
(Dex), Open Lock (Dex), Perform (Cha), Pick Pocket (Dex),
Profession (Wis), Read Lips (Int), Search (Int), Sense Mo-
tive (Wis), Spot (Wis), Swim (Str), Tumble (Dex), Use
Magic Device (Cha), and Use Rope (Dex).
Skill Points at Each Level: 8 + Int modifier

(1ass Features

All the following are class features of the stalker prestige
class.

Weapon and Armor Proficiency: Stalkers are profi-
cient with all small and tiny simple weapons, the short-
bow (normal and composite), fencing saber, small rapier,
sap, and short sword. Medium size and larger stalkers
are also proficient with the club, heavy crossbow, heavy
mace, morningstar, quarterstaff, shortstaff, basket-hilted
backsword, and rapier. Stalkers are proficient with light
armor but not with shields.

Shadow (Ex): At 1% level, a stalker is able to move at
his normal movement rate while remaining hidden, as
long as there are places to hide, The penalty for hiding
while running is reduced to 10 minus the character’s level
as a stalker, so a 10" level stalker is able to run and re-
main hidden without penalty. This ability is generally
employed to shadow someone through the city.




Roofwalk (Ex): Once a stalker reaches 2" level he
is so skilled at moving about in the city, that he can move
across rooftops at his full movement rate—even run—
without needing to make any skill checks and while re-
maining hidden. A stalker can also jump from roof to roof
without stopping or making checks as long as the roofs
are no farther apart than 10 feet (or the rafter’s Jump skill,
whichever is higher).

Avoid detection (Ex): At 3" level, a stalker learns how
to mask himself from magical divinations so as to remain
concealed. A stalker receives a spell resistance of 20
plus his stalker level against
all detection spells. This re-
sistance applies even to the
stalker’s possessions. This
ability helps to prevent a hid-
den stalker from being discov-
ered by such ‘apells as detect
magic and detect evil, as well as al-
lowing him to function as an effective
double agent.

Memorization (Ex): At 4" level, a
stalker is able to train his mind to
remember things that he has seen, |
heard, or experienced exactly as
they happened. If a stalker makes e"’(
an effort to memorize something,
he is able to recall it word for word
and exactly as it happened for up to
one week afterward per level of
stalker he has attained. After the time
period has elapse, he remembers it
normally, just as anyone else would.

Realization (Ex): At 5" level, a
stalker gains the ability to dis-
cern the meaning of clues, and
to make connections between
seemingly unrelated things. If a
stalker comes across an undeci-
pherable clue, or feels that an event or per-
son seems to be out of place, he can make a realiza-
tion check. If he succeeds, he is able to realize some-
thing about the situation. The realization check does
not necessarily give the clue away to the stalker, but it
should give him a hint as to its significance. A realiza-
tion check is equivalent to a Will save, with the DC for
success set by the GM. Easy clues have a DC of
10, hard clues have a DC of 15, and
obscure clues have a DC of 20.

Lie (Ex): At 6" level, a stalker ¢ o0
gains the ability to lie without be- .~
ing detected by Sense Motive ™
checks or magical means.

City sense (Ex): At 7" level, a stalker has attuned
his senses to the point where he has an intuitive sense
for the pulse of the city. He can move through a dense
crowd of people at his normal movement rate, pick
out a single voice or conversation in a crowded
room, and easily read the mood of a crowd. A
stalker with city sense has an advance warning (one
minute per level of stalker) that an area of the city he is
in is about to sink by natural means. A stalker with
this ability also gains a +4 circumstance bonus to all

v

Spot, Listen, Hide, Move Silently, and Search rolls he make
while within the boundaries of a city.

Lost in the Crowd (Ex): At 8" level, a stalker is able to
hide, using his normal Hide skill, in plain sight if there
are a number of other people around that are unknown
to the observer. Using this ability, the stalker is able to
appear unimportant and not w orth attention. This ability
can be used quite effectively in conjunction with the
Shadow ability. In order for this ability to
work, there must be




at least 5 other strangers within 30 feet of the stalker and
visible to the observer.

Find Trail (Ex): At 9" level, a stalker becomes so skilled
at following tracks through the city, that he can follow a
trail regardless of foot traffic in the area. Foot traffic pen-
alties to his track checks do not apply, and degradation
of trails due to foot traffic is lessened. (See the City Lore
skill in Appendix A for details) The foot traffic degrada-
tion penalties are now adjusted to -1 for every 10 min-
utes of heavy foot traffic, -1 for every hour of moderate
traffic, and -1 for every 24 hours of light traffic.

Nondetection (Su): At 10" level, a stalker becomes
completely immune to all sorts of divinations, just as if
the spell nondetection was cast upon him at all times. Like
the avoid detection ability, this ability also applies to any
items or possessions carried by the stalker.

Vigilant €

A vigilante is a solitary warrior with a sharp intuition
and an uncanny sixth sense for danger. Vigilantes are
trained and able to fight not just individuals, but sizable
groups of opponents. Vigilantes are highly skilled at re-
sisting all attacks, magical as well as physical, and at deal-
ing out large amounts of damage quickly. The path of the
vigilante is one of discipline, and great focus of mind.
One must learn to depend wholly on oneself in order to
succeed at the pursuit, requiring a character to learn re-
sponsibility fast or die. Those who prove adept at this
discipline are some of the most feared opponents on the
Forge.

The vigilante prestige class is a favorite of the judges
and bailiffs of Penance, who often walk a beat alone and
must rely on their own abilities to get them out of danger.
Many Bloodlords and champions take the class in order
to more readily defend themselves against assassins and
ambushes. Gladiators often take the class in order to bol-
ster their defenses. Others study the path of the vigilante
as a way to augment their less physical skills. Those who
become vigilantes typically start their careers as fighters,
although any type of character may choose the discipline.

Vigilantes are rare outside of the cities of Penance,
where people know them as judges, bailiff, Bloodlords,
and gladiators; and on the battlefields of Arena, where
they play the roles of ferocious combatants and powerful

warlords. For those who take up the calling, it is less of
a profession or code of conduct, but rather a necessary
matter of survival in a hostile environment.

Hit Die: d8

Requirements

To qualify to become a vigilante, a character must meet
the following requirements:

Base Attack Bonus: +5 or better

Feats: Alertness, Combat Reflexes, Dodge

(1as5 Skills

The vigilante’s class skills (and the key ability for each
skill) are Balance (Dex), Bluff (Cha), City Lore (Wis), Climb
(Str), Concentration (Con), Craft (Int), Disable Device (Int),
Disguise (Cha), Escape Artist (Dex), Gather Information
(Cha), Heal (Wis), Hide (Dex), Innuendo (Wis), Intimi-
date (Cha), Jump (Str), Listen (Wis), Move Silently (Dex),
Profession (Wis), Read Lips (Int), Ride (Dex), Search (Int),
Sense Motive (Wis), Spot (Wis), Swim (Str), Tumble (Dex),
and Use Rope (Dex).
Skill Points at Each Level: 4 + Int modifier

(1ass Feptures

All the following are class features of the vigilante pres-
tige class.

Weapon and Armor Proficiency: Vigilantes are pro-
ficient with all simple and martial weapons. Vigilante are
also proficient with all types of armor and with shields.

Sense Attack (Ex): Vigilantes are extremely well at-
tuned to everything that happens around them and are
difficult to surprise. When targeted for a sneak attack (or
the death attack power of the assassin prestige class), the
vigilante is allowed a Reflex save (DC 10+ the attacker’s
level) to intuitively become aware of the attack moments
before it occurs. If the save is successful, the vigilante re-
tains his Dexterity bonus (though sneak attack damage
still occurs, if applicable). This ability is active at all times,
even if the vigilante is asleep, in which case a successful
Reflex save serves to wake the character just in time.

Reflexive Awareness (Ex): Vigilantes are so hyper-
sensitive and alert that they are able to react in the sur-
prise round, even if they failed to notice the danger. If



surprised and unaware of his opponent, a vigilante acts

last in the surprise round instead of not being allowed
to act until the next round. A vigilante, if surprised, does
not have time to warn his party members but gains his
Dexterity adjustment once his initiative occurs at the end
of the surprise round.

Uncanny Dodge (Ex): Starting at 2™ level, the vigi-
lante gains the extraordinary ability to react to danger
before his senses would normally allow him to be aware
of it. At 2" level and above, he retains his Dexterity bo-
nus to AC (if any) regardless of being caught flat-footed
or struck by an invisible attacker. (He still loses his Dex-
terity bonus to AC if immobilized.)

At5" level, the vigilante can no longer be flanked, since
he can react to opponents on oppo-
site sides of him as easily as he can
react to a single attacker. This de-
fense denies rogues the ability to
use flank attacks to sneak attack the
vigilante. The exception to this de-
fense is that a rogue at least four
levels higher than the vigilante (to-
tal class levels) can flank him, and
thus sneak attack him.

At 10" level, the vigilante gains an
intuitive sense that alerts him to danger
from traps, giving him a +1 bonus to
Reflex saves made to avoid traps. This
ability is cumulative with any other
uncanny dodge bonus the vigilante
might gain from other classes. \

Spell Resistance (Ex): Vigilantes have \
no one else to depend on to save them-
selves, and thus must rely on their own in-
nate power to avoid the effects of dangerous
spells and magic. Through intense training and
discipline, a vigilante learns by 3" level how to
generate a natural resistance to magic. This mani-
fests itself in a standard spell resistance, which in-
creases as the vigilante advances in levels.

Heal Self (Su): A vigilante learns to channel the
innate magic of the Forge to heal his wounds. Once
per day a vigilante may, as a standard action, heal him-
self for a number a hit points equal to his vigilante level
times his Con modifier.

Counter Effect (Ex): Starting at 7" level, a vigilante
is able to attempt to dispel the effect of a spell that has
been cast upon him or resist a toxin that has found its
way into his bloodstream. This ability allows the vigilante
a second saving throw to resist the effect. This ability is a
free action that can be used immediately against any spell
effect or toxin. If used against a spell effect, the spell is
cancelled (as if a successful dispel magic had been cast on
it). If used against a toxin, the poison is neutralized.

The choice of when to use the counter effect is totally
up to the player. Using the ability when the spell or toxin
first affects a vigilante gives the vigilante two saving
throws versus the effect to escape totally unscathed. Wait-
ing a few rounds holds peril in that initial damage and
effects are not negated by a successful counter. The deci-
sion to use this ability need not be made until after the
initial saving throws are rolled.

Greater Heal Self (Su): At 8" level, a vigilante is able
to use the ability even if unconscious or reduced to zero
or fewer hit points (but not if killed outright by being re-
duced to -10 or fewer hit points).

Avoid Blow (Ex): At 10" level the vigilante gains an
intuitive sense that alerts him to dangers in combat be-
fore they occur, allowing him to completely avoid a blow
that would otherwise strike him. As a free action, any one
physical attack that would otherwise strike the Vigilante
can be dodged completely if the Vigilante successfully
makes a reflex save vs. a DC of 10 plus the level of the
attacker. This ability can be used against spells, but only
against those that require an attack roll to be effective.



This ability may be used once per day. Once a charac-
ter has this ability he may purchase it again as a feat. Each
time it is purchased the character may use the ability once
more per day, but never more than once per combat round.

Prestige Races

As the energy of the world pushes its inhabitants to their
full potential, many creatures find that they have the abil-
ity to force their bodies to evolve. Such changes are un-
dergone to enhance a creature’s unique talents, whether
it be a rogue’s ability to hide, a fighter’s ability to with-
stand punishment, or a demagogue’s ability to soothe and
charm.

There is a wide variety of such evolutions, and the
path of change one takes is often quite personal. Some
may sprout a new appendage, others may evolve adapta-
tions to particular environments, and some may simply
find their skin thicker and their claws sharper. Not all

changes are obvious; imperceptible changes may occur
inside a character’s anatomy, including the growth of new
or unusual organs. Evolved changes are permanent and
never fade, even if a character leaves the Forge.

To evolve, a character must perform what is known
as an “enchantment of the flesh,” so named because the
process to force an evolutionary change is similar to ap-
plying an enchantment to an item. To perform a flesh en-
chantment, she must first have the Evolve feat (see the
new feats section in Appendix A) or travel to one of the
sacred places of the Forge to initiate the enchantment.

Certain sacred places on the Forge grant the free use
of the Evolve feat to everyone within their boundaries.
These places are thought to be saturated with the inher-
ent magic of the Forge to the point where they foster spon-
taneous change. The following places are known to ex-
hibit such properties: The waters of the Wellspring, the
water of the Sea of Tears, the Crater in which lies Haiel’s
citadel, the shadow of the Spike, the city of Baradume,




the glare from Orif'elle’s silver citadel, and the entirety
of the Kiln.

When the character is ready to perform the enchant-
ment, she must rest and meditate for a period of time (one
minute per 1,000 xp cost of the enchantment), concentrat-
ing on the changes she wishes to experience. She then
spends the requisite experience points for the enchant-
ment, and the evolution occurs, completing within a single
minute.

Once a character evolves, she is permanently changed,
gaining all advantages and disadvantages of the prestige
race. A character cannot go back to her original state
through any means other than divine intervention (even
wish and miracle won't work). This permanent nature is
why many on the Forge refer to evolved changes as “pres-
tige races”. Loss of levels due to energy drain and other
effects never take away a prestige race; they cannot be
dispelled. Prestige races are gained in steps and are clas-
sified by the type of genetic focus required to evolve down
each particular path. Evolution is never fast, and comple-
tion of any focus requires performing a number of sepa-
rate enchantments which must be taken in strict order.
Not all races are able to take every focus. Consult the in-
dividual entries for specifics.

When spending saved experience points to enchant
one’s flesh, no character may ever spend so many experi-
ence points that she loses level. For example, in order to
affect a change requiring 9,500 XP, a character must be at
least 10" level, and must possess 9,500 experience points
not yet spent on advancing a level. A character need not
have enough saved experience to advance a full level in
order to purchase a prestige race (higher-level characters
have a larger pool of unspent experience points from
which to draw from). On the other hand, if a character
has attained enough experience to advance an entire level,
he is not compelled to advance, but may instead perform
a flesh enchantment. A character must meet the minimum
level requirements which are listed in the descriptions of
each change.

Once a character has evolved, she must go up at
least one level before further evolution is possible.
Characters who begin a new evolutionary fo-
cus before completing all previous evolution-
ary steps must pay an extra 1000 XP for
each enchantment, and this penalty is
cumulative with each open focus.

For example, Satira is an elf fighter
that has decided to follow the Focus
of the Beast. She starts out her prestige
race by taking feral creature followed
next level by wild creature. Upon achiev-
ing another level and deciding to evolve
again, Satira decides to start following the
Focus of the Body. She must pay an extra
1,000 experience points for each evolution
until she completes either the Focus of the
Beast or the Focus of the Body. If she were
to choose a third focus to follow, she’d have
to pay an extra 2,000 xp for each evolution-
ary step until she completed one of the three
foci she was currently following (at which
point she’d only have to pay the extra 1,000 xp
again).

If generating new characters for play in Oathbound,
players should be assigned the equivalent experience
points for the level they are to begin at, which they can
either spend to start at that level, or at a lower level with
flesh enchantments. For example, a player instructed to
generate a 7" level human receives 21,000 xp, and can ei-
ther start at 7" level as a human, or at 6" as a gilled hu-
man with 2,500 of the 6,000 xp required to achieve 7" level.

Focus of the Bepst

Those that choose this focus are seeking to become more
feral and wild, gaining natural armor, powerful natural
weaponry, and various abilities related to natural animals.

Feral Creature

Example: Feral EIf

Cost: 3,500 XP

Minimum Level: 4"

Prerequisite: None

Unavailable to: Creatures with the Focus of the Green,
Serpent, or Wyrm

Details: A feral creature has grown a thick coat of heavy
fur. This fur provides a slight armoring improvement, as
well as a resistance to cold.

Game Effects: Gain natural armor bonus of +2 and Cold
Resistance 5.

Wild Creature

Example: Wild EIf

Cost: 4,500 XP

Minimum Level: 5"

Prerequisite: Feral

Unavailable to: Non-feral races.

Details: A wild creature has grown sharp fangs and
wicked claws. These features
can be used




to make martial unarmed attacks. The character’s features
change noticeably, with the jaw extending and the hands
growing,

Game Effects: Gain natural weaponry: Claws do 1d6 dam-
age, crit x2; Bite does 1d8 damage, crit x3.

Snodted Crepture

Example: Snouted EIf

Cost: 5,500 XP

Minimum Level: 6"

Prerequisite: Wild

Unavailable to: Non-wild races.

Details: A snouted creature has grown an enlarged, hyper-
sensitive nose. The character’s features change noticeably,
usually with the face elongating into an animal like-snout.
Game Effects: Gain the Scent special ability.

Tailed Crepture

Example: Tailed EIf

Cost: 6,500 XP

Minimum Level: 7"

Prerequisite: Snouted

Unavailable to: Non-snouted races.

Details: A tailed creature has grown a long prehensile
tail that can be used to hold objects, or to suspend him-
self from an overhead tree branch or pole. The tail may be
used as a third limb to wield a weapon in combat, al-
though the Multidexterity and Multiattack feats are re-
quired to do so without great penalty. The tail may be up
to 6 feet long, and the look and feel of the new appendage
may be chosen by the player with the approval of the GM.
Game Effects: Gain prehensile tail.

Focus of the Body

Those that follow this path are focused on the perfection
of their body to achieve greatness, becoming immune to
disease, gaining Constitution and Strength, and increas-
ing their metabolism to extreme levels.

Immunized Creature

Example: Immunized Asherake

Cost: 8,000 XP

Minimum Level: 9"

Prerequisite: None

Unavailable to: GM-specified races

Details: An immunized creature has developed the abil-
ity to fight off diseases and infections. The creature is also
highly resistant to poisons and other substances.

Game Effects: Increase Con score by +2. Immune to dis-
ease, including magical diseases. Also gain a +6 racial
bonus to saving throws vs. all poisons.

Sinewed (repture

Example: Sinewed Asherake

Cost: 10,000 XP

Minimum Level: 11"

Prerequisite: Immunized
Unavailable to: Non-immunized races

Details: Sinewed creatures have developed bones and
muscle fibers that are unusually strong and tough.
Game Effects: Increase Strength score by +2. Gain one
additional hit point per level (on both current levels and
those attained in the future).

Metabolized Creature

Example: Metabolized Asherake

Cost: 12,000 XP

Minimum Level: 13"

Prerequisite: Sinewed

Unavailable to: Non-sinewed races

Details: A metabolized creature burns its life energy ex-
traordinarily quickly. Metabolized creatures move with
unusual speed and grace, however, they age at double
the normal rate, and require double the normal amount
of sustenance.

Game Effects: All movement rates are doubled, +2 in-
herent bonus to Dexterity, gain one additional attack or
standard action each round. A metabolized creature no
longer gains benefit from a haste spell, nor from magic
items that increase her movement (like boots of striding
and springing).

Focus of the Deep

Those whose travels take them to the lakes, seas, and
oceans of the world find taking this focus beneficial, as it
grants them the ability to survive the underwater world
as easily as living on the surface.

Gilled Crepture

Example: Gilled Picker

Cost: 3,500 XP

Minimum Level: 4"

Prerequisite: Must be a non-water-breathing creature
(water breathers may skip to the next step)

Unavailable to: Any race that can breathe underwater
naturally.

Details: A gilled creature has evolved gills enabling him
to breathe underwater. Gilled creatures retain their pre-
vious breathing organs, such as lungs.

Game Effects: Can breathe underwater.

Aaquatic Crexture

Example: Aquatic Picker

Cost: 5,500 XP

Minimum Level: 6™

Prerequisite: Gilled (or natural ability to breathe water)
Unavailable to: Non-gilled races

Details: An aquatic creature develops flippers, water jets,
or some other means of propulsion that allows it to move
around underwater easily.

Game Effects: Gain Swim speed 40, +10 racial bonus to
all Swim checks. Creatures that already have a listed swim
speed get +20 feet added to that speed.

Deep Creature

Example: Aquatic Picker
Cost: 7,000 XP




Minimum Level: 8"

Prerequisite: Aquatic (or naturally aquatic creatures)
Unavailable to: Non-aquatic races
Details: An deep creature is similar to an aquatic one,
excepting that it has adapted to survive in the harshest of
undersea environments. A deep creature is impervious
to pressure effects up to a depth of five miles, and can
rise and sink rapidly in the water without any ill effects.
It gains the ability to see great distances with perfect clar-
ity while underwater.
Game Effects: Gain pressure immunities and darkvision
(120 feet underwater and 60 feet on the surface).

Focus of the Fair and Foul

Those whose life is the centered around dealing with oth-
ers take this focus, becoming powerful figures with a com-
manding presence and ability to talk their way out of most
situations,

Fair (reature

Example: Fair Human

Cost: 6,000 XP

Minimum Level: 7*

Prerequisite: None

Unavailable to: GM specified races

Details: A refined creature is one that has evolved in form
and face to appear more beautiful, elegant, attractive, and
desirable.

Game Effects: Gain +2 racial adjustment to Charisma.
Gain a +4 competence bonus to all Bluff, Diplomacy, and
Perform checks.

Empowered Crepture

Example: Empowered Asherake

Cost: 7,500 XP

Minimum Level: 8"

Prerequisite: Fair

Unavailable to: Non-fair creatures

Details: An empowered creature has developed a stron-
ger, more dominant, and more commanding personality
than would normally be available to one of his race.
Game Effects: Gain a +2 inherent bonus to Charisma. Gain
a +4 competence bonus to all Animal Empathy and Handle
Animal checks. Gain access to Use Magical Device as a
class-skill.

Foul Creature

Example: Foul Human
Cost: 9,000 XP
Minimum Level: 10"
Prerequisite: Empowered
Unavailable to: Non-empowered creatures
Details: A foul creature is one who can shift its features
and posture to express an internal power that is primi-
tive, terrifying, insidious, and intimidating. Such a crea-
ture has an intense presence that seems to make all others
around it feel inferior.
Game Effects: Gain a +2 to Leadership score. Gain a +4
competence bonus to all Gather Info and Intimidate

checks. Opponents receive a -2 morale penalty to all at-
tacks on the foul creature and to all saving throws vs.
effects generated by the creature.

Focus of the Green

Druids, rangers, and others who consider the wilderness
their home find themselves drawn to this focus.

Barked (reature

Example: Barked Human

Cost: 3,500 XP

Minimum Level: 4"

Prerequisite: All races

Unavailable to: Those with Focus of the Beast, Serpent,
or Wyrm.

Details: The skin of a barked creature becomes tough,
resilient, and woodlike. It typically takes on a slightly
greenish or brownish hue, like the skin of a plant stem or
tree branch.

Game Effects: Gain natural armor bonus of +2, also gain
Electrical Resistance 5.

Photosynthesizing Creature

Example: Photosynthesizing Human

Cost: 6,000 XP

Minimum Level: 7*

Prerequisite: Barked

Unavailable to: Non-Barked creatures

Details: A photosynthesizing creature gains the ability to
gather its nourishment from sunlight. Exposure to sun-
light for a half hour is enough to serve as a meal. Such
individuals must still drink the normal amount of water.
As part of this ability, the creature’s skin takes on a green-
ish hue, and small sprouts and leaves grow from his skin,
replacing his hair if he had any.

Game Effects: Need not eat food if exposed to sunlight.
Gain a +6 circumstance bonus to Hide checks in natural
environments.

Regenerating Creature

Example: Regenerating Human

Cost: 9,000 XP

Minimum Level: 10"

Prerequisite: Photosynthesizing

Unavailable to: Non-photosynthesizing creatures.
Details: A regenerating creature is able to quickly recover
from wounds and injuries. Severed limbs grow back in
3d10 minutes or may be reattached immediately. Dam-
age from fire or acid must be healed normally.

Game Effects: Gain Regeneration 2.

Green Creptare

Example: Green Human

Cost: 13,500 XP

Minimum Level: 14"

Prerequisite: Regenerating races
Unavailable to: Non-regenerating creatures.



Details: A green creature is one that has fully evolved
into a plant, and gains most of the associated benefits of
being one.

Game Effects: The creature’s type becomes Plant. Immune
to poison, sleep, paralysis, and stunning. Gain a +3 resis-
tance bonus to all saves vs. mind-influencing effects and
polymorphing. Gain a 50% chance for any critical hit to
be considered a normal hit instead.

Focus of the Mind

Those that choose to focus on their intellect choose this
focus, enhancing their abilities to uncover lost knowledge,
cast spells in battle, increase their Wisdom and Intelli-
gence scores.

Centered Crenture

Example: Centered Frey

Cost: 5,500 XP

Minimum Level: 6"

Prerequisite: None

Unavailable to: GM-specified races.
Details: An centered creature has evolved a broader
mind that allow him to understand life’s mysteries.
He is able to discern his own thought processes
from outside influences and opposing forces.
Game Effects: Immune to charm effects.
Gain a +4 insight bonus to all saving
throws vs. fear and compulsion effects.
Gain a +4 insight bonus on Concentra-
tion checks.

£nterprising (reature

Example: Enterprising Frey
Cost: 7,500 XP

Minimum Level: 8"
Prerequisite: Centered
Unavailable to: Non-centered races.
Details: An enterprising creature has
developed a more efficient and quicker
brain, including a greater memory and
capacity for learning,.

Game Effects: Gain +2 racial bonus
to Intelligence. Gain a +4 compe-
tence bonus to all Knowledge
checks.

£nlightened Cren-
ture

Example: Enlightened Frey
Cost: 7,500 XP

Minimum Level: 8"
Prerequisite: Centered
Unavailable to: Non-centered races.

Details: An enlightened creature is one whose mind has
grown, giving it advanced insight and perspective. Along
with this newfound wisdom comes a heightened intuition.
Game Effects: Gain +2 racial bonus to Wisdom. Gain a
+4 competence bonus to all Sense Motive and Innuendo
checks.

Focus of Protection

Shielding one’s self from danger can be a powerful moti-
vating force for many, and this focus allows a creature to
better defend himself against the dangers and trials that
lie ahead.

Shelled Creature

Example: Shelled Picker

Cost: 7,500 XP

Minimum Level: §*

Prerequisite: None

Unavailable to: GM-specified races

Details: A shelled creature has grown a hard, thick shell
into which it can retract its head and limbs. The shell of-
fers armor, although with some penalties, and it also pro-
vides an escape for its owner against many forms of at-
tack. The shell can be enchanted as if it were normal ar-
mor, although it may not be removed. The shell is consid-
ered a living part of the body like an arm or a leg. If some-
how destroyed the shell can be regenerated as any other
limb would be.

Game Effects: Gain non re-
movable armor shell (Ar-
mor Bonus: +6, Max Dex:
+4, Armor Check: -3, spell
failure: 20%, speed: 30/20,
Wt: 20 lbs, not stackable
with other armor). Against
area affect spells or attacks,
such as fireballs, dragon
breath, etc..., a successful
save indicated the creature
retracted into the shell and
takes no damage. Retract-
ing into and coming out of
the shell are free actions.

InsUlated Crenture

Example: Insulated Picker

Cost: 9,500 XP

Minimum Level: 10"
Prerequisite: Shelled
Unavailable to: Non-shelled
races
Details: An insulated creature
has grown a tough, protective,
insulated skin. This skin
gives its owner a b]ibht

well as plotcchon from
= the elements. If the crea-
ture fuIl_y retracts into its shell, this protection increases.
Game Effects: Gain DR2 against all physical blows and
gain Cold and Fire Resistance 10. When fully retraced,
this increases to DR5 and Cold and Fire Resistance 15.




Shielded Creature

Example: Shielded Picker

Cost: 10,000 XP

Minimum Level: 12"

Prerequisite: Insulated

Unavailable to: Non-insulated races

Details: A shielded creature grows a thin, slick coating
on its skin, offering it protection from electricity and acid.
When the creature fully retracts into its shell, this protec-
tion increases.

Game Effects: Gain Acid and Electrical Resistance 10.
When fully retraced, this resistance increases to 15.

Impervious (reature

Example: Impervious Picker

Cost: 8,000 XP

Minimum Level: 13"

Prerequisite: Shielded

Unavailable to: Non-shielded races

Details: An impervious creature’s body and senses have
developed special protection from sound and vibration.
Game Effects: Gain Sonic Resistance 10. When fully re-
traced, this increases to 15.

Focus of the Quill

Those who frequently come into physical contact with
others pursue this path to give themselves an edge. Monks
are a natural for this path, but any creature with natural
weapons will also see great benefit.

Spined Creature

Example: Spined Kniik

Cost: 2,500 XP

Minimum Level: 3*

Prerequisite: None

Unavailable to: GM-specified races

Details: A spined creature grows sharp spikes along its
body, allowing to damage creatures its strikes or that
grapple with it.

Game Effects: Natural weaponry does an additional 1d6
points of damage, opponents receive 1d6 points of slash-
ing damage per round of grappling. Unarmed attacks by
a spined creature do not provoke an attack of opportu-
nity.

Spiked Creature

Example: Spiked Kniik

Cost: 3,500 XP

Minimum Level: 4

Prerequisite: Spined

Unavailable to: Non-spined races

Details: A spiked creature is a spined creature with larger,
sturdier spines. These spikes can also be launched from
the body as a missile weapon. Up to two spines can be
fired at a time as a standard action, each doing 1d8 points
of damage, a critical multiplier of x3, and a range incre-
ment of 30ft. A creature has up to 20 spikes at any time
to fire. These spikes regrow at a rate of one per 10 min-
utes.

As a desperate action, all 20 spikes can be launched at
once, flying off in all directions. All creatures within 30
ft. of the spiked creature must make a reflex save (DC
equal to 30 minus distance in feet from the spiked crea-
ture) or suffer 3d8 points of damage.

Game Effects: As spined creature, except spikes inflict
1d8 points of damage instead of 1d6. Spikes can be
launched from body.

Tainted Creature

Example: Tainted Kniik

Cost: 6,500 XP

Minimum Level: 7"

Prerequisite: Spiked

Unavailable to: Non-spiked races

Details: As a spiked creature, except that all spikes are
tainted with a powerful injury poison. Any creature re-
ceiving damage from the spikes must save vs. the poison
or suffer crippling swollen joints and muscles.

Game Effects: Spikes tainted with poison (Injury, DC =
15 + tainted creature’s Con bonus, damage 1d4 Dex/1d4
Dex).

Focuds of the Senses

Sensing danger and discovering that which tries to re-
main hidden are distinct advantages for adventurers, and
many who choose to enhance this aspect of their lives re-
ceive great benefit.

Skarpened Crepture

Example: Sharpened chromithian

Cost: 4,000 XP

Minimum Level: 5%

Prerequisite: None

Unavailable to: GM specified races

Details: Sharpened creatures have grown longer, more
sensitive ears, and sharper, catlike eyes.

Game Effects: Gain +4 competence bonus to all Listen,
Spot, and Search checks. Low-light vision.

£nhanced Creature

Example: Enhanced chromithian

Cost: 6,000 XP

Minimum Level: 7

Prerequisite: Sharpened

Unavailable to: Non-sharpened races

Details: Enhanced creatures have developed a highly sen-
sitive sense of smell, without any outward physical
changes.

Game Effects: Gain the Scent special ability.

Wathedl Creature

Example: Watchful chromithian
Cost: 8,000 XP

Minimum Level: 9™

Prerequisite: Enhanced
Unavailable to: Non-enhanced races



Details: Watchful creatures have grown additional eyes,
allowing them a full 360-degree field of vision. Such crea-
tures cannot be flanked.

Game Effects: Gain 360 degree field of vision, cannot be
flanked.

Heightened Creature

Example: Heightened chromithian

Cost: 10,000 XP

Minimum Level: 11"

Prerequisite: Watchful

Unavailable to: Non-watchful races

Details: Heightened creatures have highly developed
senses of balance and sensation. Such creatures are able
to perceive ranges of motion that others are simply not
attuned to.

Game Effects: Gain a +4 competence bonus to all Bal-
ance, Craft, Disable Device, Forgery, Intuit Direction,
Open Lock, Perform, Pick Pocket, Tumble, and Use Rope
checks.

Focus of the Serpent

This focus gives those that follow the path a poisonous
bite, spitting attack, and natural armor.

Scpled Crepture

Example: Scaled Kniik
Cost: 3,500 XP
Minimum Level: 4"
Prerequisite: None
Unavailable to: Those with Focus of the Beast, Green, or
Serpent.

Details: Scaled creatures grow a coat of hard, protec-
tive scales on the outside of their skin. These scales of-
fer slight armoring as well as protection against acids.
Game Effects: Gain natural armor bonus of +2, also
gain Acid Resistance 5.

Fanged Creature

Example: Fanged human

Cost: 5,000 XP

Minimum Level: 6"

Prerequisite: Scaled

Unavailable to: Non-scaled creatures
Details: Fanged creatures have evolved
sharp, envenomed eyeteeth. The bite of
a fanged creature is considered a mar-
tial unarmed attack, not drawing an at-
tack of opportunity.

Game Effects: Gain Bite attack: Dam-
age 1d4 (crit x2) + poison (Injury Fort DC
=15 + fanged creature’s Con bonus, dam-
age 1d4 Str/1d4 Str)

spitting Creature

Example: Spitting Nightling

Cost: 6,500 XP

Minimum Level: 7"

Prerequisite: Fanged

Unavailable to: Non-fanged creatures

Details: A spitting creature can spray the venom from its
fangs as a missile attack, blinding those that it success-
fully strikes.

Game Effects: Gain spit attack (ranged touch attack, R/I
10ft). This attack can be used three times per day plus
once per point of Con bonus (if positive). Struck creatures
must make a Fort save (DC = 15 + fanged creature’s Con
bonus) or be blinded for 1d4 hours.

Tailed Creature

Example: Tailed Human

Cost: 7,000 XP

Minimum Level: 8"

Prerequisite: Spitting races

Unavailable to: Non-spitting races

Details: A tailed creature has grown a long prehensile
tail that can be used to hold objects, or to suspend him-
self from an overhead tree branch or pole. The tail may be
used to wield a weapon in combat, although the
multidexterity and multiattack feats are required to do so
without great penalty. The tail may be up to 6 feet long,
and the look and feel of the new appendage may be cho-
sen by the player, with the approval of the GM.

Game Effects: Gain prehensile tail.



FOCUS OF Thé’ GhadOw fall away from the creature when it becomes insubstan-

tial, with the exception of ghost touch items.

There are those that prefer to wrap themselves in secrecy, ~Game Effects: Gain the ability to become incorporeal.
always being the unseen eyes and ears. These are the same

ones that follow the Focus of the Shadow. FOC\JS OF Thé' SP"\EY'E

%MOW (reature Those creatures that dwell in the seas and oceans of the
world can follow this focus to increase their accessibility

Example: Shadow Human i s basad s,

Cost: 5,500 XP
Minimum Level: 6%
Prerequisite:
None
Unavailable to:
GM-specified
races.

Details: A shadow
creature discovers
that its shadow is re-
ally a true extension of
its body. It can manipulate its shadow,
stretching it around its body to provide
a light armor class increase and an im-
provement to one’s ability to hide. Crea-
tures wrapped in their shadows cast no
shadow. A shadow creature can still ma-

Lunged Creature

Example: Lunged Makkru
Cost: 3,500 XP
Minimum Level: 4"
Prerequisite: Must be a
non-air-breathing
creature, (Natural air
breathers may skip to
the next step)
Unavailable to: Any
race that can breathe air
naturally.
Details: A lunged crea-
ture has evolved lungs
enabling him to breathe
out of the water. Lunged
creatures retain their pre-
vious breathing organs,
such as gills.
Game Effects: Can breathe air.

nipulate their shadow, even in absolute
darkness.

Game Effects: +3 natural armor bonus,
+6 circumstance bonus to Hide checks.

Shaded Creature

Example: Shaded Human

Cost: 8,000 XP

Minimum Level: 9"

Prerequisite: Shadow

Unavailable to: Non-shadow creatures
Details: A shaded creature is like a shadow creature,
except that its shadow has become stronger and
more potent, protecting it from magical ener-
gies as well as physical harm.

Game Effects: Gain Spell Resistance of 15,

Legged Creature

Example: Legged Makkru
Cost: 4,500 XP
Minimum Level: 5"
', Prerequisite: Lunged (or other natural
| air breather)
Unavailable to: Non-air-breathing
races, naturally legged creatures
;,f =¥ (Creatures with legs may skip to the
next step)

or gain +10 to SR if character already / Details: Legged creatures have evolved legs,

has SR 5 or better. ¥ or some other means of propulsion along solid
/ / ground.

Veiled Creature Game Effects: Gain movement speed of 30 ft. (20

; Il creat i
Example: Veiled Human S forampll creaiures)

Cost: 12,000 XP

Minimum Level: 13"

Prerequisite: Shaded

Unavailable to: Non-shaded creatures
Details: Any shadow creature may continue
to evolve into a veiled creature. Veiled creatures
are similar to shadow creatures, except that they breathe air.

have no true substance and can only interact with Unavailable to: Creatures without a ground movement
the world through contact with their shadows. If aveiled speed, or non-air-breathing races.

creature unwraps its shadow from itself, it remains vis-  Details: The creature grows wings strong enough to bear
ible, but becomes incorporeal and unable to come into  him aloft. The look and size of the wings depend on the

contact with physical objects. Veiled creatures can airwalk  creature, and are up to the GM. A Picker may gain leath-
when in an incorporeal state. All objects held or worn '

Winged Creature
Example: Winged Dover
Cost: 7,500 XP

Minimum Level: 8"
Prerequisite: A ground move speed and the ability to




ery bat-like wings, a dover may gain furry wings, a hu-
man may gain feathered wings, and so on.
Game Effects: Gain a Fly speed of 70 (average).

Vacuum Creature

Example: Vacuum Dover

Cost: 9,500 XP

Minimum Level: 10*

Prerequisite: Winged

Unavailable to: Non-winged races.

Details: A vacuum creature has evolved to the point where
it can function normally in a vacuum environment. It does
not need air to breathe, and being in a vacuum has no
detrimental effects on its physiology.

Game Effects: Does not need air to breathe. Cannot drown
or suffocate. Immune to inhaled attacks. Not affected by
low-pressure environments.

Adept Creature

Example: Adept Dover

Cost: 11,500 XP

Minimum Level: 12"

Prerequisite: Vacuum

Unavailable to: Non-vacuum races.

Details: An adept creature has improved its flying speed
and maneuverability. It also allows the creature to fly and
maneuver in thin air and in complete vacuum environ-
ments. This trait can be taken more than once. Each time
it is taken the effects are cumulative.

Game Effects: Gain +20 to fly speed and improve ma-
neuverability class improves by one category. Gain +20
ft. to swim speed (Gain swim speed of 20 if creature had
no swim speed previously) Can fly normally in vacuum
environments.

Focus of the \yrm

Many creatures are in awe with dragons, and those that
follow this focus are interested in that heritage. Gaining
the ability to fly, a breath weapon, natural armor, and
other abilities make this one of the most popular foci of
the Forge.

Scaled Crepture

Example: Scaled Faust

Cost: 3,500 XP

Minimum Level: 4"

Prerequisite: None

Unavailable to: Those with Focus of the Beast, Green, or
Serpent

Details: Scaled creatures grow a coat of hard, protective
scales on the outside of their skin. These scales offer slight
armoring as well as protection against heat.

Game Effects: Gain natural armor bonus of +2. Gain Fire
Resistance 5.

Flying Creature

Example: Flying Faust

Cost: 7,500 XP

Minimum Level: 8"

Prerequisite: Scaled

Unavailable to: Non-scaled creatures

Details: Flying creatures sprout great leathery bat-like
wings. These wings allow the creature to fly, and can be
folded back or wrapped around the creature like a cloak
when not in use.

Game Effects: Gain Fly rate of 70 (Average).

Kindled Creature

Example: Kindled Faust

Cost: 10,500 XP

Minimum Level: 11"

Prerequisite: Flying

Unavailable to: Non-flying creatures

Details: Kindled creatures have mystical fire in their bel-
lies. These creatures have developed a new internal or-
gan that not only keeps them warm, but can be®com-
pressed to expel liquid flame out of their mouths at high
velocities.

Game Effects: Gain Cold Resistance 5. Gain a breath
weapon that inflicts 1d6 points of damage per level. Re-
flex save DC for half damage is equal to 10 + half creature’s
level + creature’s Con modifier. The breath weapon can
be used once per day per 5 levels of the creatures. The
breath weapon may be used either as a cone, or a line.
Range is determined by a creature’s size; see pg. 62 in the
MM for range details. Dragons that take this focus are
rumored to make their breath weapon even more devas-
tating.

Chromatic Crepture

Example: Chromatic Faust

Cost: 13,500 XP

Minimum Level: 14"

Prerequisite: Kindled

Unavailable to: Non-kindled races

Details: The scales of a chromatic creature have become
colorful and reflective. The scales can be used to either
cause a distraction with a motley of colored light, or to
reflect powerful attacks. In order to create this effect, the
torso of the creature must be unadorned with clothing or
armor, or the creature’s wings must be folded around it.
Game Effects: Gain ability to reflect magical effects simi-
lar to the spell turning. In order to reflect a spell, a Reflex
save must be made against it. Chromatic creatures may
reflect as many spell levels per day as they have levels
(failed attempts do not count against this total). Reflec-
tion takes place before Spell Resistance is applied. The
creature may also create an effect similar to the spell hyp-
notic pattern once per day while in a lit area.







“Each of the Seven cvafted the land in
its own image. These ave not merely
seven domains, but seven different
worlds, ivveqularly joined, like a blind
man’s quilt.”

-The explorer Savina Davdannus

The surface of the Forge is divided into seven separate
sections known as the Domains of the Forge. Each of the
domains has its own distinct flair and was built and popu-
lated by one of the Feathered Fowl mentioned in the Oath
of Binding. The seven domains of the Forge are distinct,
and their borders are clearly visible. The borders are not
only found above ground but also divide the vast mazes
of tunnels, chambers, and underground kingdoms that
run throughout the Forge.

Some borders are quite abrupt, while others are
marked by wide swaths of gray, dull, uninhabited ter-
rain. It is in these areas that a lone wanderer is occasion-
ally found, one known as the Grey Stranger. This myste-
rious figure often hails creatures crossing the border,
pressing them for news as well as offering them useful
advice and unusual information. More information on the
Grey Stranger can be found in Chapter 5: The Black Flock.

The borders between the domains do not prevent crea-
tures from crossing, and a great deal of traffic moves
through them on a regular basis. People generally cross
the borders for trade, though nomads and refugees also
flood across. The only beings bound by the borders are
the Feathered Fowl, who can cross easily but whose pow-
ers are greatly limited while in another’s domain. Most
of the Flock stay in their own domains, sending ravens
out to other lands to keep an eye on events there.

The borders of the domains extend outward from the
center of the Forge to the far edges of the plane. This ef-
fectively divides the gate stars up into seven sections, each
of which can only be reached by one of the Seven. This
allows the Black Flock access to a different set of worlds,
making each domain unique and bizarre and reflecting
what its master was able to glimpse from these planes.

Within the boundaries of each domain is a massive
palace, referred to as a citadel. The seven citadels are the
seats of the Feathered Fowl. The citadels are older then
the land around them, and no living creature may enter
them save for the dark Seven.

Anvil

Anvil is a mountainous region constantly under attack
by the elements. Its seas are rough and dangerous, but
beneath the waves a lush ocean culture has evolved. On
land, only a small population survives within under-
ground cities. Across the wild mountains roam enormous
creatures — giants, dragons, and other beasts of colossal
proportions. Controlling the storms and presiding over
the domain is Orif'elle, the Scourge of the Wind, consid-
ered to be the most powerful of the Seven.

A

The most easily accessible is the desert at the far
eastern end of the domain known as the Sea of Sand.
At one point in the distant past, this part of Anvil was
rich, fertile, powerful, and prosperous. As the rocks of
the western mountains eroded over the ages, the sand
eventually piled up near the border with Arena. The land
and the cities that were once here now lie buried. The
area gets its name from the great storms of wind that toss
and heave the sand about much like waves on the sea. On
occasion, a town or a bizarre monument is uncovered by
the wind, only to be buried again in a matter of a few
hours by the rolling sands.

West of the desert running the length of the domain is
a tremendous mountain range, at the center and highest
point of which lies the Kiln— the domain of the Feathered
Fowl Bathkol. The mountains of Anvil are rocky, rugged,
treacherous, and difficult to cross. The entire range is quite
steep, and sheer cliffs and deep crevasses serve to chal-
lenge anyone that would dare to brave the journey. The
peaks of the mountains are cold, barren, and unapproach-
able, while deep in the valleys and gullies between them,
life has taken a stronger hold.

Scattered pockets of forests and meadows are strewn
about in the low valleys of the mountains. These are fed
by cool and pure mountain streams and are protected from
the wind by the steep rock walls. These places, though
seen by few, are scenes of absolute beauty. Nature here is
kind and nurturing, and the plants are arranged as if in a
garden. Unlike other wilderness areas of the Forge, the
gardens of Anvil are free from deadly plants, hungry
beasts, and aggressive insects. There are the giants and
the colossal beasts, but these can be avoided if one is care-
ful. To prevent settlements in the valleys from being
crushed beneath the heels of terrible beasts, cities are
carved into the flesh of the mountains and accessible only
through narrow caverns. Deep shafts provide air and light
to the denizens of these fortifications.

Ocean temperatures in Anvil are the warmest in the
Forge. The water here is close to the equator and teems
with life. The largest underwater civilizations on the Forge
are located in Anvil, and the sea is abundant with food.
Most of the culture and population of Anvil lies beneath
the waves.
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The weather defines Anvil —the elements here are
intense. Storms blow inland from both violently churn-
ing oceans and clash against one another above Anvil's
rugged terrain. The air is never still, and the rain and light-
ning only stop to allow the windstorms to blow harder.
Even the mountains themselves move, as great tremors
constantly shake the region.

Scttlements and Inkabitants

The people of Anvil fall into seven very different catego-
ries: giants, nomads, vale dwellers, mountain dwellers,
ocean dwellers, and Stormbringers. Giants are mostly
unintelligent and simply wander the land looking for
food. They have no permanent homes and sleep wher-
ever they may be when they tire. Giants come in many
shapes — from bestial, to insectoid, to humanoid —but all
are unquestionably massive. Most giants in Anvil are over
100 feet tall and some are much larger.

The other six classes are all of common size and dwell
in specific settlements. These areas are not easy to find;
they are all located either beneath the mountains or the
waves. Settlements in the Sea of Sand are either mobile or
in ruins. Even the castles of the Stormbringers appear more
like grim crags than buildings. If one knows where to look,
however, Anvil is full of life.

The largest city in Anvil is Sinault, located not on land
but in the center of the great bay just to the northwest of
the Sea of Sand. Sinault is a free city, democratically run
by all of its inhabitants. The city is currently at war and
one of the last bastions of resistance from ceptu rule. The
bay around Sinault is filled with refugees from all over
the Northern Ocean, all of whom are fleeing the ceptu
and their kingdoms. Because of this, the city is quite
crowded and contains a bizarre mishmash of thousands
of different cultures and languages. The city’s once beau-
tiful and elegant pavilions and columns are now packed
with the tents of the refugees, and the famous sculptures
and works of art are worn and faded. All of the city’s
resources are being spent on the war effort and feeding
the growing population. The commander of the armies,
[llithien, is seen as the figurehead of the city and is viewed
as the leader. Illithien is growing increasingly desperate
and believes that an item of great power will be uncov-
ered soon in the Sea of Sand that will bring deliverance to
the city.

Despite the harsh terrain of the Sea of Sand, a number
of sturdy nomads manage to survive here, making their
living by scavenging and selling artifacts from the great
buried civilization. Most of the nomads are chromithians,
although a few other minor races dwell amongst them.
The chromithians travel in mass caravans several hun-
dred strong and are borne by beasts across the desert in
search of sites revealed by the winds. When one is found,
the caravan stops and soldiers are sent into to explore
and recover items. No food grows in the desert, although
a few wells exist in spots known only to the nomads and
kept secret by their brotherhood. The caravans are very
protective of their sites and are likely to attack other ex-
plorers if it looks like they have found something of worth.
When the nomads run low on food and supplies, they

travel either to the coast or the borderland where they
trade with Warlords from Arena, soldiers from Sinault,

and the trusk from the Central Ocean. A few caravans do
some trading in the mountains with settlers and with the
Stormbringers, but the demand for goods is much less
there. Small trade towns have sprung up along the bor-
der with Arena where the nomads come to sell.

Many settlements exist throughout the vales of Anvil.
The bulk of these are only able to exist because of the
kraggons, a burrowing race of creatures made of living
stone. The kraggons carve out the caverns and tunnels
that people traverse to stay out of the way of the giants.
The people sleep in the caverns but spend their waking
time in the vales gathering food and enjoying the beauty
of the surroundings. These settlements are located in the
western half of Anvil between Wildwood and the Kiln,
The largest is Aden, located on the northern coast of An-
vil, where a pleasant lowland runs between the moun-
tains and the ocean. This is a relatively prosperous and
busy city, the most influential of many which line the north
face of the mountains here. Like other places in the vales,
the most numerous people here are the frey, followed
closely by humans, kraggons, and dovers.

A number of large settlements exist in the vales. The
most famous of these by far is Seguna, a tightly-knit colony
of peaceful people located in the heart of the mountains,
about 800 miles east of the border with Wildwood. Seguna
is situated at the eastern end of a valley 300 miles long
and almost a hundred miles wide at the middle. Most in
Penance believe Seguna to be a legend and view it as a
kind of Shangri La, an imaginary and inaccessible utopia.
While certainly inaccessible—and as close to a utopia as
one may get on the Forge—Seguna is far from imaginary.
Seguna has a high elevation but its location along the equa-
tor makes it a warm and pleasant place year round.

The entrance to Seguna is through a narrow crevice
near the end of the valley that is unmarked and barely
visible. Once through a short tunnel, the valley opens up
again into a smaller vale, filled with grass huts, and light
bamboo houses. At the center of the settlement is a sa-
cred circle of bowery trees, the tallest and broadest in all
the Forge. At the center of the circle is Methus, the oldest
living thing on the entire world, save for the Flock. Methus
is a small, withered oak, wise beyond imagination. Methus
is the uncontested leader of Seguna, and guides the lives
of its citizens. Methus only allows the pure in spirit to
enter Seguna, as he views it as a land of innocence and
peace.

The people of Seguna love their lives and do not wish
to leave. The most populous race in Seguna is the frey,
and the rest is widely mixed. Seguna is protected from
above by steep walls that prevent even the giants from
intruding, and a powerful spell that hides the city from
view. Many hundreds of people on the Forge try to reach
Seguna each year, and none are ever seen again. Many
die trying, and the few that arrive here never again desire
to leave to report their success.

The eastern half of the mountains of Anvil, between
the Kiln and the Sea of Sand, contains a number of settle-
ments. These are the underground kingdoms carved deep
into the mountains. Dwarves and orcs are the prevalent
races here, and they spend their time digging into the earth
to uncover hidden secrets and important metals, such as
iron and mithral. The kingdoms do occasionally come into
conflict, especially when one breaches the wall of another



or when a more personal feud erupts, but mostly their
war efforts are spent slaying the giant creatures that roam
the mountains. The heroes of the kingdoms are boister-
ous and self-aggrandizing souls with a tendency to boast
of their deeds and curse their foes.

The real powers in Anvil are the Stormbringers. These
are the favorites of Orif’elle, and the creatures that she
seems to direct her attentions toward. The culture of the
Stormbringers was shaped and created by Orif’elle just
as were the first of their strange castles that resemble
jagged mountain peaks. There are thousands of these
castles scattered throughout Anvil, each located on high
mountaintops. From the outside the castles look crude,
but inside they are magnifi-
cent, carved entirely out of
a single piece of stone and
cleverly furnished with
pieces sculpted out of the
rock. The inside walls are
smooth and polished, and
offer spectacular views of
the surrounding landscape.

Orif’elle carefully scours
the worlds for passionate
souls—those who love the
wind and the storm and who
sense its majesty innately,
feeling its fury and power as
if a wild dance of all the
senses. When a
Stormbringer is pulled into
Anvil, his fate is dependent
on the whim of Orif’elle.
Some are given a
mountaintop castle and all
the accoutrements, while
others are simply let loose in
the mountains to wander.
The culture of the
Stormbringers is extremely
competitive and fraught
with fierce infighting, Each
has the desire to best an-
other, to prove themselves
the true master of the ele-
ments. This drive is reflected
in the battles for the castles.
The higher in the sky a
Stormbringer is, the more
commanding his station. A
Stormbringer is always trying to take a higher castle, while
at the same time defending his own from those below him.
Battles between Stormbringers are fantastic affairs, with
lightning piercing the air, winds blasting, swords flash-
ing, and rain and hail whipping past at deadly speeds.

Stormbringers are indifferent to those outside of their
social structure unless they take to the air. Flying crea-
tures are an affront to Stormbringers. A Stormbringer that
cannot knock a flyer out of the sky is not worthy of the
title. Earthbound individuals are another matter and are
only approached if the Stormbringer decides they are of
some use. Native colonies and settlements provide a regu-
lar tribute to the Stormbringers each month of food,

wealth, and sometimes concubines. In return for the
tribute, the Stormbringer agrees not to destroy the
settlement and to keep it free of strong winds. Sometimes
a Stormbringer employs the talents of others —especially
of the giants —in order to overthrow a rival. Rashers may
be bought with wealth, but the giants are more difficult
to please and must be beaten into service.

One huge thorn in the sides of all Stormbringers is
Orif‘elle herself. Not only is Orif‘elle more adept at chan-
neling the winds and the elements, but her citadel is the
highest in the land by far —and it flies, floating miles above
the mountains. Deep in the heart of every Stormbringer
lurks a burning desire to destroy Orif’elle and to take her
home for himself. Some be-
lieve that if the
Stormbringers were all to
work together they could
overthrow her, but the
thought of such coopera-
tion amongst these bitter ri-
vals is laughable.

Travel
The largest barriers to
movement are not the in-
habitants, but the weather
and the terrain. The moun-
tains are incredibly tall,
cold, and steep, and they
lack proper roads. The
winds and rain are constant
and sharp, ensuring that
travelers stay on the
ground or beneath its sur-
face as much as possible.
Both oceans bear no ship-
ping traffic, as the surface
of the water is too violent.
. The Sea of Sand is also
treacherous, as there are no
landmarks, the flying sand
, is biting, and it is quite easy
to become quickly buried
under waves a wave of
sand and smothered.

The best way to move
across Anvil is on foot or on
the back of a beast. Wagons
and sleds are mostly use-
less, as true roadways are
rare. Ships and boats flounder and sink within a few hours
of entering the domain. Flight is extremely dangerous, as
winds tend to throw creatures about and the
Stormbringers attack those that manage to stay aloft. The
fastest method of travel is to hitch a ride with one of the
giant creatures, as they are able to walk about the craggy
landscape with ease. This is a frightful prospect, however,
as the giants are unpredictable and unfathomably strong.




Occasionally, someone in one of the mountain king-
doms comes up with the idea of carving a highway be-
neath the mountains. Such projects are short lived, as
many fault lines run through Anvil and earthquakes tend
to collapse any tunnel running through them.

Commerce and £conomy

Trade in Anvil is complex and varied. Some communi-
ties depend on trade, while others exist independently.
The most easily accessible traders to the outside world
are the nomad caravans that wander the Sea of Sand.
Those that desire to purchase artifacts may come to one
of the trade towns, two of which are easily accessible by
ship from Penance. In return for the artifacts, the nomads
desire food, beasts, digging equipment, and textiles. These
commodities may be traded directly for artifacts, or the
objects my be purchased with gold at a higher price. If
given gold, the nomads use it to purchase their commodi-
ties from other traders before returning to the desert.

The mountain kingdoms depend much less on trade
but still find such interactions necessary. Those near the
Sea of Sand are able to trade with the nomads and occa-
sionally make treks to Arena to sell their goods. Those
toward the Kiln are only able to trade with the other moun-
tain strongholds, although the kingdoms farther west
trade with the people of the vales. Minerals, stone
(marble), metals (iron and others), and gems move out-
ward toward Arena and the vales. Food, clothing, and
household goods move inward toward the Kiln.

The people of the vales seldom trade, as they have
little need for other than what they have. There is plenti-
ful food and plants, few dangers, and relative peace in
these areas. Most of the trade that does happen is done
out of curiosity and boredom in return for luxury items.
The higher vales near the Kiln trade food with the moun-
tain kingdoms in return for tools. Some of the more west-
ward communities trade with the inhabitants of Wild-
wood, obtaining herbs, medicines, and works of art. There
is also trade with the Stormbringers, but this is more ex-
tortion than commerce.

The ocean communities in Anvil do most of their trad-
ing beneath the surface. In a few places near the coast,
they surface to trade with the people of the vales, the
mountain kingdoms, and the nomads. The ocean peoples
generally trade food items to the nomads and the moun-
tain kingdoms, and cultural items to the people of the
vales. The town of Aden has a good relationship with the
ceptu, bearing many interesting artifacts and strange
wonders from the sea.

Politics

With a few exceptions, politics in Anvil closely follows
the trade routes. Little conflict appears in the vales of the
west, where few goods flow, but there is plenty among
the nomads and the nfbuntain kingdoms. In the Sea of
Sand, there are at least 20 different clans operating, each
with their own territory.
Clans are loose alliances of nomads; a single clan may
claim more than one caravan, and typically each has at
least a dozen. Clans are headed by a chieftain, who is
generally the leader of the largest caravan in the group.

Clans are split into caravans in order to cover more terri-
tory and allow for a greater possibility of finding sites.
Caravans that belong to the same clan work as a team,
trading goods and food freely, and protecting one another
if threatened.

It is nearly impossible to determine one’s exact posi-
tion in the Sea of Sand, as the only stationary landmarks
are the mountains, the trade towns, and the coast. This
difficulty is chief in stirring up conflicts between clans, as
it is nearly impossible to say whose territory a particular
site is located, which often leads to heated battles.

The most well known of the chieftains in the area is
Athentus, a weathered and leathery chromithian.
Athentus operates out of the trade town located on the
southern end of the border between Arena and Anvil on
the coast of the Central Ocean. Athentus has an enviable
position, as he is able to trade both with the trusk and the
Warlords, and his clan has come under attack many times
from jealous rivals. Athentus is a sly dealer and has even
been known to take rashers with him into the Sea of Sand,
charging them handsomely for his clan’s services.

In the mountain kingdoms conflicts are fairly com-
mon, mostly waged between the more isolated central
kingdoms against those with more access to goods and
trade. In these conflicts, the poorer kingdoms are the ag-
gressors, trying to overthrow the richer kingdoms and
take their wealth. The richer kingdoms have little desire
to take the poorer kingdoms’ territory and instead con-
centrate on bolstering their defenses. More common than
wars are raids, where poor soldiers tunnel into a rich king-
dom, steal a pile of goods, and then retreat, collapsing
the tunnel behind them.

The bandit king Brunello, a sturdy and fierce dwarf,
is the most unpredictable and feared individual in the
mountains. His rogue army of dwarves and kraggons tun-
nel their way from kingdom to kingdom, raiding as they
go. Brunello’s bandit army has no actual home, but goes
where the treasure takes them.

Politics in the ocean regions of Anvil are tense. In the
north, the ceptu kingdoms rule all but the bay surround-
ing Sinault. Most of their waters are peaceful, except for
where the battle lines are drawn. The Sinaultians are des-
perate for help but isolated, and they plead with any visi-
tors they may have from the land for assistance. In the
Central Ocean, the various trusk tribes war among one
another, separated from the land cultures by the turbu-
lent ocean.

On the mountaintops, the Stormbringers fight wars
of their own. They are vain and egotistical, seldom mak-
ing alliances with one another. A few of the lesser
Stormbringers —those without property —sometimes
group together for survival, but these alliances fall apart
once one of the members gets ownership of a castle. If
any are available, the Stormbringers may entreat the aid
of mercenaries and rashers in their battles. The giants also
play into the politics of the Stormbringers. A favorite tac-
tic of the Stormbringers is to trick the giants into anger at
a foe by impersonating them. Giants are a touchy tool to
use in one’s battles however, as they are apt to damage
the castle that a Stormbringer seeks.

On occasion, conflicts arise between the people of the
mountains and the Stormbringers. This may happen be-
cause a settlement refuses to pay their tribute, or a



Stormbringer levels a village. In such cases, the villagers
often hire mercenaries or try to get the giants to take out
the Stormbringer for them. The most famous of the
Stormbringers is Raith, a mysterious masked figure of un-
determinable race. Raith resides atop a high peak on the
arm of the mountains stretching eastward across the Sea
of Sand. Raith is the most powerful Stormbringer in the
area and exacts tribute from the nomads as well as from
nearby mountain dwellers. Raith has made it clear that
he intends to assault Orif’elle’s stronghold and is currently
searching for something to give him an unbeatable ad-
vantage over her.

Arenp

The largest of the seven domains of the Forge, Arena is a
vast desert and ocean realm, an expanse of red sand and
spent mines that is broken only occasionally by lush oa-
ses. Vast armies gather here and clash against one an-
other on enormous open battlefields, while in the wild
ocean waters of Arena, massive navies smash each other
to pieces and powerful underwater kingdoms war with
one another for the rights to rule the waters. Barbello,
the Feathered Fowl who holds sway here, often pulls
entire armies at once into his domain, populating Arena
with hordes of violent, bloodthirsty, and ambitious war-
riors. Events in Arena are dominated by the will of the
Warlords, powerful commanders who direct the actions
of the armies, constantly challenging one another in
the ferocious large-scale chess game for supremacy of
the desert sands.

The driving force of Arena is raw wealth, and those |
who control the wealth can control the armies and the
fates of all who dwell in the region. Not far beneath
the desert sand of Arena is a deep layer of stone known
to be extremely rich in precious metals and gems, par-
ticularly diamonds. The wealth buried in the soil of
Arena attracts the lust of people near and far. The
Bloodlords of Penance want to get their hands on it as
much as the Warlords of Arena, and their desires play
heavily into what goes on in the red desert. Secondary to
the lust for wealth —but just as important to those who
dwell in Arena itself—is the potential here for violence
and glory. The most ferocious, insane, and bloodthirsty
warriors in the multiverse are assembled here, posing an
incredible challenge for those with the courage to con-
front them. Conquering all of Arena is considered by
many the greatest challenge a mortal could overcome. Of
course, the lifers in Penance would disagree with this sen-
timent, as all creatures love the sights and sounds of home
over all other vistas.

The terrain of Arena is vast and mostly devoid of life.
The bulk of the land is a harsh, sandy desert that is fa-
mous for its deep crimson hue. Contrary to tavern tales,
the sands are not stained red from the blood of all those
who have been slain here, but simply the natural color
of the sand. Countless years ago the surface of the desert
was smooth and flat, but it is now cratered and scarred, |
signs of the massive network of mines and excavations
that have dominated the region for unknown ages. In
many places, the craters appear natural, the ancient
wound in the land gradually filled in by sand and wind.

Fresher mines are still apparent for what they are—
deep holes into the earth dug by blood and sweat, the
barren and scarred bedrock still exposed. The newest
mines are still occupied, constantly worked by hordes of
slaves and warriors alike. These mines are not simply dig-
ging sites, but heavily fortified areas protected by walls,
towers and battlements designed to prevent opposing
Warlords from stealing the claim.

Where there is water in Arena, the empty desert has
given way to dense life. A number of rivers cut deep can-
yons through the land, and lakes dot the landscape, fill-
ing in some of the craters and low spots of the terrain.

Along these rivers and lakes, greenery thrives

and lush tropical jungles dominate. The

/ lakes of Arena, known as oases, are the

/ usual sites for fortresses and centers of

power of the Warlords. Most of the oases

have been tamed, and groomed lawns,

neat rows of trees, beautifully arranged

\ gardens, and orderly farms have re-

\( placed the native jungle in many

] places. Along the river canyons how-

ever, a different story is told.

Here, the thick jungle foli-

age remains and has
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grown to massive proportions. Hidden by the plants

are large, hungry, and dangerous beasts said to be some
of the most deadly in all of the Forge. The intelligent popu-
lation of Arena avoids the river canyons as best it can,
only embarking and unloading at set areas where the
wilds have been pushed back and are kept at bay by solid
fortifications and stalwart men.

The domain of Arena
includes part of all three of
the main bodies of water on
the Forge. In the warm
lower half of the northern
ocean, ceptu intellectuals
have a strong hold, claim-
ing the titles of Warlords
and pushing northward in
an all-out effort to dominate
the seas. Politics in the more
temperate central ocean wa-
ters of Arena are much like
those on land, with navies
facing off on the surface and
underwater armies clashing
over a few precious sites
beneath the waves. The
southern sea is dominated
by the presence of the
makkru, who control most
of the waters and now wish
dominion over the land as
well.

At the bottom of the Sea
of Tears—the largest lake
on the Forge —a rusted and
hoary iron fortress lies half
buried in the silt at the cen-
ter of the lake. This is the
citadel of Barbello, the
Feathered Fowl of this do-
main, and the lake and the
area around it is considered
the political and social cen-
ter of Arena.

Weather patterns vary
greatly in Arena due to its
massive size, although it is
best described as an arid
desert. The southern areas
of Arena are quite cold at
times, and rainfall here is
rare. When rain does fall in
Arena, it falls in hot tor-
rents, spattering down like
molten lead on the battle-
fields and their combatants.
The wind here is surpris-
ingly still, excepting during
night periods when the land
cools down rapidly and strong gales whip across the flat
desert plains. Toward the border with Anvil, sandstorms
are common and the nearby coastal regions are prone to
bombardment from tsunamis.

Settlements

Arena has many more settlements than Penance, although
nothing rivals the size of the cities of the Plains of Pen-
ance. The largest population centers of Arena are centered
around the Sea of Tears, where the three most powerful
Warlords in the domain have their fortresses. Each War-
lord has control of one the three arms of the Sea of Tears.
These three Warlords have
reached an agreement regard-
ing the Sea of Tears, and no
battle takes place within its
oasis. They instead focus their
struggles on the mines of
Arena and send out their
armies to find and control the
gold. Though the three up
close appear to be at peace,
they are in a constant state of
war, regularly sending their
armies to go and assault the
fortifications of the others the
moment rumors arise that a
digging site has proved fruit-
ful.

Smaller fortresses and less
powerful Warlords populate
the hundreds of other oases
that dot the desert. Many War-
lords build very tall and nar-
row tower fortresses that give
them a commanding view of
the surrounding desert, grant-
ing early warning of attacks.
A few poorer Warlords have
constructed their fortresses in
the middle of the desert or on
digging sites. Such Warlords
are at a heavy disadvantage,
as they cannot be self suffi-
cient and must depend on
Penance or on other Warlords
for their food. Fortresses built
on actual mine sites are usu-
ally low to the ground, so as
not to attract attention from
neighboring Warlords.

River settlements are lo-
cated at regular intervals
along the two arms of the
Xanthus, providing food and
shelter for those traveling on
the river as well as places to
get from the river to the desert
plateau. These settlements are
often fought over by the War-
lords, as they represent con-
tact with the outside world
and an opportunity to spend the wealth that they gain on
something other than sheer manpower. Trade occurs here
with ships from Penance—typically merchants from
Blackwall. Those Warlords with a river settlement under
their control are better able to survive in Arena as they



are more versatile. Warlords located in the more distant
regions of Arena do not have the convenience of rivers
nearby and must build or capture a port along the coast-
line in order to conduct trade easily.

The southeast arm of Arena—bordered by the south-
ern sea, the Vault, and Wildwood —is under the control
of the Grand Asherake, the Warlord with the largest army
in Arena. His fortress is built in an ancient mine deep in
the earth, and his territory has been steadily expanding
for many years. The Grand Asherake follows the prin-
ciples of asherake society, slaying or enslaving anyone
that enters his area of control.

A few unique settlements exist in the far southwest of
Arena, on the border with Wildwood. These fortresses
are viewed as part of Arena, and their commanders call
themselves Warlords and fight with one another over the
mines of Arena, but they are physically located in Wild-
wood. These fortresses are uniquely built and use the
jungles of the wood as cover and protection. One of the
Warlords here, a man by the name of Ossian whose for-
tress is located almost on the border with the Vault, has
been exploring heavily into the wood of late. Rumors
abound about strange and wondrous devices of great
military power that he has somehow obtained. His armies
are on the move and are slowly fighting their way east-
ward toward the Sea of Tears.

Inkabitants

The inhabitants of Arena are a varied collection of crea-
tures from many thousands of worlds. Most numerous
are the haze and asherakes that are mostly concentrated
in the southeast region of Arena. Also found throughout
Arena are many humans, chromithians, and valco. A few
races not found anywhere else may be encountered in
Arena, including a larger cousin of the valco and a pow-
erful crossbreed of humans and silvers. Many of the lesser
humanoids round out the armies of the Warlords, includ-
ing orcs, dwarves, and goblins. In the northern ocean, a
number of vogel have come across from Wildwood and
are hopping from island to island, slowly pushing out
the Warlords and replacing the wars for riches with their
own more utopian society.

Barbello has a love for bloodshed, and she goes out of
her way to pull into Arena the most violent and psycho-
pathic individuals she can find — those with a lust for fight-
ing, a hunger for power, and little fear of death. These
warriors are joined by others who come from Penance
infected with the dream of Arena and looking for wealth.
In addition to individuals and small parties, Barbello—
unlike the other members of the Black Flock —often pulls
in entire armies at once. These are armies that are already
doomed on their home worlds, either running from a rout,
dying from starvation and cold atop a high mountain pass,
or lost on a tumultuous sea. These armies are brought to
an abandoned fortification and set free to conquer and
rebuild the area.

Life expectancy is rather short in Arena, and the na-
tive population is outnumbered by outsiders by a ratio of
nearly three to one. As such, there is little culture here.
The calendar of the Forge is used, and the holidays are
witnessed by most of the inhabitants, but there is little
society, entertainment, refinement, or art. Life in Arena is

one of labor and combat. Few that dwell in Arena do
so because they like it here, but because they see it as
their chance for glory, power, and wealth. Earning a for-
tune in Arena, though extremely dangerous, is much sim-
pler than trying to do it in Penance. There are no laws to
follow about how to become a Bloodlord or how many
followers one needs in order to claim a territory — there is
simply the law of force. Any peasant can get lucky and
strike gold in Arena, hire some mercenaries to protect his
find, get some slaves to dig it up, and voila—instant
wealth! Of course, the dream rarely comes true, and more
than one entrepreneur in Arena has had his own merce-
naries turn against him. One still needs charisma, wits,
and strength to succeed in Arena, and in fact these traits
are more required here than anywhere else.

Since the native population is so low, language is dif-
ficult. Many of the Warlords speak the Penance common
tongue, but a great numbers of seeds aren’t familiar with
it. Asherake is spoken in the southeast of Arena, and
Chromithian in the northwest. Haze are able to commu-
nicate their thoughts to others without the use of language
and are sometimes used as interpreters. To get by, most
inhabitants of Arena communicate through a limited, well-
defined, and easily understood set of grunts, gestures, and
facial expressions referred to as battlespeak. A seed can
effectively learn battlespeak in single day, and nearly ev-
eryone in Arena has taken the time to figure it out.
Battlespeak cannot convey complex ideas, but is effective
for buying and selling goods, determining allegiances, in-
timidation, giving commands in battle, conveying the con-
tents of a mine, and in giving directions. Those who be-
come used to battlespeak find it very efficient, and many
prefer using it when dealing with those whose language
they know.

Occupations in Arena are limited to a few select fields.
The most common is that of the mercenary. These are the
foot soldiers in the armies of Arena, Mercenaries usually
work for the highest bidder they can find. It is quite com-
mon for a mercenary to work for a Warlord for low pay
with the promise of a much greater reward to be given at
a future date, such as when a mine he is guarding be-
comes profitable, or when an enemy Warlord is defeated.

Laborers are the next most-common profession of
Arena. These are the miners, blacksmiths, farmers, and
stonemasons of the domain. Laborers are not paid as well
as the mercenaries, but are not in as much danger, as they
rarely take part in the fighting. A few people have learned
the skills of a class called the seeker, which allows them
to sense the presence of ore under the sand. These indi-
viduals are rare, but are highly paid and extremely well
treated.

The most prestigious occupation in Arena is that of
Warlord. This is not a specific and well defined title like
the Bloodlords in Penance, but a more nebulous term im-
plying that one commands others and answers to no one.
Some Warlords may only have three or four men under
them, while others may command tens of thousands. Any
Warlord who is worth his title has his own fortress and
access to food. Warlords lucky enough to control part of
an oasis have no trouble feeding their men, but those who
control only desert and rocks have a harder time. The
more powerful of these Warlords have ties to Penance
and can purchase and secure food shipments, while those




with only a few men have to rely on other means of
obtaining food —such as raiding the camps and fields of
other armies.

Travel

Travel in Arena is not particularly difficult. Much of the
land is close to a waterway and is reachable by ship. De-
spite the dangers of the canyons that run alongside the
banks of the rivers, ship travel is fairly safe. In fact, some
claim that the dangerous beasts actually serve to protect
them from the bandits and rogue Warlords of Arena that
otherwise would assault them and take their cargoes.
More remote areas can be reached on foot or by beast.
Wagons can be employed to get across the desert but are
not particularly effective except on the roads, which are
few and dangerous. Roads in Arena exist, but are often
under the control of a particular Warlord and are plagued
by bandits. Most travelers on the desert go by caravan,
using large and strange beasts of burden to carry or drag
goods across the red sands. These caravans find that
roadless desert travel is more effective, as it is more flex-
ible and less likely that one will run into ambushes and
other prepared threats. In the southeast of Arena, flight is

the best means of travel, as the Grand Asherake employs
massive flying ships of his people in order for his armies
to move around the land.

Commerce and £conomy

The economy of Arena is driven primarily by the quest
for gold and precious stones. Warlords unearth the mate-
rials and use them to pay their laborers and mercenaries
and to purchase goods from other domains. Most trade is
with Penance for food, boats, weapons, and equipment,
but some trade exists with other domains. The
chromithians that inhabit the great Sea of Sand in Anvil
often trade powerful magic items to the Warlords, and
the ith'n ya'roo that live on the edge of the Vault trade in
furs, armors, and sturdy primitive weapons. Caravans
occasionally come down from the mountains of Anvil and
cross the Sea of Sand in order to sell iron ore. A few War-
lords on the border regions obtain their food from Wild-
wood; most purchase it from the natives there, but oth-
ers—such as the asherakes—send their armies into the
forest to simply take what is available. Perhaps the most
unusual aspect of the economy of Arena is the trade in
bodies with the Warlocks of the Vault. The bodies of the
thousands of soldiers that are killed each day in the con-




flicts of the red desert are shipped down the southern-
most branch of the Xanthus—known as the River of the
Dead —across the southern sea, before finally being sold
to the Warlocks, who then animate them as their servants
in their dark machinations. In return for the bodies of the
slain, the Warlords get items of fantastic power that are
created by the Warlocks.

Most of the gold and gems found in Arena eventually
find their way to the city of Penance. While much of it is
traded for food and supplies, the bulk of it comes to the
city in the pockets of those who have done their time in
Arena and who now wish a better life. A great number of
these individuals end up frivolously throwing their money
away on trifles and have to may their way back to Arena
within a few years to recover their lost fortunes.

Politics

The politics of Arena are driven by a number of factors.
The two most important of these are the discovery of new
veins of gold and the supply of food. The one thing re-
quired to be a Warlord is a prosperous mine. Despite the
fact that the land is heavily infused with gold, discovery
of the precious metal is not as easy as it sounds. Much of
the domain has already been excavated, and all of the
obvious sites have already been dug up. A Warlord needs
to have an excellent seeker in his employ or be very lucky
in order to strike ore. Once a mine is found the real poli-
tics begin. A Warlord must keep his claim secret from
other lords, yet he must also hire mercenaries to protect it
and laborers to dig it up—which is guaranteed to attract
attention. Once word gets out, other Warlords march on
the site and attempt to take it by force. Of course, the far-
ther an army is sent from a Warlord's center of power,
the more likely it is to mutiny and take the claim for its
own.

Food supply is a different matter, but just as impor-
tant. A Warlord who is unable to feed his guards and la-
borers quickly finds himself without them. The simplest
way to feed one’s troops is to control an oasis, which can
be planted with crops and harvested monthly. However,
oases are just as much targets for invaders as are the mines
and must be just as well protected as their locations are
not a secret.

The less desirable way to obtain food is to purchase
it. The best people to purchase food from are the mer-
chants of Penance. Some Warlords in remote regions are
forced to buy food from neighboring Warlords, using a
combination of gold, mercenaries, and political favors. A
Warlord that makes a deal for food with a more powerful
neighbor often does so under the arrangement that the
neighbor will help defend the claim. In some ways this is
the best way for a small-time Warlord to get his start. He
only ends up with a small fraction of the mine’s produc-
tion, but he is guaranteed a much greater chance of sur-
vival.

There is another way for a Warlord to both defend his
claim and feed his army, and that is to get a sponsor from
Penance. A sponsor can be any person in the city with a
great deal of money. To get a sponsor, an individual must
draft a proposal and present it to the prospective spon-
sor, explaining his plan for striking it rich in Arena. If the
plan is sound and the presenter seems worthy, the spon-

sor provides the money needed to buy the equipment,
the food, and the men necessary for the venture. The
sponsor typically demands 60% of any spoils that are ob-
tained, whether through mining or warfare. These deals
vary, and some sponsors may provide only money, while
others may provide food, trained soldiers, and other im-
portant people for the expedition. Many sponsors also re-
quire tight control over the expedition and end up be-
coming the true Warlord by proxy. Most of the wheeling
and dealing of this type takes place in the city of Temper,
and many citizens looking to sponsor an expedition send
agents there to interview prospective candidates. Few
sponsors are only in the business for the money, and most
look at it as a way to gather a trained and battle-hard-
ened army with which one may begin or further one’s
career as a Bloodlord. The best sponsors, such as lord
Abbydon, have strong ties to Arena and can guarantee
protection in a particular area from certain allied War-
lords.

Though a few Warlords begin their careers in Pen-
ance and simply walk into Arena sight unseen, most
gather experience in the sands of Arena before achieving
any lofty stations, whether as laborer or as a soldier. Spon-
sors are wary of starry-eyed gold seekers, and many mer-
cenaries refuse to follow someone who doesn’t know ex-
actly what he is up against. The sands are littered with
brash upstarts with more gold coins then common sense.

Mercenaries in Arena who prove themselves in a few
fights begin to work their way up the chain of command
and may eventually be appointed as officers in the ser-
vice of their Warlord. Such individuals may receive com-
mand of a squadron or even an entire army. These com-
manders are generally the Warlords of the future, and
many eventually retire from service to find a sponsor that
can propel them on their way to the top.

The more established Warlords in Arena include
Varan Trinovant the enchanter, Minos Spar the strategist,
and Regan Severn the swordmaiden. Each has an oasis
under their control, a solid fortress as a base, several ac-
tive mines, and a large standing army. The general mode
of operation for a major warlord is to keep what one has
well defended, while spending a great deal of energy seek-
ing new claims and looking for weak warlords with a fresh
claim on their hands. On occasion, two well established
warlords square off and attempt to unseat the other. Such
a battle is always of staggering scope and ferocity, but it
is the only real way to enlarge one’s territory.

Assassinations are not rare in Arena, but they are not
as common as in Penance. Warlords that are slain hand
their seats over to a named successor or to whoever man-
ages to wrest command. There likewise are no champi-
ons to defend a Warlord in Arena, so Warlords are forced
to be much more alert, cautious, and battle-ready than
the Bloodlords of Penance.

The most chaotic element of Arena politics is Barbello
herself. Barbello is warlike by nature and has more of a
lust for blood than any other creature in her domain. At
any moment, Barbello may show up and attack an army,
Warlord, or position at random. She is always victorious,
although some claim to have seen her wounded on occa-
sion. One item of note though is that she never attacks
weak Warlords, only those at the height of their power.




Sometimes she attacks quickly and then disappears,
while other times she fights for hours and defeats thou-
sands of opponents at a time.

£(lipse

Eclipse is a realm of eternal night. Its terrain varies and
much of it is underground. The surface land is populated
by thieves, sorcerers and shapeshifters. Eclipse exists in a
hollow of the Forge itself said to have been created when
the rust moon was wrenched from the world by an un-
known force. Eclipse is indeed somewhat spherical in
shape, with the top shattered, the bottom somewhat flat-
tened, and the livable surfaces on the inside. The land is
cut off from the rest of the Forge by the broken shell of
the planet’s crust, appearing like staggering mountains
forming an incredibly deep crater whose bottom lies over
800 miles down. The land of Eclipse is relatively circular,
and is over 1,500 miles across, being flat and broad in the
center and rising as one moves toward the walls. The
edges of the land are viewed as mountains that have no
peaks, as the higher one climbs the steeper they get, until
they begin curving backwards.

Even though Eclipse is located at the North Pole, an
arbitrary north was chosen long ago and is used to navi-
gate. This arbitrary north points toward the Kiln and south
points toward the city of Penance. West points toward
the Sea of Sand in Arena, and east points toward the
mountains of Anvil near the border with Wildwood. Com-
passes do not point to the imaginary north, but instead to
the center of the Eclipse. This direction, real north, is re-
ferred to as center, and the opposite direction is called
outward. Natives do not find this confusing, but outsid-
ers are baffled by it.

The walls of Eclipse entirely block the light of both
suns, keeping the land in a state of perpetual blackness.
However, three days out of each month, Zadkiel passes
overhead and illuminates the land with the faint glow of
moonlight. For those three days, the rust moon looks
down upon its former resting place.

The only access to other lands is through long and
winding cavern paths leading to Wildwood and through
deep underwater caves the lead to the domain of Arena.
Magical transport is available to the wealthy, but most
that see the peaks of Eclipse do so under their own power.

Unlike some of the other domains, Eclipse has a wide
variety of terrain. At the center of the land is a rough
wasteland covered with grasses, hot springs, and scat-
tered piles of rocks — remains of past volcanic activity. The
wasteland is intruded upon to the west by the Sea of Ink,
a massive body of water taking up nearly a fifth of the
landscape. The Sea of Ink laps right up to the North Pole,
where the sunken mirrored citadel and the city of thieves
are located. A hundred miles west of the city, the waters
of the Sea of Ink drains away into the earth in a massive
and powerful whirlpool called the Helix, said to be the
source of the more famous Wellspring. Toward the out-
ward end of the city, an incredible torrent of water comes
plummeting from above. This is Thousand Mile Falls, a
mile wide sheet of water that crushes and destroys any-

thing that stands beneath it. To the east and north of the
wasteland a thick forest known as the Back Wood makes

its way gradually upward toward the walls of the land.
South of the center, the forest thins out, giving way to
rugged and rocky mountains,

Far above the land, the walls of Eclipse are alive with
life. Vines and shrubs sprout out from every crevice and
a wide variety of flying creatures —including many types
of bats—dwell in caves and nests around the perimeter.
Some large predators, such as nocturnal relatives of rocs
and yowl, live on the walls and swoop down to the land
to terrorize the population. Even some intelligent species
exist up here, making their homes on the walls and swoop-
ing around in the dark.

Beneath the surface of Eclipse, caves and caverns
riddle the earth, some going nowhere, others winding
their way eventually through the crust of the Forge and
out to the exterior. Even under the waters of the Sea of
Ink, flooded caverns lead to strange and hidden wonders.

Eclipse is the property of Colopitiron, a member of
the Black Flock who was not one of the original seven,
but a thief who stole into the citadel in the center of the
land and robbed the original Colopitiron of his power,
seat, name, and title. Colopitiron is different from the other
six both in appearance, and in manner. Colopitiron ac-
tively rules the land, enslaving the population, building
personal wealth, and seeking praise.

Weather in Eclipse is fairly constant, although any-
thing but normal. The great crater walls of Eclipse keep
light from the suns out and the heat from the world’s core
in. Moisture here cannot escape, and winds do not blow
to move it about. The air in Eclipse hangs thick with fog
and mist, and a deep warmth clings to the place, giving
the sensation of a great outdoor sauna. Rain sometimes
falls, not providing refreshment, but making the land
damp as well as hazy and hot.

Inkabit ants

Eclipse is the only domain on the Forge without human
inhabitants. This is due to the perpetual darkness that
covers the land. All permanent residents of Eclipse have
some means of seeing without light. Many of the races
that live in Eclipse have evolved or adapted to the envi-
ronment by acquiring true darkvision, allowing them to
see great distances across the nighttime landscape.

The most populous areas of Eclipse are the settlements
of the wastelands, the shadows of the Black Wood, and
the caverns that riddle the earth. Lunars and nightlings
are dominant in the wilds of the forest, with small pock-
ets of kobolds and faust scattered here and there. In the
cities, there is a fairly broad mix of races, including hazes,
vampires, gnomes, and other more civilized species. Deep
in the earth other sorts of races live, such as urgoda, dark
elves, illithids, and deep fey. The less populated areas of
Eclipse include the sea caves, where ceptu settlements ex-
ist at intervals, and the high walls of the crater, where a
strange batlike race of humanoids dwell.

[n addition to the intelligent inhabitants of Eclipse, a
vast array of hideous monsters and aberrations of all sizes
roam the domain. These creatures have been cleared
around the major roads and near the cities but are quite
numerous beyond that. The largest and worst of the mon-
sters dwell in the Sea of Ink and are known to swallow
entire ships.



The culture of Eclipse is somewhat different than that
of the rest of the Forge. The traditional calendar is of little
use, as there are neither seasons here nor suns that light
the sky. The time of day is determined by the rotation of
the stars visible in the sky, and the months are counted
by the passage of the Zadkiel, the rust moon. The names
of the months used elsewhere in the Forge are used here,
but the days of the months are simply numbered 1-28,
and the hours of the day have different names altogether.
Most of the traditional crops do not grow here, and food
consists mostly of mushrooms, lichens, fish,
meats, and some special plants that do not need light to
grow. The natives are more dominant here than elsewhere,
as Colopitiron has tended to pull more slaves than heroes
since he took control.
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Settlements

Eclipse boasts the largest settlements
outside of Penance, ranging in size
from small villages and towns to bus-
tling metmpull'-.e The largest
settlement in Eclipse is the city of
Baradume, known informally as
the “City of Thieves.” Baradume
is located atop Colopitiron’s un-
derground citadel on the shore
of the Sea of Ink and directly
above the north pole of the #
Forge. Baradume is a rich and
sensual place where it is said
the inhabitants steal the stars
from the sky to light their
chambers of seduction.
Baradume is the cultural
center of Eclipse and con-
trols the politics of the
rest of the domain.
Unlike Penance,
where old buildings
are simply left stand-
ing and built over,
structures in
Baradume are care-
fully preserved and
restored. Pains are
taken to build structur-
ally sound buildings,
and any that collapse are
carefully carried out of the
city and new construction is
begun on the spot. If an owner
tires of a building, he has its de-
molished and something better put in its place. Over the
ages, all but the most impressive, beautiful, and fantastic
structures have been weeded out, leaving Baradume —at
least toward its center —a breathtaking sight.
The people of Baradume are a strange crew.
not illegal in the city, although people are free to defend
their own property. Nearly everyone in the city is a thief
of some kind. The lowest caste in Baradume is that of fools;
these are people that are not skilled enough to make a
living by theft and must enter into a labor contract with

Theft 1s

N

another. Fools are expected to steal from their masters,
and the contract is viewed somewhat as an apprentice-
ship. The next caste are the soldiers, who are similar to
the fools in that they are bound by contract, but are better
paid as they are expected to be honorable. At the top of
the social ladder are the thieves, who acquire their wealth
through extortion of other settlements and by stealing
from one another. Seeds in Baradume generally lwnm their
careers as fools, although a few manage to figure out the
city right away.

Far to the southwest of Baradume is the second larg-
est city in Eclipse. Erebus is a trade town and sits atop the
tunnel running through the crust to its sister town, Pen-
umbra in Wildwood. Erebus is the only settlement in
Eclipse that is lit, and dim light is provided by lumin

plants for the humans and other light-sighted

races here. Erebus is the main channel
for goods and trade between Eclipse
and the outside world and contains

a wide v .1r|Lt\ of items for pur-
chase, ranging from the useful to
the interesting to the truly bi-
zarre. Erebus is under the
trol of the thieves of
Baradume, although theft is
outlawed here in order to

con-

encourage trade. Erebus is
the best place to begin a
trek into Eclipse, as it rep-
resents a good balance
between the two differ-
ent cultures of Penance
and Eclipse.
Southeast of
Erebus, the
ragged mountains lies
| Stygia, the ‘City of the
Dead.” Stygia is a ha-
. ven for vampires and
other intelligent un-
f dead creatures that
» cannot bear the light of
dd_\_'. These
adore Eclipse and live
L an unlife of true free-
dom without fear of
the touch of the suns.
Stygia controls the

aCross

fiends

mountainous region
to the west where most
of the gems and gold of
Eclipse are mined. The City of
the Dead is avoided by most that still

live.

he culture of Stygia is a strange and fragile one. The
vampires understand that too many of them would mean
the ruin of the city by starvation, and that too little of
them would make them vulnerable to attack, so their
population is carefully regulated and controlled. Slaves
are kept and bred for feeding, and are replenished by a
variety of means, mostly through trade. One of the ideas
of the vampires is a publicity campaign that they fund
in the city of Penance. A city of vampires stands as an




affront to many of the religious types there —especially

in Hammerfall —and crusades are regularly arranged by
agents of the vampires to stamp out Stygia. Of course,
these crusades only serve to feed the vampires, but that
side of the story isn't promoted.

Covering most of the outward terrain of Eclipse is the
Black Wood, home of the lunar tribes, nightlings, and
many other creatures. The Black Wood is a strange forest
of leafless trees, most either hangman’s oaks or their rela-
tives. Many villages of all sizes lie scattered throughout
the wood. The largest of these is Lethe, the lunar capital.
Lethe is walled city constructed of logs and stones. Some
call Lethe primitive, but the lunars view it as the center of
culture and civilization. Lethe is the seat of the most pow-
erful and dominant of the lunar families and is well forti-
fied from attack. Lunar civilization in Eclipse is quite simi-
lar to their traditional lifestyle that they lead on their home
worlds. See the description of the lunars in Chapter 2:
Inhabitants of the Forge for more details.

Also in the Black Wood along the edge of city of
Baradume is a large colony of nightlings. The nightlings
use the forest as cover and acquire all of their food and
wealth from raids on the city and on some of the smaller
towns in the area. Though the nightlings would be seen
as a huge problem in most cities, the thieves of Baradume
have a strange respect for anyone with enough nerve to
steal from them.

Between Erebus and Penumbra—and at many other
places around the perimeter of Eclipse—the caverns are
inhabited by a variety of underground races. Strongholds
are many and are unmapped by surface dwellers. One
important settlement is Lacuna, where most of the iron
and stone mining in Eclipse is done. Lacuna is located
deep in the earth and is accessed by caves to the north of
Baradume on the edge of the Black Wood. Lacuna is more
in touch with the surface world than other underground
cities, and is much more welcoming toward strangers.
Near the entrance to the cavern that leads to Lacuna stands
the grim town of Sabor, filled with blacksmiths and stone-
masons that cut and shape the raw materials that come
from Lacuna and trade it to the thieves of Baradume,

Several hundred miles up the wall of Eclipse to the
west of Baradume is Thole, a strange town of aerial races.
Thole is built into a series of ledges and hollows in the
stone of the wall. The people of Thole have little contact
with the outside world. Some occasionally come to
Baradume to trade, but few outsiders ever come to Thole.
Thole is considered to be one of the most unknown places
on the Forge.

The Sea of Ink is not known to hold intelligent life, as
its current are violent and its waters are filled with hor-
rible monstrosities. Despite the dangers, the ceptu have
managed to establish a small colony in the bay beside
Erebus. This colony is mostly a resting place for the ceptu
and their underlings while they trade at Erebus. The ceptu
and their porters travel great distances through the sea
caves to the waters of Arena in order to come to Erebus.
A few settlements exist along the way, mileposts and rest-
ing spots in the long and dark journey. The inhabitants of
these settlements are of strange races, accustomed to liv-

ing in the murky deep.

Trave!

Despite the difficulties in getting here, Eclipse is one of
the easiest places on the Forge to get around. There are a
number of well maintained roads leading between most
of the settlements, and the weather is calm, constant, and
predictable. Most travel is done either on the backs of
beasts or on wagons pulled by the animals. As long as
one can see in the dark, the only need when traveling here
is of protection from monsters and bandits. It is unwise
to travel alone in Eclipse.

Some ships travel on the Sea of Ink, but these are
mostly restricted to fishing vessels and those carrying
cargo between Baradume and Erebus. Sailing ships do
not fair well in Eclipse, as there is little wind, so most
boats are pulled by oarsmen. Boats stay within a few miles
to shore, as the Helix and Thousand Mile Falls create dan-
gerous currents that can crush boats or drag them under.
A few more foolhardy souls venture into the heart of the
Sea of Ink in search of the treasures that wash over the
falls.

The greater travel difficulty in Eclipse is in getting
here. The most common route is from Penumbra in Wild-
wood and involves a journey of many hundreds of miles
through tight and winding caves. Innumerable other caves
link Eclipse to Wildwood, and some are likely shorter but
few are mapped —even fewer are safe from monsters.
Some caverns lead nowhere, and others lead through the
crust but have their exits hundred of miles up the crater
wall. The journey between Penumbra and Erebus is rea-
sonably well maintained and secure and is the only known
passage accessible to wagons and large beasts. If one
leaves the main thoroughfare, the caverns narrow and the
footing becomes uneven. It is still necessary to take a guide
along when traveling the route, as it is surprisingly easy
to get lost even in this most traveled of areas.

Commerce and £conomy

Eclipse is mostly self-sufficient, but it still depends on
trade with Penance. Baradume is the most powerful eco-
nomic force in Eclipse and controls much of the commerce.
The cities of Lethe and Stygia also play into the trade in
the region. Baradume controls the flatlands in the center
of Eclipse, where much of the food is produced. Fish are
taken from the Sea of Ink and mushroom farms are tended
by the slaves of the thieves. The thieves of the city trade
with Lethe for wood and forest products, Stygia for gold
and gems, and with Lacuna through Sabor for marble and
iron. Baradume, since it controls Erebus politically, also
controls the trade with Penance, and uses the products of
the other cities as bartering chips to gain all the fineries,
books, magic, slaves, and the manufactured goods that
Penance has to offer. Merchants from Penance are free to
travel past Erebus and trade directly with the other cities
but do so at their own risk, being fully warned that the
thieves of Baradume are sure to make an attempt to steal
their goods. Erebus is also the destination for the ceptu
that come here to trade as well, and their unusual goods
add to the general wealth.

The city of Stygia has an odd relationship with
Baradume. Many of the newer vampires simply want to
overthrow and destroy the city, but the more experienced
ones know that they are dependent on the thieves to pro-



vide them with fresh blood. The vampires take wealth in
the form of gold and gems from the mountains and trade
it to the thieves in return for shipments of new slaves and
food for the slaves currently living in Stygia. The gold is
spent in Erebus, trading with the merchants of Penance.
New slaves are purchased from the merchants and added
to those that Colopitiron pulls for thieves each week.

The money from Stygia is added to the food produced
by the thieves and the goods purchased from Penance and
then either kept, or traded to Lethe for forest products or
to Sabor for finished iron and stonework. Once goods are
brought to Baradume, they are scattered throughout the
city by the thieves, who trade and steal from one another
at an amazing rate. Some view the city of thieves as a
strange form of communism, where all share equally in
the wealth, but it’s really rather more anarchic.

One interesting footnote to the economy here is the
debris that accumulates in the Sea of Ink. All the waters
of the world are said to eventually end up here, whether
through the sea caves or over Thousand Mile Falls, be-
fore spiraling down the Helix. A great deal of junk of all
sorts, including a fair amount of wealth and magic, ends
up on the sea floor beneath the falls. Much of it is soon is
dragged down into the Helix and lost forever, but a few
valiant and insane souls brave the dangers of the sea and
make a living scavenging items here. Most scavengers
operate out of Baradume or Erebus— meaning the goods
end up in the pockets of the thieves—but a few lunars
row out from the northern shore of the sea and sell the
goods in Lethe. Some of the ceptu also pick up some of
the goods as they come through the sea caves and sell
them in Erebus, often to the merchants for Penance.

Politics
It would be impossible to discuss the political environ-
ment of Eclipse without speaking of Colopitiron, the
Feathered Fowl that presides over the domain. Colopitiron
is referred to officially as the Dark Master, although some
informally call him the King of the Thieves. Baradume is
the dominant city in Eclipse because it is favored by
Colopitiron. In addition to the usual heroic seeds that
Colopitiron pulls into Eclipse, he pulls a great number of
weak minded and helpless individuals, destined to be
food for the vampires of Stygia. However, instead of pull-
ing them directly into Stygia, he pulls them into a desig-
nated holding pens in the city of Baradume, giving the
thieves a distinct economic advantage over their undead
neighbors to the south. Colopitiron is thought to favor
the thieves as he is one of them. Over 50,000 years ago he
was pulled into the Forge as a seed named Annoxus and
eventually grew in power and ability enough to defeat
the previous master and to take his place through the pro-
cess spelled out in the Great Oath. Colopitiron is thought
to have a love and respect for the thieves, and desires to
give them the ability to lead the life they love.
Colopitiron is the master of Baradume, and makes and
enforces what laws the city does have. In addition to his
mirrored citadel beneath the city, where no mortal may
set foot, he has a massive tower on the shore of the Sea of
Ink, where his concubines live, where his feasts and galas
are held, and where he stores his wealth. Colopitiron is
truly the master of the thieves and takes whatever he

pleases in the city, meaning that his tower contains the
best and most valuable treasures in the land. The other
thieves are all envious of his palace, and many master
thieves have decided to try to take something from the
place never to be seen again. In addition to theft,
Colopitiron voices his tastes by destroying any buildings
in the city that he finds to be eyesores, contributing to the
fantastic look of the area.

After the Dark Master, the two most powerful indi-
viduals in Eclipse are probably Lanerin, the lunar chief-
tain, and Saturnia, the vampire queen of Stygia. Lanerin
rules most of the Black Wood from his seat in Lethe. All
other lunar families and clans in the wood must pay trib-
ute to Lanerin as their protector and keeper of the peace.
Saturnia rules her city through guile, beauty, and wis-
dom, directing the culture of Stygia toward art, aesthet-
ics, and the pursuit of the passions. Saturnia has ruled
the city for several hundred years now, and many of the
younger and less noble residents have begun to grow
weary of her rule, stirring up a modicum of unrest.

Just to the east of Baradume is the area of the wood
where the bulk of the nightlings dwell. This sizable soci-
ety lives quite similarly to the traditional nightling
method, doing no labor except for thieving and fighting.
The nightling encampment here exists solely off of the
wealth of the nearby city, and has managed to survive
mostly due to the brilliant and sly leadership of their chief,
Santhar, who directs their raids.

Underground, a different political game is played out.
The underground races are ignored by the Colopitiron
and are free to live how they choose. Many different races
and subcultures exist here deep in the ground, constantly
competing with one another for access to trade and to the
best mines and quarries. At this point in time, the cav-
erns are not divided by race and species, but by political
outlook and by city-state. The most powerful of the city-
states, Lacuna, is a very mixed community brought to-
gether by the nearby access to iron and marble. The cur-
rent lord of Lacuna is an urgoda by the name of Bothna.
Bothna's soldiers protect the city as well as keep safe the
trade tunnels running to Sabor.

The Kiln

The Kiln is the smallest and least known of the seven do-
mains, It consists of only two areas, a shallow ocean shelf
and a range of staggeringly tall volcanoes. The Kiln is an
uneasy landscape, fraught with powerful quakes, and
often prone to deadly eruptions. Due the domain’s loca-
tion at the center of the storm-swept land of Anvil, it is
extremely sheltered from the rest of the Forge and remains
somewhat of an enigma to outsiders.

What most people think of when they hear mention
of the Kiln is the world’s tallest mountain, Lemnos, a vol-
cano of unimaginable force and size. Lemnos is at the cen-
ter of a continuation of the mountain range that begins in
Anvil. The Kiln range is higher than any of the moun-
tains of Anvil, standing above the sky and free from the
terrible storms that surround it. The range is only 750 miles
wide from east to west, and 500 miles north to south. As
one travels toward its center, it rises higher and higher
until the base of Mt. Lemnos is reached at an elevation




of nearly ten miles. From here, the mountain itself as-

cends, reaching an additional ten miles into the sky be-
fore peaking with a tremendous crater. Near the top, the
air is quite thin and the mountain is frigidly cold. Life
here exists mostly on the inside of the volcano, where the
internal heat of the Forge keeps it warm.

South of the Kiln range, a warm and shallow section
of ocean stretches along the base of the mountains. For
about 200 miles out from the range, the domain of the
Kiln continues, surprisingly free from the turmoil and fury
of the surrounding waters. A massive reef encircles the
area, protecting it from waves and making it extremely
difficult to enter. A few gaps and caves exist along the
reef, but these are well guarded and not easy to find. The
waters of the Kiln are rich and fruitful, home to a wide
variety of sea life.

Weather in the Kiln is relatively con-
stant. The land receives a great deal of
sunshine, and the sea here is warm and
calm. The mountains are quite cold, and
snow often falls on the lower peaks.
Mt. Lemnos itself is above any
kind of weather, except for
what it creates itself. Climbing
the mountain is difficult, as a fre-
quent rain of ash showers the
slopes, and deadly cascades of mol-
ten rock flow swiftly and suddenly
from above. Inside the great volcano
the air is crisp, dry, and hot—pleas-
ing to those that dwell there, but not
particularly to anyone else.

The Kiln is a favorite destination
for rashers and heroes of all
types, as its inaccessibility
and mystery pose a sizable
Lhnllcn;,o for any who
would approach. ! Most »
that try the venture (P
end up returning 8
defeated either by
the storms of Anvil
or by the size of the mountain itself.
Those few that do reach the top return
doubled in power and imbued with a re-
newed fervency for glorious achievements.
It is said that Bathkol, the Feathered Fowl
that rulers this domain, greets those that
reach the crater of Lemnos and imparts
to them some great piece of wisdom and
inspiration. Those that hear it are forever changed
and gain a focus in their conquests. The most famous
example is the Warlord Ascylla, who returned to lead her
army in a great conquest of the Sea of Tears and an as-
sault on the citadel of Barbello. L egend says that Ascylla
actually defeated Barbello in mmbnl on the shore of the
Sea of Tears but was slain that night by her lover before
she was able to enter the citadel itself.

Y,

Settlements

The ocean area of the Kiln is filled with many hundreds
of surface cities all in conflict with one another for domi-

nation of the waters and fishing grounds. These cities
stand atop small islands of stone which are entirely cov-
ered with buildings and surrounded by docks and jetties.
The lack of wood in the domain means that most struc-
tures are constructed of stone. Even the boats are made of
a type of lightweight volcanic rock that falls in abundance
from Mt. Lemnos.

The most unusual city in the shallows is the pirate
town of Fathom, constructed on a giant floating raft of
stone. Fathom is under the control of a large band of ra-
pacious rogues who obtain all their wealth from the backs
of others. Fathom sails from place to place in the shal-
lows, besieging the cities and plundering their treasuries.

Few settlements exist along the shore of the Kiln, as
lava from the mountains flows down regularly into the
ocean. The only landed settlements in the
Kiln are higher up, located in a massive
labyrinth of winding caverns that run
throughout the mountain range. The cav-
erns are all linked together and form the

unified city of Lemnos. Little is known
about Lemnos, as its inhabitants are
quite reclusive.

Inkabit ants

The cities of the shallows are
crowded with inhabitants. A great
deal of the population is am-
phibious, and much of their la-
bor is spent on the ocean floor
collecting stones for building
and plants for food and tex-
tiles. The crowded nature of
the shallows has led to a short-
age of fish and sea plants, stir-
ring up conflict between the
cities, most of which have siz-
able navies they move like
chess pieces across the wa-
ters. The bulk of the cities
are incorporated into
larger kingdoms that are
ruled by military monarchs,
some beneficent, others cruel.
What the people of the shallows
know of the outside world they have
learned only from the undersea denizens
called the trusk, who have a much skewed
view of things.
The pirates of Fathom are oddly organized, and
Fathom is run more like a commune than a hierarchi-
cal colony. Each pirate is allowed an equal share of the
spoils as long as he is considered to pull his own weight.
Those who are seen as not contributing are punished by
being delegated to a few weeks of oar duty. Oarsmen who
seem to be making an effort are released after their term
is up, while others are assigned further time. The colony
is headed by a captain, elected by a show of hands of the
pirates. The captain’s job is to direct the movements of
the city and to keep the goods flowing. Captains that are
inefficient are quickly replaced, and those that abuse their
position are put to the sword.



The caverns of Lemnos are the fabled home of the
kniik, a highly cultured, four-armed race of tigerlike hu-
manoids. The kniik are the servants of Bathkol and sup-
posedly obey him as if he were their king. The kniik cul-
ture is mostly one of quiet scholars and aesthetics who
spend their time in meditation and in pursuit of the arts.
They are a mysterious people who take pains to keep out
visitors and to keep secret the details of their home. It is
not known how the kniik obtain food and water; some
say that Bathkol provides them with a divine bounty, but
others deny that the members of the Flock have that kind
of power,

With the possible exception of the kniik, none of the
people of the Kiln have seen Bathkol in over a thousand
years. In fact, the people of the shallows do not even be-
lieve him to exist and see him as a dead god that was
worshipped in the area ages ago. All who live in the shal-
lows are native to the Forge, and no one has been pulled
into this region for a long time. The people here mostly
worship the god of the volcano, who they believe pro-
tects them from the storms of Anvil.

Travel

Travel in the Kiln is a simple matter in the shallows, where
large vessels may sail easily. Those with flat bottoms func-
tion best, as they are less likely to run aground on the
ocean floor, which in many places is quite close to the
surface. Getting to the shallows is another matter, as ship
travel across the seas of Anvil is an impossibility. Cur-
rently only the undersea races can approach the shallows,
bringing with them the only trade and news to the re-
gion.

On land, the best way to travel is underground. Climb-
ing the mountains is a dangerous undertaking, as they
are fraught with dangers, including avalanches of mol-
ten lava. The caverns of the kniik are reachable overland
from Anvil and begin near the base of Mt. Lemnos. Climb-
ing many miles upwards to the crater’s lip is where
Bathkol's citadel rests.

Flying is a fair option, but this becomes difficult as
one gets closer to the great volcano. Rocks, ash, and de-
bris fall from the sky, and have been known to incinerate
those that fly too close. Without magical means, the top
few miles of the mountain are unreachable by flight, as
the air is too thin there to provide lift for winged crea-
tures.

Commerce and £conomy

The economy of the Kiln is largely based on sea products.
Most possessions are carved from stone, bone, or shell or
are woven from plant fibers. All food comes from the sea,
as there is little room in the crowded cities for crops. Trade
lines run from city to city, with a few of the settlements
near the border reef able to exchange goods with the trusk
and other sea people from Anvil. Very few artifacts from
the shallows make their way to Penance, although a num-
ber of collectors pay a high price for them. The items that
are most in demand in Penance and elsewhere are the
stone ships of the shallows. These ships would be quite
effective in combat with the common wooden ships of
the Forge, and a Bloodlord would pay a tidy sum if any-

one could find a way to get them across the violent
ocean waters of Anvil.

The inhabitants of Lemnos do not generally trade with
other domains. Once every ten years, a train of knitk make
their way down from the mountains across the peaks of
Anvil and the Sea of Sand, and through the scarred deserts
of Arena all the way to the city of Penance. Though they
supposedly come on a mission of trade, their more likely
motive is to gather knowledge of the outside world. It is
rumored that the kniik speak privately with Israfel on each
mission, but there is much speculation as to what the sub-
ject is. The general belief is that kniik are emissaries of
Bathkol on a diplomatic mission. While visiting Penance,
the kniik caravan exchanges beautiful works of art to in
return for books, food and supplies for the return jour-
ney.

Politics

The politics of the Kiln are centered in the shallows, where
the sea kings compete with one another for dominion.
There are several dozen different kingdoms in the shal-
lows, some larger than others, but the upper hand is had
by none. Kingdoms rise and fall every so often, and other
times they are broken in twain by rebellion or division. In
a few pl"u es, independent cities have joined into loose
alliances with their neighbors. These allied cities trade
freely with one another and all help to defend the alli-
ance if it is attacked from the outside. The most powerful
cities are located near the border reef, where trade with
the trusk provided them with greater wealth and a broader
assortment of resources.

In Lemnos, the kniik are surprisingly unified and well
behaved. Their leader, the high Olasaar, supposedly re-
ceives direction from Bathkol himself. The kniiks stay out
of the affairs of others, and their affairs are known by none.

Penance

The domain of Penance is a great plain of wild grasses
and fertile lands. At the center of the domain is the great
city of Penance, by far the largest center of population
and the unofficial capitol of the entire world of the Forge.
All of Penance is officially part of the great city, however,
much of it hasn’t yet been built.

The whole of Penance is overlaid with a thick imagi-
nary grid of boundary lines, dividing the area into small,
roughly square-mile sections referred to as cantons. A can-
ton is the smallest possible political boundary in the do-
main of Penance, and anyone who holds sway over even
a single one has the rlg.,ht to give himself the title of
Bloodlord. The great plan of the city was laid long ago,
and even the empty plains bear the name and designa-
tion of urban cantons.

The domain of Penance is roughly circular, having an
average diameter of one thousand miles from edge to
edge. Little of it is civilized outside of the great cities, and
its fertile plains can be as dangerous and unfriendly to
the unwary traveler as the coldest wastes of the Vault.
Keen-eyed and deadly predators lurk amongst the trees
and grasslands, their bellies fed by the bounty of the land-
scape as much as are the bellies of the people that live
here.




Weather in Penance is as constant as anywhere in
all the domains. Penance is flat and broad, and clouds
constantly move in from the north, keeping the plains
moist and fertile and the temperature mild. Penance can
get quite hot in the first week of the month, but never
gets particularly cold. Snow does not fall in Penance, al-
though it gets more than its fair share of rain. Winds are
often quite high, as the colder sea air of the northern ocean
whips unhindered across the land toward the scorched
plains of Arena.

Settlements

The city of Penance dominates the center of the landscape
with miles and miles of endless ruins, peoples, and build-
ings. Penance sets the cultural and political flavor of the
entire Forge, though a few other urban areas exist. These
areas are officially part of the great city but are given their
own names as they are separated from the bulk of Pen-
ance. Most of these smaller urban areas form the massive
support structure needed to keep the main city fed and
well stocked with goods and materials. For more infor-
mation on Penance, refer to Chapter 6: City of Penance.

Beacon: On the northern coast of Penance, three
smaller urban areas have sprung up. The largest of these
is the city of Beacon. Although dwarfed by the main city
of Penance, it is still the largest port and the second-larg-
est city in the world. Beacon has its own style and poli-
tics, although its main industry is processing and prepar-
ing farm products for food and commercial purposes in
city of Penance. The land around Beacon is all fertile and
cultivated, and farmers in the region bring their produce
to the city to be processed, packaged, and shipped.

Beacon also does a fair business in trade with some of
the other domains, including Eclipse and Arena. Beacon
contains around 140 cantons, and is mostly controlled by
a single overlord — Lord Pandarus , a cruel asherake war-
rior who has stamped out nearly all other Bloodlords in
the area. Under the rule of Lord Pandarus, the laws of
Beacon are becoming increasingly more restrictive and
oppressive, and some of its inhabitants have been fleeing
to the more free towns nearby.

Sentinel: To the west of Beacon is Sentinel, a com-
mercial fishing town that feeds much of Penance. Senti-
nel contains 40 cantons and is controlled by an array of
varied Bloodlords, none of which ever seems to get the
upper hand. Caravan routes between Beacon and Senti-
nel are well traveled and quite busy.

Sentinel’s famous founder was Sarina Dardannus, the
great human explorer, merchant, and sea captain. An enor-
mous granite statue of Sarina towers over the entrance to
the harbor of Sentinel, her legs apart to allow the ships to
pass beneath and her right hand to her brow, her gaze
constantly peering out over the horizon to the north in a
watchful pose. The great statue of Sarina is the landmark
that gave the town its name.

While Beacon is focused more on farming the land,
Sentinel earns its place through fishing and the harvest-
ing and processing of a number of plants and minerals
from the ocean. Though smaller and not in direct compe-
tition, Sentinel poses an economic threat to Beacon and it

is feared that Lord Pandarus may have plans for invad-
ing it.

Ceptu are often seen on the streets of Sentinel, and it
is rumored that they have an interest in its development.
Many fear their influence, and violent attacks against the
ceptu have begun to become a problem in the city. Many
ceptu have gone into hiding, while others are said to be
hiring stout mercenaries and adventurers as scouts and
bodyguards.

Harmony: Southeast of Beacon is the much smaller
town of Harmony. The inhabitants here are peaceful fish-
ing folk that live quite simply and keep mostly to them-
selves. A single Bloodlord —a dover named Rakkon Dar—
rules over the ten neighborhoods of Harmony and ap-
pears to be more interested in the contentment of his
people than in his own glory. Harmony is mostly self-
sufficient, although some small commerce does exist with
Beacon. Lord Pandarus is also rumored to have intentions
set on Harmony, a rumor that has made the inhabitants
of Harmony feel uneasy as of late. Rakkon Dar is said to
be looking to employ a number of mercenaries to defend
the area against possible invasion.

Decree: Inland, halfway between Harmony and Pen-
ance City proper, is the city of Decree. Decree is quite
large in comparison to most of the cities of the Forge, al-
though still puny compared to the City of Penance. De-
cree has somewhat of an inferiority complex, and it con-
stantly attempts to prove itself or make its mark as an
educated, elegant, and fashionable place. Its economy
centers around its ability to gather, store, process, and
transport the agricultural products grown in the Plains of
Penance to the capital city. Its reliance on agriculture is at
odds with the appearance its citizens desire to project.

Most of the farms in the northern, fertile areas of the
domain bring their goods to Decree for market. Decree
encompasses nearly 100 neighborhoods and is ruled by
three powerful Bloodlords, each of whom control roughly
a third of the city.

Eldest of the three major lords here is Sthenelus, an
egotistical and paranoid chromithian sorcerer. He lords
over the northern arm of the city, including much of the
timber industry. He is well known for the use of unfair
price fixing and extortion to boost his personal coffers,
which are already estimated to be the richest in the entire
world of the Forge.

A female human bard by the name of Nepenthe rules
the central part of Decree, and foists her obsession with
the arts and elegance on her soft and extravagant popula-
tion. The western arm of Decree is currently in the hands
of Lycabas, a valco barbarian whose battle-hardened army
recently migrated here from the plains of Arena. Lycabas’
approach is to take the city by methodical force. This
seems to be working, and he has already acquired most
of the food production facilities of the city. However, the
fantastically rich purses of Nepenthe and Sthenelus are
currently open, and a large number of gold-hungry mer-
cenaries are rushing to their defenses. Few claim to be
able to predict the future of the conflict.

Decree is also essentially the gateway to Wildwood,
and it has achieved much of its riches by cutting and trans-
porting timber from the Wildwood to Penance City. Ad-
venturers heading to Wildwood nearly always stop off in
Decree to equip and prepare themselves for the expedi-
tion. Decree boasts one of the most famous taverns in all
the Forge, the Queen’s Head, located in the northeast cor-
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ner of the city. The Queen’s Head is adorned wall to
wall with the heads of hundreds of the most frightening
and ferocious monsters of Wildwood and is filled with
the grizzled old adventurers who defeated them, each
willing to explain how they managed such a heroic deed.

Temper: Southwest of Penance City near the border
with Arena stands the infamous town of Temper. Tem-
per is a trade town, providing exchange of goods between
the citizens of Penance City and the armies of Arena. Tem-
per has a reputation for roughness, and its laws are un-
usually lax. Temper is known as the ‘Gateway to Arena,’
and great masses of people pass through here on their
way to the battlefields of that land. Temper is where the
agents of the Warlords of Arena wine and dine prospec-
tive recruits and where sturdy warriors go to sell their
services to the warlord with the most compelling offer.
Agents of the rich Bloodlords of the city of Penance also
do business here, interviewing warlords in need of fund-
ing.

The gold that flows into Temper from Arena—and the
goods that flow in from Penance —make Temper one of
the wealthiest places on the Forge. Temper is filled with
luxurious and extravagant palatial bordellos where the
bargaining and recruiting takes place. Many wealthy citi-
zens from the city of Penance come here just to enjoy the
sins and pleasures that Temper has to offer, although
many end up buried here, and many more return prema-
turely and without their purses.

Temper contains 50 neighborhoods and is ruled by a
number of minor Bloodlords, with nearly half of the city
under the control of an eccentric female Bloodlord known
as Lady Lucretia. The Lady loves to entertain, and she
regularly organizes enormous events consisting of great
feasts, fantastic theatrical shows, beautiful concerts, and
wild orgies. Unbeknownst to most in Decree, Lady
Lucretia is actually a man who has disguised himself as a
woman for a variety of reasons, both personal and politi-
cal.

Other Cities: A number of other settlements are scat-
tered about the Plains of Penance. Most are small towns
with only a hundred or so inhabitants, although there are
about ten or so that are large enough to have laws and
Bloodlords. These cities range in size between one and
nine cantons, and most are unified, having only a single
Bloodlord presiding over them. All of the cities are lo-
cated along the seven rivers of Penance and eke out a liv-
ing by shipping farm products to the main city.

The largest of the cities of the plains is not Beacon, but
a place called Illium. Illium was once a booming metropo-
lis straddling the river Hebrus but now is entirely unin-
habited. Long ago, a son of the lord of Illium stole the
heart of a lover from an overlord of Penance. In anger,
the overlord ordered that Illium be destroyed. A navy
was dispatched down the Hebrus, and Illium was be-
sieged, breached, and put to the torch. The fields around
the city were cursed and sown with salt, and the inhabit-
ants all fled the area. Legend has it that a noble named
Sienna escaped Illium with the remnants of the army in
tow and founded the town of Canopus far to the north,
on the coast of Wildwood. The ruins of Illium still stand
today, blackened and crumbling, but the place has be-
come a breeding ground for foul and evil creatures. Few
come near it.

Inkabitants

The open fields, plains, and valleys of the domain of Pen-
ance are lightly inhabited. The northern half is nearly all
cultivated farmland and grazing pastures, especially the
area surrounding Decree. The southern part of the do-
main is lightly wooded and slightly wilder. Herd animals
stampede across the landscape, feeding healthy popula-
tions of natural predators and carrion birds. Small towns
of all creeds and reasons for existing dot the landscape
here and there in a lazy mosaic of comfort. Bands of primi-
tive races dwell here and there, living their traditional
and nomadic lifestyles.

By proclamation of Israfel, the Queen of Penance,
towns with fewer than 1,000 inhabitants are not allowed
to name any official laws or a leader, which leaves most
of the countryside in a state of peaceful anarchy. The peace
of the land is kept by the druids of the forests and the
plains, who tend to the land and take care of its inhabit-
ants.

The weather is mild, the soil is good, and the land is
generous in Penance. Although a few ancient sites attract
rashers, life is simple here on the outskirts of the great
city. Those who live here do so in an attempt to avoid the
excesses, politics, egos, attitudes, and ambitions of the
city —and they treat those that try and bring such atti-
tudes with them accordingly.

Travel

Travel in Penance is mostly by boat. There are few roads
that cross the plains, and these are mainly only local farm
tracks. It is the rivers of the great plains that carry the
immense traffic of the Forge. Like a great wheel, the do-
main of Penance stretches out in all directions from its
hub, the city of Penance. At the center of the city is the
Wellspring — where all the waters of the Forge are born—
and the six great rivers run out in all directions from the
city like the spokes of a wheel. The rivers Ladon and Syr-
inx link the great city with the northern ocean and the
fertile northern areas of Penance. The river Tanais links
the city to the forests of Wildwood, the Xanthus links with
the deserts of Arena, and the Hebrus provides access to
both lands. The Aegis river is the broadest of all and links
the city with the Northern Ocean , Arena, and the fertile
northlands.

Most of the farms and towns of Penance are located
along the banks of one of the six great rivers, leaving much
of the land unexplored, primitive, and relatively untamed.
Barbaric tribes of valco roam these empty plains and live
off of the wilds of the land, but there are many more crea-
tures besides the valco that live there. Sometimes lone
travelers or messengers ride kith or horses across the open
plains to carry news from one river to another, braving
these wild lands.

Ships in Penance are usually sail-powered, although
most have slots for oars to help with moving upriver. The
river ships are typically owned by independent merchants
who make a living carrying cargo of all types from place
to place. Merchant ships generate a fairly heavy traffic
going up and down the river, and most are more than
willing to take on paying passengers as long as they stay
out of the way. Within the cities themselves, great navies
of warships patrol the harbors, but these rarely travel far



from home. A small number of asherake airships from
Arena fly high above the landscape and are able to go
nearly anywhere in Penance, but these do not accept pas-
sengers and are not a viable means of travel.

Along the rivers, a number of traveler-friendly estab-
lishments have sprung up. These are local services run
by farmers or other country folk looking to make some
money by catering to the rich city merchants. The most
basic of these river stops are rustic inns with docks for
mooring vessels, beds in which to stay the night, and fresh
food and drink. In a few places where the local inn has
done well, other establishments have sprung up around
it, such as gambling dens, brothels, and marketplaces for
local goods.

Commerce and £conomy

The vast population of Penance consumes a large supply
of food, which fortunately is bountiful here on the Plains
of Penance. Crops grow faster, larger, and in a smaller
area than on other worlds. An acre of land in Penance
produces 13 times the amount of food that an acre would
otherwise yield in a year. Because of this rich land, it is
quite rare for anyone in Penance to go hungry and many
homes are well supplied with rich and succulent food-
stuffs. However, it requires a large and healthy infrastruc-
ture with dedicated labor to produce, process, and trans-
port food to the city. The merchants that organize this
labor are well respected, well compensated for their ef-
forts, and carry a fair amount of political clout. The
Bloodlords of Penance learned their lessons long ago when
farming strikes crippled the city, and now they make sure
their merchants are well treated to keep the citizens’ lar-
ders well stocked.

Trade in Penance is complicated and extensive. Food
and raw materials are farmed on the outskirts of Penance.
In return, the outer cities receive manufactured goods,
books, education, and luxury items. Timber comes into
Penance in large amounts from the Wildwood, though it
is not so much traded for as stolen from Haiel's domain.
Trading with the domain of Arena is more intense, and
massive amounts of ore are mined from the soil of Pen-
ance and shipped out to the battlefields of Arena in re-
turn for fantastic weapons and armaments. Food is quite
valuable to the warlords of Arena, and a large amount of
it crosses the border as well. A heavy slave trade moves
across the border near Temper, as recruits are courted
from Penance and deserters run from the battlefields of
Arena to try their luck in the city. A number of slavers
operate here, transporting their goods from the heavily
populated areas of Penance to replenish the quickly de-
pleted stock of Arena. A few ships from the distant do-
main of Anvil occasionally dock in the harbors of Beacon
and Sentinel, trading gems, gold, and other precious met-
als for crops, spices, and manufactured items.

Politics

The politics of Penance are more complicated than in any
other domain, partially because of the high population,
but also due to the fact that Queen Israfel designed things
that way. Israfel established a bizarre and complex set of
laws and proclamations over the entirety of Penance that

is specifically crafted to promote political conflicts. Is-
rafel strictly enforces these rules, and few live to chal-
lenge her authority a second time. The rules of Penance
create an atmosphere that dissuades nations from form-
ing, and instead nurtures the growth of independent cit-
ies. Conflicts in Penance are never fought in the open, but
in the hearts of the cities and towns, In fact, many of the
conflicts in Penance are not fought between different cit-
ies, but between different parts of the same city.

The politics of Penance, as well as the politics of the
entire world of the Forge, are centered in the city of Pen-
ance, where several dozen Bloodlords currently war and
connive amongst one another for power and territory.
Each one who takes power here dreams of one day ruling
over all of Penance City, a feat which no one has ever
done in the millions of years that the city has existed. To
encourage political maneuvering, the major powers of the
city make use of the resources of the rest of the world,
fostering and utilizing contacts and relationships with
many other areas, organizations, and domains.

The city of Penance is the financial center of the Forge.
This fact drives the politics of many of the other domains,
forcing them to make a choice between earning a fortune
in trade with the city or to oppose its encroachment on
the purity of their domains. Many merchants make a huge
profit bringing goods and materials to the city, and the
lords are always trying to wrangle exclusive contracts,
fix prices, and arrange special deals to give themselves
an edge over their rivals.

The settlements that originally started as company
towns serving the needs of the great city have now be-
come cities in their own right, and are starting to chal-
lenge the political establishment. Lord Pandarus, for ex-
ample, has more territory than any of the lords on the
Pedestal of Penance City. This marks an interesting shift
in the politics of the region, and the central lords have
begun to grow frightened and concerned over the move-
ments of an external power outside their immediate area
of control.

As with anywhere, the farther one gets from the do-
main of Penance, the less one feels its influence. Wild-
wood and Arena are quite affected by the political aspi-
rations of the Bloodlords, but some of the more remote
areas of the Forge —such as Anvil, the Vault, and Eclipse —
have little to do with it. Only the Kiln, on the opposite
side of the world from the city of Penance, has completely
escaped the polluting effects of Penance and remains a
mystery, inaccessible and unresolved by anyone here in
what is considered the heart of the world.

The Vaurt

This domain is the creation of Nemamiah the Leper, old-
est of the Seven. The Vault is a bizarre landscape that
appears to have once been a lush, fertile land that was
flash-frozen and is now mostly occupied by the dead.
Mindless undead hordes swarm over the bulk of the land-
scape looking for living creatures. On the edges of the
land, hearty barbaric tribes eke out a cold living here
amongst the tundra. At the heart of the land dwell the
Warlocks, dangerous and insane individuals dedicated




to discovering and wielding ancient and forbidden
power at all costs.

Nemamiah pulls the fewest seeds into his land of any
of the Seven. He is extremely particular in his choices,
and spends much of his time searching other worlds for
just the right souls. Nemamiah looks for brilliant loners
and madmen—crazed scientists, absorbed alchemists,
hermit wizards, and others. Those who have the desire
and the ability to craft artifacts of immense power and
unique functions are his favorites, especially those that
despise the outside world for distracting them and keep-
ing them from their research. To these individuals,
Nemamiah offers what their heart most desires—time,
peace, and armies of tireless and dedicated servants.

Because of Nemamiah's careful selection, the Vault is
home to the most powerful and deadly magic on the Forge.
This power may be potent weapons, blasted areas where
experiments have gone horribly wrong, earth-shattering
spells, or formulae of staggering value. As Nemamiah has
been fostering the creation of such magic for untold ages,
the heart of the Vault is riddled with power, forgotten
knowledge, and thousands of artifacts of every shape, pur-
pose and size.

Visitors to the Vault are few, as the frozen landscape,
the barbarian tribes, and the undead hordes tend to keep
away all but the truly determined. The only contact out-
siders have with the Vault is with a few trading settle-
ments located on the edge of the Southern Sea. Tales of
the Vault have made their way around the globe, and fear-
less rashers often make an expedition here. All but a hand-
ful emerge broken and empty-handed or are forever lost.
Those that do succeed in their quests emerge with incred-
ible power and quickly dominate the land to which they
return.

The borderland of the Vault is a barren, rocky terrain
of tundra and ice that serves as the homeland of the bar-
baric tribes. Toward the pole from the border are hun-
dreds of miles of emptiness —a mostly flat terrain entirely
consisting of snow and ice. This is where the uncontrolled
undead roam, mindless and hungry. As one approaches
the center of the domain, great cracks, caverns, and cre-
vasses open in the ice, and the terrain becomes rough,
mountainous and treacherous. This area is where the mau-
soleums of the Warlocks lie and where the ancient mag-
ics are strongest. At the center of the land —at the precise
southern pole of the Forge —is the Spike, a massive tower
of bone over 30 miles high. This is the citadel of Nemamiah
and a place where no living mortal has ever set foot. It is
rumored that Nemamiah collects the most powerful arti-
facts and devices created by his Warlocks and stows them
here away from the reach of mortal hands.

Weather in the Vault is unnatural. In most areas, the
Vault receives heavy snowfall and harsh winter winds,
but at its core the Vault boasts no weather at all. Here the
air is eerily still and unusually crisp and clear. No ac-
counts of precipitation of any kind or even of strong winds
have ever been reported within a hundred miles of the
Spike. The Vault has a unique pattern of daylight for the
Forge, as each month between the days of Blooming Glory
(4) and Seething Glory (18) Zadkiel is not visible in the
sky. Because of its location at the southern pole of the
world, the Spike itself is bathed in constant sunlight from

the yellow sun. The shadow of the spike creeps along the

landscape, marking off the days of the year like a giant
sundial. Some say the shadow itself has power, and wher-
ever it falls causes things mutate and change.

Settlements

The two most well known settlements in the Vault are
both located on the southern shore of the Southern Sea.
These first is Y'mar, the largest settlement of the ith'n
ya’'roo on the Forge. The second town, Barrow, is run by
the Warlocks and serves as their interface with the rest of
the world. Y'mar is one of the only permanent settlements
of the ith’n ya'roo and is located on a scraggy island near
the border of Arena in the western corner of the southern
shore. The ith'n ya'roo that dwell in Y'mar are more
worldly and less xenophobic than their brethren elsewhere
and are used to dealing with and seeing foreigners. It is
here that merchants from Penance and Arena come to
trade wine and luxuries for the ith'n Ya'roos’ supplies of
furs, dried meats, and weapons. The foreign goods are
then shipped one island over where ith'n ya'roo from all
over the coast come to trade with their own kind.

Barrow is located on the mainland at the northern tip
of the land thrusting into the sea. Barrow is universally
disliked by all who come there to trade. Few who dwell
in Barrow are living creatures, and the major currency
needed to barter here —dead bodies — gets under the skin
of all save the most determined merchants. Barrow is con-
trolled by the powerful necromancer Sirus Negus, who is
the only living person known to communicate with the
Warlocks. Negus acts as middleman for the Warlocks,
representing their interests and desires in goods. Negus
has a number of living people in his employ, all of whom
resides in Barrow and conduct trade with foreigners. A
large number of undead serve Negus as well, though their
attentions are mostly directed toward the Warlocks. In
return for his services the Warlocks gift Negus with pow-
erful substances and items of great magic.

Outside of the two trade towns, little is known about
the interior of the Vault. No settlements are known to exist
in the broad band of ice and snow between the coastal
region and the heart of the Vault. In the deep crevasses of
the core region stand the mausoleums of the Warlocks. It
is a general misconception that each Warlock has his own
stronghold. It is true that many of the Warlocks are her-
mits, but most take on living apprentices or partners in
their work. The mausoleums are enormous structures,
housing the Warlocks themselves as well as providing
space and equipment for their elaborate experiments. The
mausoleums are built and maintained for the Warlocks
by their undead armies.

InNabitants

Along the coast of the Vault, small groups of settlers man-
age to scrape out a meager living from the sea and from
the ice. Most of the inhabitants of the seacoast are ith'n
ya'roos — large, barbaric, and warlike tribes of stooped and
furry humanoids. Other races and species exist along the
coast, and some even trade with outsiders, but none in-
teract with the ith'n ya'roo. The coastal peoples harvest
primarily arctic and sea-dwelling creature, including the
legendary glacier beast that prowls the frozen tundra.



Away from the coast, there are no living creatures.
Hordes of mindless undead — zombies, skeletons, wights,
shadows, bone sovereigns, and other abominations —
roam the icy plains. Most believe Nemamiah created these
hordes to shield his Warlocks from outside intrusions,
forming a standing army that never tires and is always
vigilant.

Near the center of the Vault dwell the Warlocks. Many
of these individuals still live and breathe, although liches
and other half-living creatures are numbered among them.
The Warlocks are of a wide variety of species and races,
sharing more of acommon mindset than acommon physi-
cal form. The Warlocks as a whole are solitary, sociopathic,
and unpredictable. Many are scholars more interested in
the theoretical and hidden world than the reality that lies
before them. Most Warlocks consider the Vault a para-
dise, a place where they can pursue their research unhin-
dered by the events of the world around them. The War-
locks typically avoid one another as much as they do out-
siders, but occasionally a rivalry flares up or a partner-
ship breaks down. The reaction of the Warlocks to out-
siders varies; most kill all who approach, but a few let
curiosity get the better of them and see what the visitors
are seeking. Sometimes a warlock delivers a message to
approaching rashers commanding them to slay his rival
before he will agree to speak with them.

The makkru of the Southern Sea control the wa-
ters of the Vault. However, the intelligent inhabit-
ants of the sea are superstitious about approach-
ing too closely to the Vault's coast. They be-
lieve that bizarre aberrations and things of
true horror lurk there. While this is mostly
unsubstantiated, ships occasionally dis-
appear without a trace in the region.

Perhaps the most unusual inhab-
itant of the Vault—and certainly the
largest on the Forge —is Cryothan, the
living glacier. Cryothan is extremely
intelligent and dangerous, but can
move at the rate of only a few inches
a year. Cryothan -has currently
reached far to the north, extending
hundreds of miles into the do-
mains of Arena and Wild-
wood, changing the
borders of the
Vault as it
progresses. It
is surmised
that Cryothan
is insanely destructive, and that in the distant future it
will overrun the city of Penance itself, bringing chaos and
destruction to the world of the Forge.
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Travel

The easiest way to get to the Vault is by ship. One can
catch passage on a ship from Blackwall in the city of Pen-
ance, travel down the Xanthus to the River of the Dead,
and then cross the Southern Sea to either Barrow or Y'mar.
Those that wish to explore inland should choose Y'mar,
as travelers to Barrow are not allowed to pass the city

wall that is built across the narrowest point of the pen-
insula.

Even from Y'mar, one must go the inland route alone.
There are no inland roads, and travel is either on foot or
by sled. Sleds and animals are available in Y'mar for pur-
chase at a reasonable price, and a boat can be hired to
travel the few miles to the mainland. From here, naviga-
tion is difficult as the terrain is unmarked, the weather is
harsh, and the stars are normally not visible. A compass
is essential, and most explorers simply head south for sev-
eral hundred miles until they reach the core of the Vault.

The crevasses, frozen trees and shrubs, and ice thrusts
at the core of the Vault block sled travel, and parties must
unhitch their animals and continue on foot. Upon ventur-
ing into the crevasses, it is only a few miles before the
first of the mausoleums of the Warlocks comes into view.
It is a trip of about 800 miles from
Y'mar to the Spike.

. /

Approach from another angle
is possible, but difficult. The ter-
ritory of the Grand Asherake and
the jungles of Wildwood impede
~, travel to the east of the Southern

Sea, and the vast chaotic deserts
of Arena impede travel to the west.
Some say that this is a better approach,
as Sirus Negus is less likely to know of
fp one’s entrance to the land, and hence less
likely to try to intervene. Also, the Warlocks

along this path are less used to visitors, and
may look at them more as a curiosity than as
an intrusion.

Flight is a legitimate means of travel in
the Vault, even though winds and weather
are particularly bad in the outlands and there
are a fair number of dragons that hunt the
skies near the borders. The Grand Asherake
refuses to send his ships into the domain as
there is little there to conquer, and quite often
those ships that stray into the Vault do not re-
turn.

- -
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Commerce and £conomy

Two very separate economies exist in the Vault.
The first is the trade with the coastal tribes, and
the second with the Warlocks themselves. The ith'n
ya'roo and other primitive tribe generally trade arms,
furs, meat, and fish to merchants from other domains in
return for liquor, luxury items, exotic foods, and jewelry.
This trade is prosperous but small, and only a few hun-
dred merchants —mostly from Arena with some from
Penance —make the trip regularly. A few of the minor
Warlords in Arena manage to feed and equip their armies
with the spoils of the ith'n ya'roo and are quite depen-
dent on Y'mar for survival. In Penance, the furs that come
from Y'mar are fashionable and fetch an excellent price.
Y'mar also generates wealth from supplying expeditions
into the Vault with equipment and animals.

The more lucrative trade in the Vault, however, is with
the Warlocks through the town of Barrow and the proxy
of Sirus Negus. Negus” men have a wild array of magic
creations and alchemical concoctions for sale, all of them



of extraordinary power and quite unique. There are

rarely any greater artifacts here, only the creations of
the Warlocks that they are willing to part with. It is best
to be certain of an item’s purpose before accepting a trade,
as many Warlocks send items out into the world with a
particular goal that just happens to coincide with the item
being sold to outsiders. For example, a sword caused all
slain by it to rise again as an undead under the control of
the Warlock that created the sword. These undead crea-
tures then stole all the magic items they could find and
then returned to their master. Other items are sent out
into the world to simply wreak havoc. Regardless of the
danger, these items are highly sought after by people all
over the Forge, especially by Bloodlords and Warlords to
whom the right device could mean victory.

The creations of the Warlocks cannot be purchased
with gold or other standard forms of currency, but only
with items that the Warlocks require in their research. The
most common commodity is in dead bodies. Each body is
valued at approximately 100 gp. Also of use in bartering
with the Warlocks are raw materials, textbooks, and
equipment. Laboratory and alchemical supplies such as
flasks, tubes, stills, bottles, and clamps are common. More
valuable are exotic spell components—such as powders,
organs from magical beasts, gems, and precious metals
such as mithral and adamantium. These materials can gen-
erally be used as bargaining chips as if they were twice
their listed value.

Politics

The border tribes in the Vault are generally run by tribal
elders who do not generally get involved in external af-
fairs. For example, a Warlord in Arena cannot simply send
a shipment of jewels to the ith'n ya’roo and expect them
to send troops to aid him in one of his battles. If a War-
lord explained convincingly that an approaching army
meant to destroy them and take their land and that he
was willing to help the ith'n ya'roo defeat them, he might
have a reasonable chance of stirring them into action.
Some of the other tribal races might be convinced to help
a Warlord's cause if he helps them defeat a rival tribe.
For the most part, however, the border tribes are left to
their own devices.

The machinations of the Warlocks are much more com-
plicated. Most of these creatures are after something in
particular —domination of the universe, the destruction
of a god, immortality, or the secret of love. Many of the
goals of the Warlocks overlap, causing bitter rivalries. One
Warlock may be having no luck with his research and
decide to overthrow his neighbor and steal his work. Such
conflicts are generally settled by large-scale battles be-
tween armies of undead and may be a visitor’s ticket to
get on the good side of a Warlock by choosing sides. Some
of the Warlocks are more open with one another and share
their findings, corresponding regularly through their ser-
vants. Others try to sell their research time to other War-
locks and demanding undead servants as payment. Over
time, these Warlocks build up huge armies and then at-
tack the Warlocks they have been working for, stealing
the fruits of their research. For such reasons, the War-

locks often encode and obfuscate their work, making it
extremely difficult for outsiders to decipher exactly what
they are working on.

Nemamiah plays heavily into the politics of the Vault.
The Leper pulls in the Warlocks and sets them up with
mausoleums and laboratories. In addition, he searches the
multiverse for recorded knowledge, pulling these in and
gifting them to Warlocks that he favors. Some believe that
it is Nemamiah —not the Warlocks — that commands Sirus
Negus to keep outsiders away from the Vault,. They even
believe that Nemamiah maintains and controls the vast
sea of undead surrounding the heartland. The strangest
action that Nemamiah takes is in slaying his own War-
locks. He does not do this right away, but only after a
Warlock has completed a great quest of discovery. When-
ever a Warlock finally achieves his life’s work, Nemamiah
appears and destroys him. The Leper then takes the item
or knowledge and returns to his citadel. Within a few days,
Nemamiah then pulls in a new Warlock and sets him up
with the previous one’s mausoleum, equipment, library,
and army, giving him free reign to do his work in peace.
Other Warlocks might not even know that the previous
inhabitant has been replaced.

On very rare occasions, a Warlock is unable to find
the information he needs in order to move forward with
his ideas and makes a trip to the city of Penance to look
for knowledge. These individuals are mysterious and
frightening, and most citizens steer quite clear of them.
Warlocks spend little time in the inhabited areas of Pen-
ance and head straight for the Great Archive, where they
pore through the stacks of recorded knowledge, often pur-
chasing huge quantities of tomes to bring back with them.

Wildwood

Wildwood is an endless land of plants and trees. Forests,
jungles, and woods make up the entirety of the place, and
its master — Haiel, the Blade in the Green—focuses his
attentions on pulling in monsters and wildlife as much as
on intelligent races. Mixed in with the trees and the plants
are thousands of overgrown cities, lost civilizations, and
ruined strongholds. Instead of simply pulling individu-
als, Haiel scouts out cultures on other worlds and builds
empty replicas of their cities in the midst of his lands.
Once the cities are complete, he begins to bring in the in-
habitants, populating the new area with thousands of
confused citizens. Haiel’s aim is not to create a prosper-
ous civilization; he is fascinated with whether a culture
learns to adapt and live in harmony with the land or
whether it continues to fight against it. If one looks hard
enough here, buried cities, overgrown pyramids, rem-
nants of statues and temples, abandoned towers amongst
the trees, and even the forgotten artifacts and trappings
of everyday city life can be found.

Haiel delights in guiding evolution. One of his per-
sonal challenges is to take an entirely docile species and
force it to adapt to become predatorial for its survival. As
a result, all of the Wildwood is filled with some of the
most dangerous plants and creatures imaginable; not even
common species of generally benign creatures can be
trusted within the boundaries of the Wildwood.



There are six main types of terrain in Wildwood. The
central region is the heart of Wildwood, a dense mixed
forest of deciduous trees, heavy shrubs, and a wide vari-
ety of carnivorous plants. This is truly the forest prime-
val. The soil here is rich, and the flora grows at a remark-
able rate. Travel is difficult, as roads that are blazed
through the terrain are obliterated within a year by new
growth. The central Wildwood is home to a wide variety
of dangerous predators, and many of the explorers who
come here in search of ancient treasures never again re-
turn.

The southern region of Wildwood receives an incred-
ible amount of precipitation and is dominated by a thick
tangle of jungle that few have been able to penetrate. This
area is said to hold some of the most valuable and exotic
plants on the Forge, invaluable for a wide variety of me-
dicinal and alchemical purposes. The baban plant is
thought to have originated here, as well as the popular
sathonia spice. The predators in this region are smaller
than in the central Wildwood, but many argue that they
are more dangerous. Insects and diseases take as many
lives here as do predatory animals and carnivorous vines.

In the north, Wildwood becomes a massive forest of
giant conifers. The trees here are ancient, and most tower
high above the level of the clouds. Down on the forest
floor, mosses and small shrubs thrive along with rich ani-
mal life. The far northern reaches of the domain see the
land rises and the tree line stop at a wintry wasteland
only a few score miles from the edge of the world, where
a plunge of 500 miles awaits those who dare to trudge
forward.

At the northern end of the tall forest, the ground be-
comes riddled with holes, pits and caverns. Many of these
are quite deep, and some even delve hundreds of miles,
piercing the crust of the planet all the way to the interior
of the domain of Eclipse. The twisting tunnels form vast
underground mazes, abruptly changing from narrow
crawlway to echoing caverns thousands of feet across.

Toward the southeastern edge of the central Wild-
wood the soil gradually begins to get damper and sog-
gier until the entire region has become a wide swamp,
treacherous and teeming with exotic life. The swamp var-
ies in solidity from a navigable bayou toward the ocean
side to an impassible fen nearer to the forest, where any
attempt to cross it by means other than flight results in
one sinking into the soft earth. Rumors abound of cities
that once may have stood here that now have descended
far beneath the surface of the swamp.

The last portion of Wildwood is the oceans, Wildwood
commands the bulk of the great Northern Ocean, as well
as the western end of the Central Ocean. Beneath the
waves here, the water teems with life, including just as
many plants and predators as are found on the land. Great
forests of kelp and other sea plants cover the sea floor,
providing food and shelter for thousands of sea creatures
as well as many underwater civilizations. Many land civi-
lizations have sunk beneath the waves both along the
coastal regions and within the dense group of islands in
the north. Somewhere along the coast of Wildwood is
thought to be the site of a great city that once rivaled the
City of Penance in size and power. The city was lost mil-
lions of years ago when Haiel grew angry that the people
there were conquering and taming his precious forests.

Also of note are the wide sandy beaches that bor-
der the ocean regions in Wildwood. These are pleas-
ant, sunny, and tropical, and though dangerous in their
own right, they are the safest places in the wood. In some
areas the beaches are so wide as to be vast deserts of sand
rather than beaches. Occasionally an unlucky sailor finds
himself washed ashore here and quickly dies from thirst
and exposure.

An exception to the general theme of Wildwood is the
border settlements that have sprung up on the edge of
Penance. These towns are built on areas that once were
densely forested, but now have been heavily logged. The
towns exist for the main purpose of extracting natural re-
sources from Wildwood. These settlements are numer-
ous and run all along the border, although the bulk of
them are located close to the Hebrus and Tanais rivers.
The culture and atmosphere in these towns is much more
like Penance than Wildwood, only without the arcane laws
of the Queen held over their heads. The people that live
here consider it more of a job than a home and intend to
return to Penance once they have made their fortune.

Weather in Wildwood is quite wet, with the northern
and southern reaches getting occasional snow and hail
and with the central region getting torrential downpours
of rain. Despite the amount of precipitation in the domain,
the sky is usually quite clear. The weather here is usually
to an extreme; either rain or shine. Gloomy overcast days
are unheard of in Wildwood. The storms here are fierce
and riddled with thunder and lightning. The trees serve
to protect the land from the wind, although airborne crea-
tures must often fight with strong currents.

Inkabitants

Many intelligent creatures are pulled into the Wildwood,
although most are usually dropped right into elaborate
hunt-and-chase scenarios and few survive to populate the
wood. Small colonies of intelligent folk that somehow
managed to take root in the land dot the landscape here
and there, but they are few and far between. A few refu-
gees and remnants of once great civilizations live amongst
the ruins of their former cities.

The native people of Wildwood are those that are able
to adapt to nature and not to fight against the natural
forces of the Wildwood. The variety of the intelligent spe-
cies here is much less than in other areas, especially com-
pared to Penance. Those that dwell in Wildwood believe
the domain to be nearly a paradise. They truly see it as
the forest primeval, an awesome representation of the true
power and glory of nature. These races do not aspire to
build great palaces or craft great works of art, but simply
to live their lives amongst the great palaces and works of
art that nature has provided: the land itself.

The most numerous race in Wildwood is the dover,
followed closely by the elves. These two races dwell
mostly in the northern and central regions of Wildwood.
The elves generally dwell high in the trees, and the dovers
dwell closer to the forest floor. A number of humans live
in Wildwood, and many of these are followers of the dru-
idic and ranger paths. Many other races dwell through-
out the forests and jungles as well. These are mostly in
small pocketed areas and are difficult to find. It is ru-
mored that in the south there is a strange and xenopho-




bic —yet highly advanced — civilization that exists in op-

position to the plants and somehow seems to be surviv-
ing. Rumors of strange civilizations are the spice of for-
est gossip.

In the Northern Ocean, the ceptu rule the waters and
guide the other cultures toward greatness. In the south,
the ocean is populated with the more barbaric trussk. The
islands in the Northern Ocean are home to a large colony
of vogels. The caverns that pierce the earth in the north
are populated with urgoda as well as with deep fey and
many other types of underground species.

A number of humans live in the border towns that
connect with Penance. With them live a number of haze
and many other crea-
tures who earn their liv-
ing logging the forest.
These people have little
contact with the true na-
tives of the wood except
for some occasional
trade. Haiel seems to
tolerate the logger’'s
presence, although he is
far from friendly to
them. From time to
time, he pulls a hideous
aberration from some
far-off world right into
the middle of a town. It
is thought that Haiel al-
lows the settlements to
exist at the request of
the Queen, who needs
the resources from the
forest in order for her
city to thrive.

Settlements

Despite the dangers in-
herent in the region,
there are still a number
of sizable population
centers in Wildwood.
The most well known
settlements are the bor-
der towns on the edge of Penance. The largest of these is
Sevenil, on the lower arm of the Tanais. Sevenil is the seat
of Odreck Viminth, the self proclaimed king of the re-
gion. This town is large enough to be considered cosmo-
politan, at least by Wildwood standards, and has a full
variety of services, entertainments, and goods available.
Rashers generally use Sevenil as a jumping off point for
ventures into the wood, and there are often a number of
dover guides here willing to take them to many places in
the interior. A number of other smaller border towns ex-
ist, mostly under the control of Viminth save for a few in
the south near the border with Anvil.

The largest settlement in the interior is Pindara, the
remote and sacred center of the dover culture in the wood.
It is centered on an isthmus between two huge and placid

lakes and is said to be the most beautiful place in the
Forge. The place is a stunning testament to dover cul-

ture and is almost unnoticeable as a city, as the plants
and trees have been carefully guided in their growth to
make homes and places of worship for the dover. Pindara
is also the seat of the dover religion on the Forge, and
many dover seeds feel drawn to make pilgrimages here
and to speak with the high priestess Pythia for guidance.

Up in the northern reaches of the wood, the coastal
town of Penumbra rests near the most accessible of the
tunnels that lead to the domain of Eclipse. Penumbra is
mostly populated by merchants and mercenaries from
Penance that make their living by trading with the people
of Eclipse. It is the only safe entrance to the underground
tunnels, and is used as a base camp by all rashers who
feel the need to visit the
dark domain.

The largest settle-
ment of the elves in the
wood is in the central
forest a few hundred
miles to the northwest of
Pindara. This settlement,
Vertumnus, is extremely
isolated and hard to ap-
proach, and only those
of the fair race are al-
lowed within its bor-
ders. Sentries on the out-
skirts stop intruders.
Much of what is said
about Vertumnus is
hearsay and probably er-
roneous, but it is
thought to be a place of
staggering beauty and
stillness. An ageless
queen rules over the
land and is said to be on
speaking terms with
Haiel himself.

On the beach a few
hundred miles north of
the Penance town of
Harmony is a lush resort
where many of
Penance’s wealthiest
citizens come to relax
and enjoy nature. The resort town of Canopus is spec-
tacular and well protected. Miles of lush and hot beaches
lure visitors, and elegant marble statues and villas line
the shores.

Many other villages and settlements of countless races,
cultures, and species are scattered throughout the wood.
Some cultures are new, some are extinct, and some lay on
the verge of extinction. Ancient documents are often dis-
covered in Penance that speak of trade with unusual crea-
tures and cultures. These are of great value to rashers,
who need them in order to pinpoint a ruined city or an
ancient artifact in the wood.

On the largest island in the Forge, a steep and mas-
sive mountain dominates the landscape. It is said that
there is a lost paradise in a huge and deep crater in its
center. Somewhere in this sheltered land is Haiel's cita-
del, a destination from which no rasher has ever returned.



Travel

Travel in Wildwood is not an easy matter, Much of the
coastline of Wildwood is approachable by sea, but it is
difficult to get very far inland. There are a few major riv-
ers that can be navigated by ship, but there are many
waterfalls and other dangers along the way. Travel by
land is nearly impossible unless one has a knack for life
in the wilderness or a skilled guide. The undergrowth is
thick, there are few trails, and the going is painfully slow.
Natural dangers also abound, such as wild creatures, car-
nivorous plants, tropical diseases, quicksand, and other
pitfalls. Even travel on the open sea is not without its
dangers; if one is not careful, one may steer into the do-
main of Anvil, where ships are quickly destroyed by fe-
rocious tsunamis and hurricane winds.

Guides are essential to travel more than a few miles
inland. These bounders are usually dovers or elves, ex-
cept in for the caverns where the guides are mostly
urgodas. Guides in Wildwood are specialists—skilled at
getting from one particular place to another—and well
educated as to the terrain, the hazards, and the creatures
that dwell along the way. Most guides take paying trav-
elers from the border towns to the interior settlements,
although a few take rashers to some of the ancient ruined
sites that dot the wood. Such travels are more dangerous
and generally cost much more (10 gp per mile for a good
guide, double for the ancient sites). Some guides may
charge lower prices, but these are not as knowledgeable,
and the party is apt to face a few extra hazards along the
way. The urgodas that take travelers to Eclipse charge a
little less, as the length of the journey is quite long, and
the caverns are better traveled and not as dangerous as
the wood. For a one-way trip of a hundred miles, most
urgoda charge 750 gp.

Flight may seem like the best option for travel in Wild-
wood —and it certainly is the fastest— but flying creatures
tend to attract the attention of a number of large and dan-
gerous predators, including dragons. Flight is also is a
difficult means of getting around in Wildwood as many
of the places one may want to go are not readily visible
from above. A high canopy of trees covers the entire do-
main, and many a rasher has gone miles past his destina-
tion without the slightest idea he was lost.

Commerce and £conomy

Commerce is varied in Wildwood. Wildwood doesn’t
have an economy, at least from the point of view of those
in Penance. Settlements in the wood cannot rely on the
scattered trade and must be self-sufficient in order to sur-
vive. The dovers and the elves are not above selling their
services or purchasing interesting or rare items, they just
don’t really need money of any kind. A few other natives
of Wildwood are known for their complete lack of inter-
est in gold and other forms of currency, and some cul-
tures actually actively fight to keep the merchants from
Penance out of their territory for fear they will be infected
with a lust for money and their cultures destroyed. This
hostility or lack of interest in trade keeps most merchants
out of the interior of Wildwood. The only real trading
here is done by rashers that come for adventure, curios-
ity, or simply the thrill of danger.

On the border regions of Wildwood, things are quite
different. The region is of enormous economic impor-
tance, and staggering amounts of gold passes through the
region from the inhabitants of Penance spending gold on
lumber, plants, and exotic fruits. Many more come to ven-
ture into the wood in search of lost treasures, civiliza-
tions and artifacts. Many fortunes have been made here,
and the region is rapidly growing. The need for more
wood from Penance drives the prices up, and the influx
of money is quickly reshaping the rustic towns into ac-
tive metropolises. In addition to the gold, a great deal of
manufactured goods and luxury items make their way to
the border towns for the bigger cities.

Politics

The only laws of Wildwood are the laws of nature. Haiel
does not take an active part in the actions of the people
and has given no decrees for anyone to follow. Politics in
Wildwood are all local. Each colony is free to set its own
laws and to elect their own leaders. Since travel is so dif-
ficult between areas, few rule over more than one town at
once. There is little internal conflict between cultures.
Soldiers are badly needed to protect the people from the
dangers of the wood, and wasting them in petty conflicts
would mean death for a colony. What is more common
are religious and spiritual leaders who set the moral tone
for a culture without necessarily declaring laws or form-
ing armies. The dovers and the elves in the wood are good
examples of this, as both rule their affairs locally but take
spiritual direction from far off in the sacred centers of their
peoples.

The exception to this standard state of affairs is the
border regions where the wood brushes up against the
eastern edge of Penance. The towns here are easy enough
to get to and from, as one may simply step across into
Penance and ride along the border of the wood to get to
the next town. Also, the potential and love for money in
this region is far greater than in the rest of Wildwood.
Most of the people here are not true woodsmen, but sim-
ply rashers from Penance that have invaded the forest to
earn a quick fortune in lumber. The more of the border
towns one controls, the richer one can get, and there is an
incredible amount of conflict and warring between the
various barons that control the settlements. The largest
share of the timber industry belongs to a crafty and dan-
gerous lunar by the name of Odreck Viminth who rules a
broad patch of territory between the forks of the Tanais.







The Seven may have made the
Forge—and unquestionably vule the
Forge—but they ave not gods, not
by any means. To say otherwise is

blasphemy.

- Lady Salamis, Bloodlord and Zealot
The Flock are the seen—yet not understood —mani-
festation of all that is the Forge. They are the “four -
horned feathered fowl” of the dark poem. They are
those bound long ago to guard the seven citadels and
to keep hidden the secrets of the Forge. They are also
the ones that have populated the world of the Forge.
Every animal, every plant, and every person has ei-
ther been carried by the Flock or has descended from
those brought here long ago. The Black Flock built
the Forge by shaping its landscapes from visions of
millions of other worlds, lands, and cities that they
have spied though the eyes of their watchful black
birds. Their domains are twisted and strange, with
everyday things often warped, bizarre and reflected
in form.

Within their own domain, a Feathered Fowl en-
joys absolute freedom of movement and can appear
or disappear from any point that they choose. When
in another’s domain, they must follow conventional
means of travel (though spellcasting, flight, and other
means of transportation are available to them). Each
Feathered Fowl has access to a different set of planar
gates, and hence each has an entirely different set of
worlds and planes from which to take inspiration and
to pull heroes into the Forge. As a result, a different
set of races can dominate each domain.

The Black Flock does not generally take notice of
political events within their domains, nor — with a few
key exceptions—do they pretend to rule over them
or to dictate the laws or to control anything that goes
on there. Of course, the Flock still remain the figure-
heads of the domains and are held in great reverence
by all the inhabitants of the Forge. Little escapes the
eyes and ears of the Seven, and few care to ever deal
with them if it can be avoided. The Flock are infa-
mous for acting unannounced, whether to set up kings
and rulers in a land from the outside or by slaughter-
ing entire kingdoms at once.

The prime concern of the Flock is the development
of individuals. They are the shapers of heroes and vil-
lains alike and can be both teachers and destroyers.
The Black Flock does everything possible to cultivate
the strong, the charming, and the clever. Oddly, their
interest is seldom in natives to the Forge but rather
those that have been drawn here.

In their efforts to build great men, the Seven often
develop favorites. Those favored of the Black Flock
typically show the most power or potential. Favor-
ites are often gifted with great items and sometimes
even receive help in their travails from their patron,
Unfortunately, the Flock is fickle; they may grant a
great weapon to only later cut off the hand that ac-
cepted it. Favorites who falter are soon killed or over-
thrown, and their gifts are taken and given to others




of promise. Why the Seven involve themselves in these
pursuits is not known, and what they hope to gain by
them is likewise a mystery.

Everywhere in the world of Forge are black birds—
appearing as ravens or crows—that fly about and watch
all that transpires. These birds are the spies of the Seven,
acting as the eyes and ears of the Black Flock throughout
their domains. The black birds are not unique living crea-
tures, but rather separable physical extensions of the Black
Flock that allows the Seven to be in thousands of places
at once. When an event transpires that draws the full at-
tention of a bird’s master, others appear, and finally the
birds all swirl together in a great swarm and form into
one of the Feathered Fowl.

The S€even

Each Feathered Fowl is unique, yet all share the same
general appearance and a few unusual features. The mem-
bers of the Flock each stand around 8 feet tall and are
humanoid in appearance. Each of the Seven bears four
horns on his head; these horns are long and twisting
and always sprout from a masked face. The masks
differ and may show facial features, including the
mouth, jaws, ears, or cheekbones—but they never
show the eyes. Their faces appear gentle and mostly
human, although their ears and eyeteeth are longer
and sharper. Their skin is pale white in hue with a
grayish tone to it. Each Feathered Fowl has a set of
black feathered wings and a tail, although the shape
and size of these features varies between individuals.
Each of the Seven dresses in a different way; some
choose to wear very little while others cover all of
their bodies in dark robes or armor. There is but
one item that is always visible on a Feathered
Fowl: the book of binding, an ancient, worn- ’
looking, leather-bound tome covered with ar- y
cane symbols. These books vary in size and
shape and even color to some degree. The
books are as old as the Seven and contain
the contracts by which they are bound.
Each also bears a weapon of some sort,
though these vary. A member of the
Black Flock is nearly always accompa-
nied by a number of his spies, the black
birds. )
While all of the Seven are bound by the same oath
and share the same overall goals, each has its own per-
sonality, motives, and desires. The Black Flock are indi-
vidually detailed below.

Barbello - The Mask of Fury

Barbello is a harsh mistress of war and destruc-
tion whose domain is Arena, a vast wasteland
of sand and plundered mines. Barbello is the
most ferocious and direct of the Seven, lack-
ing some of the subtleties of the other Feath-
ered Fowl. She has built her realm to create
conflicts on a mass scale, battles in which
she often is directly involved. Beneath the
desert of Arena lies a mass of gold that

Barbello uses as the fuel for her war machine. Barbello
pulls vast armies into her desert realm, driving them
against one another in battle after battle over the riches of
the land until only the strongest and the smartest remain
to fight on. She has little use for seeds with great wisdom
or wit, but instead focuses her attention on the most bru-
tal and strong of warriors. These are the souls that are
driven to do Barbello’s bidding, whether they are aware
of it or not.

Barbello is the least patient of the Black Flock. Unlike
the other Feathered Fowl that pull children into their do-
mains, Barbello only takes those that are
fully grown and

Barbello, the Mask of Fury



ready to wield a sword. She does not provide her citizens
with shelter, food, advice, or even much in the way of
explanation; she simply pulls people to Arena and then
lets them sort things out for themselves. Barbello does
not take favorites, although she often gifts warriors with
powerful weapons after they have proven themselves in
battle.

Barbello is also known for taking part in battles. Some-
times she chooses a side and fights for it, while other times
she switches back and forth between sides. She has also
flown down onto the battlefields and slain everyone in-
volved. Barbello is not unbeatable, and her avatar has been
slain more than once in recorded history.

Barbello dresses in full plate armor and a full helm,
with none of her form showing. She wields a massive two-
handed sword and is able to cut down a dozen men in
one swing. Powerful armored wings sprout from her back,
and four sturdy horns protrude from the top of her helm.
Barbello's iron armor is tarnished and rusted, and its sur-
face drips with tears. Barnacles and seaweed cling to her
body, giving her an odd appearance like a recovered ship-
wreck. Barbello’s voice is loud and booming, and she
speaks with confidence and authority. She does not speak
without a reason and is probably the least talkative of the
Seven, generally preferring to let her sword speak for her.

Barbello's Secrets

In the last world, Barbello was the Bringer of War and the
wrath of the nameless god. Her role has changed little
from that time, except that she now takes orders from no
one. Of the Seven, Barbello has the fewest secrets and the
least complex motives. She longs for nothing more than
to be able to leave the Forge and go elsewhere.

Barbello’s attentions are focused on the Oath of Bind-
ing, particularly the phrase “ None less than the greatest of
the grand, wielding at their side or in their hands not less than
the grandest of the great, may ever aspire to break this fate.”
Barbello takes this to mean that only the strongest and
most skilled of warriors with the most powerful of weap-
ons may ever defeat her and take her place. To this end,
she designed her domain to create, build, and refine war-
riors. She knows that in a world of constant fighting only
the most powerful could survive and that eventually one
will be able to free her of her duty. Barbello also searches
the worlds for weapons—specifically the most well
crafted, ensorcelled, and deadly that her spies can dis-
cover. These weapons are given to those who Barbello
believes have the most potential to become the ‘greatest
of the grand.” Barbello also uses the power of her sifter to
obtain powerful weapons from seeds that she believes are
not worthy of them; these weapons are in turn given to
other more proven warriors.

The gold in Arena was all taken from other worlds
and laid down before Barbello brought the infamous red
sand to her desert domain. The vast gold was intended to
inflame people’s greed to the point of violence. Barbello
is pleased with her plan of escape and how it is coming
along, and of the Seven she retains the most hope that her
existence will soon change.

Barbello is on good terms with the other Feathered
Fowl, particularly Israfel and Haiel. The three of them
meet regularly at a place called The Throne located at the

intersection of their three lands. When together, they
trade treasures with one another, exchange news, and
ponder the mysteries of their oaths. Like Haiel, Barbello
has mixed feelings about the nameless god’s return. Cer-
tainly such an event would mark an improvement for her
over her current existence, and for this reason she assists
Israfel with her plans. Deep down in her heart, Barbello
simply longs to be free.

Bathkol-The Unanswered Question

Little is known about Bathkol, mostly due to the inacces-
sibility of his domain, the Kiln. This is the smallest do-
main of the Forge and surrounded entirely by the domain
of Anvil. The Kiln consists of a high range of active volca-
noes and a shallow sea area where a number of floating
cities compete with one another for dominion.

Bathkol is much more cerebral and less physical than
the other of the Seven and has created a very different
sort of domain. Bathkol has adapted to life through an
avatar by focusing more on abstract and intellectual pur-
suits. He spends much of his time in meditation and con-
templation, deriving pleasure, peace, and wisdom
through the landscape of the mind. The creatures that
Bathkol pulls into the Forge are also intellectuals and aes-
thetes, and his reasons for pulling them are not the mo-
tives of the other Feathered Fowl, but an effort to learn
from their efforts and wisdom.

Bathkol is reclusive and spends his time hidden away
in Mt. Lemnos consulting, training, and meditating with
the monks who live in the mountain city. Below the moun-
tains in the shallows, a civilization has emerged without
any of his assistance. The people here are the descendants
of those that Bathkol pulled long ago when he still played
the game of the Seven and before he mastered the realm
of the physical, achieving enlightenment. In fact, Bathkol
hasn’t been seen by the people of the shallows in nearly a
thousand years, and neither have his spies.

Bathkol bears a simple grace, and dresses only in plain
cloth robes which hide his tail from view. His wings are
small and folded back, and he does not bear a weapon of
any kind. His face is aged and wizened, and a canvas sash
is always tied around his head, covering his eyes. His voice
is quiet and clear, possessing a soothing and peaceful tone.

Bathkol has not had any contact with the outside world
for many centuries. Most who know of him believe that
he has managed to elevate his mind to a higher plane of
existence and that he has become a hermit, leaving his
meditations only in situations where his oaths dictate ac-
tion. Few believe that he will lie dormant forever. Most
believe that he is hatching some great gambit from his
volcanic home.

Colopitiron - The Dark Master

Colopitiron is not one of the original seven, but a clever
thief originally named Annoxus who found his way into
the center of the mirrored citadel at the top of the world
and switched places with the original master of this land.
His domain is Eclipse, a land of eternal night where
stealth and trickery are the norm and where honor and
brute force get one nowhere. Colopitiron is the only one




of the Seven that began his existence as a mortal and

hence has a very different sort of character about him.
Colopitiron is not as constant and standoffish as his fel-
lows, but moodier and closer to his citizens. Colopitiron
has experimented with many different ways of running
Eclipse over the ages. Originally, he set himself up as
emperor, and reigned with an iron fist over the domain.
The responsibility quickly became tiresome and after a
few thousand years he stepped down and let natural or-
der take its course. Colopitiron’s efforts these days are
spent ensuring that no one holds sway over Eclipse; the
only law here now is that all laws are outlawed.

Colopitiron is clever and cruel. He plays the role of
the master thief in his land,
taking  whateve
pleases him and do-3
ing whatever he feels.
Colopitiron is the only
of the Seven known to
take mortal lovers, some-
thing he does quite frequently.
Colopitiron takes an interest in
the arts and even spends some
of his time painting, sculpting,
and composing songs. The art that
he creates is of the highest quality,
and it is widely sought after
throughout the Forge, especially by
the rich citizens of the city of Pen-
ance.

Colopitiron makes his home not
in his citadel, but in a tower in the
city of Baradume. The Dark Master’s
tower is not the foreboding mystery
that the citadels are, but an open,
airy building where the people of
Eclipse are free to come and par-
ticipate in the revels. Overall, the
Dark Master gives the impression §}
that he is quite content with his posi-
tion and eschews the grim stoicism
that the other Feathered Fowl have
about their existence.

Unlike the rest of the Seven,
Colopitiron is not focused on pulling
heroes. Admittedly, a clever soul
catches his eye now and then and he
brings her into Eclipse, but mostly the
Dark Master focuses on the weak-willed
and the downtrodden — those for whom
no one seems to care. These wretches are
intended to be servants of the thieves and food for
the vampires. Colopitiron does not pull powerful
magical items and cruel weapons into Eclipse, but g=2¢
instead takes objects of beauty, priceless treasures, &
and works of art—objects for his beloved thieves to steal.

Colopitiron dresses in fine and stylish clothing, but is
typically sparsely clad. His horns are small, and grow
downwards, framing his handsomely featured face. A
strange mask of beaten gold covers his eyes, and a pair of
small artificial wings sprout from his back. A short furry
tail rounds out his odd form, which for the most part is
quite human. Colopitiron wields a pair of long fighting
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claws with various tools and blades sprouting from their
grips. He also is known for the fine gem-encrusted gold
jewelry that he wears, and rubies are a favorite of his.

Colopitiron's Secrets
Despite outward appearances, Colopitiron wants to be
freed just as much—if not more than—the members of
the Flock. The key is that the other six were immortal to
begin with and are able to deal with the incredibly long
passage of time much better than the Dark Master’s mor-
tal mind. Colopitiron also wasn’t fully aware of what ex-
actly he was getting himself into when he took the seat
upon himself; the soulless exist-
ence of an avatar is not the fu-
ture that he had dreamed.
Though over 50,000 years
old, Colopitiron still thinks
like a mortal and interacts
with other mortals. The facts
that the sensations of mortal
existence do not affect him
and that he cannot take physi-
cal pleasure of any kind are re-
alities he keeps hidden. In fact,
he does his best to put on a
great show of hedony, taking
lovers, imbibing strong drink,
dancing and fighting, and
other acts just so that all who be-
hold him believe that he truly
does love his position. Colopitiron
figures that if people believe that he
is happy that they will want to be him,
and he hopes that another ambitious
soul will desire his seat.
Colopitiron’s only true plea-
sure come from his art, as sights
and sounds still affect him as they
used to long ago. He has become a
great appreciator of beauty and
style, and makes his opinions well
known throughout his land. Those
who seek his attentions could do
worse than to spend time creating
a masterpiece of some sort.
Colopitiron has changed his
approach toward escape many
times over the millennia. He origi-
nally became a tyrant hoping that
the people would despise him and
overthrow him, but the tediousness
- and falseness of it gnawed at him
K% and he simply quit. He has experi-
mented with Eclipse by forcing the es-
tablishment of nearly every style and type of social sys-
tem imaginable just to see how the people would react,
but he grew bored with that also. He has come to the real-
ization that his position is beyond his control and that he
is trapped here until fate decides to intervene.
Though no record goes far enough back to document
them, the events in Eclipse before the coming of Annoxus
are of some importance. The original Colopitiron was the




charioteer of the moon and bringer of night, and he origi-
nally created the land at the top of the world. Knowing
that a conventional landscape would be too cold for a so-
ciety to develop there, he built up the borders of the land
to create a massive crater kept eternally dark by its steep
walls and warm by its depth. Though the rust moon
Zadkiel never sat within the crater, as many believe, it
was created by Colopitiron and set by him in its vertical
orbit so that the inhabitants of Eclipse could see it.

Colopitiron built a society of villains in the crater,
populating his domain with the most heartless rouges and
the most selfish and cruel of individuals. He did this not
because he was particularly evil, but he felt that such
rogues were power hungry and as likely as anyone to
unseat him. He rationalized that he was actually doing
the multiverse a favor by ridding so many thousands of
worlds of their worst inhabitants.

Ironically though, it was not any of these villains that
eventually undid him, but a boy from Penance. Annoxus
was a rebellious youth that had been exiled from his land
at an early age and left to wander the lost city. Annoxus
survived by his wits and by an incredible ability to re-
generate damage to his body. Annoxus earned a living as
a bandit, raiding occupied areas of the city from his base
in the Wrack. Annoxus was eventually captured by a mer-
chant from whom he tried to steal. This merchant had a
huge grudge against Sagramour, an infamous pirate from
Eclipse.

Realizing the boy’s potential, the merchant kept him
hidden and trained him as courtier and an assassin. When
he was ready, Annoxus was sent to Eclipse, where he was
to track down the villain and poison him. As he sailed
from Penance, however, the Queen appeared to him and
presented him with the gift of a sword, “Unhowde on
Black”, which she insisted he would find use for.

When Annoxus arrived in Baradume, he discovered
that the thieves of Eclipse were expecting him. Ambushed,
Annoxus ran for his life but found himself cornered at
the edge of the Mirrored Citadel. As the thieves ap-
proached to murder him, he stumbled backward through
the impenetrable doors of the citadel, which shielded him
from his foes. He picked his way through the maze, his
skills keeping him safe from the many pitfalls, guardians,
and dangers along the way.

Of course, his presence was not unknown. Soon, in a
flurry of wings, Colopitiron arrived to defend his home.
Colopitiron quickly broke the assassin’s body, but not be-
fore Annoxus managed to deal him a deep gash with the
edge of his sword. Angered, the Feathered Fowl tossed
the assassin’s crumpled form out of the citadel and onto
the streets of Baradume. The body was recovered by
Annoxus’ enemies, and they were shocked to discover that
Annoxus was still breathing. The boy was taken into cus-
tody.

Over the next few weeks, as Annoxus’ body began to
slowly mend itself, Colopitiron was slowly consumed by
the wound, which grew larger and larger. Eventually, the
avatar was destroyed and turned to dust. At the same
time, Annoxus awoke — pained, unarmed, and weakened.
His foes demanded that he show them the secret to enter-
ing the citadel and with few options remaining to him, he
agreed.

Annoxus led the thieves to the Mirrored Citadel and
again escaped them by stepping through the doors.
Consigned to his fate, he sat down and awaited his death
at the hands of Colopitiron. When after a few hours the
creature did not show, Annoxus tried to find the back
door in order to leave the place in peace. Due to the mad,
twisting maze that made up the interior of the citadel, he
became quickly lost, and instead found himself at its cen-
ter, now unguarded.

A still figure stood before him, trapped in a single col-
umn of light. Curious, Annoxus stepped forward and
reached out to touch the trapped creature. The moment
his fingers brushed Colopitiron’s flesh, the figure col-
lapsed and rolled out of the beam. The citadel lurched as
if in an earthquake had struck, and Annoxus was thrown
forward into the light. In an instant, everything changed
for him. He felt the weight of the ages upon his shoulders
as the Oath of Binding wrought its magic on his soul.

Once freed, the original Colopitiron quickly took his
leave of the Forge. For the last few dozen millennia he
has been wandering from plane to plane, looking for peace
and for a home. At first his travels brought him great joy
and freedom, but as the years wore on he began to realize
more and more that there was no place for him other than
the Forge.

Colopitiron is a different person than he was before,
and though he bears none of the powers of the Seven he
still bears their knowledge and is no longer bound by the
Great Oath. Colopitiron has rededicated his life to free-
ing the nameless god from his prison and restoring the
Forge to its rightful state. In such pursuits he has been
careful, knowing well that encroachment on the Seven
may lead to them being compelled to destroy him. Cur-
rently the original Colopitiron is somewhere on the Forge,
operating in disguise and with another name. The only
beings who share his secret are Orif’elle, the Scourge of
the Wind, and the mysterious Grey Stranger.

Haiel - The Blade in the Green

Of all the Seven, the hunter Haiel is the most indifferent
to the plight of his subjects. Haiel’s domain is Wildwood,
covered over entirely by forests, woods, and jungles.
Haiel’s persona is more like that of a beast than that of a
man. Unlike the rest of the Seven, Haiel takes some plea-
sure in his existence and delights in the thrill of the hunt.
Haiel rarely participates in the hunt himself, but acts as
an observer and overseer, pulling vicious and foul preda-
tors and throwing them together with bold explorers.
Haiel pulls people into the world for immediate gratifi-
cation; those who put up exceptional chases are rewarded
with their lives as well as a gift from Haiel and then are
set adrift in Wildwood to find their own way in the wil-
derness.

In addition to hunting individuals, Haiel loves to test
societies as a whole. Haiel often observes a culture on an-
other world for a while. If he finds it interesting, he be-
gins the process of duplication of one of their cities in a
strange reflection of the original. When the structure is
complete, artifacts are brought in, one by one, until the
city is ready for inhabitants. Haiel populates the city in §
an instant, bringing people from all over the culture and




throwing them together. Once the people have become
accustomed to their new home the test begins, and the
strength of Wildwood is unleashed upon the city. The
plants begin to encroach, and the beasts roam through
the town, looking for prey. Haiel watches the whole string
of events with much interest, curious to see how the cul-
ture will adapt, fail, or conquer. Only the societies that
learn to adapt to the Wildwood and live in harmony with
nature survive — those that do not are destroyed. As a tes-
tament to the power of Wildwood, its forests are filled
with the half buried ruins of lost and forgotten cities.
Haiel is a tall and sinewy figure, humanoid except for
a pair of black feathered wings, two sets of powerful horns,
and a sleek barbed tail. Barbs and quills poke out from
his flesh in some places, while in others the skin is parted
revealing the powerful muscles beneath. His nails are long
and sharp, and he has no visible hair. Haiel wears a
strange birdlike mask that covers his face and dresses
sparsely in skins and hides. He carries a great spear with
him that he uses to strike down all who challenge him.
Haiel’s voice is not soft or beautiful like the Queen'’s, but
harsh and growling like that of some snarling beast.

Haiel, the Blade of the Green

Haiel sees himself as the most dangerous creature in
his domain. On occasion, when a creature has proven it-
self a true challenge, Haiel hunts it personally. In such a
case, Haiel limits himself to conventional movement,
tracking the creature through the wood without the use
of his spying birds and fighting it alone once he has cor-
nered it. It is unknown whether Haiel ever loses such con-
flicts due to the remoteness of the area.

Haiel's Secrets

In the world now gone, Haiel was the Defender of Na-
ture — friend of the druids and protector of the forest. Now,
though his surroundings have changed little, his attitude
is quite different. Haiel is the only of the Seven that has
come to terms with what happened long ago and is con-
tent with his lot in life. Haiel defends his position out of a
desire to keep it, not from a compulsion to do so. Haiel is
on good terms with the other six Feathered Fowl and un-
derstands their plight. He refrains from killing their he-
roes outright when they venture into his land and even
assists the other six in shaping them. Haiel has adapted
to acting through an avatar by developing a taste for vi-
cariousness, allowing other creatures to do the hunting



for him and taking pleasure in the spectacle created. Haiel
has also grown used to being his own master and is not
sure how he feels about the possibility of the nameless
god being freed.

Haiel's spies search amongst the stargates for the most
ruthless and vicious predators and monsters available.
Once Haiel has found a monster, he then looks for prey,
watching the distant worlds for victims. Haiel prefers to
pull braggarts as his prey, giving those who wag their
tongues a chance to prove their words. Haiel usually pulls
either a single victim or a small group of a few souls. Haiel
also looks for dangerous plants and natural hazards that
he can incorporate into the wood to make the chase more
dangerous and exciting. Haiel's time, when he is not pull-
ing creatures or plants, is spent building cities and watch-
ing his predators track, stalk, and kill their prey.

Israfel - The Queen of Penance

Israfel’s domain is Penance, originally simple plains and
grasslands but now the home of a massive complex of
cities and the most heavily populated area of the Forge.
Israfel, often referred to simply as the Queen, is the only
one of the Seven that possesses a title denoting a rank of
any kind. Israfel is the only Feathered Fowl that has laid
down lasting laws over her domain, so the title does seem
appropriate. Israfel holds sway over the cities of the plains
with a set of skeletal —yet absolute — laws. Few challenge
the rules of Penance, as Israfel personally slays all those
found to be in violation of them. Israfel is a formidable
opponent, and in recorded time no one yet has been able
to stand against her.

Though technically the ruler of Penance, Israfel re-
mains mysterious, solitary, and aloof. With the exception
of those she pulls into the land and those who break her
laws, only a few favorites —the overlord Nich Belus, the
bard Odyar Khan, and the delver Ness Panthus —are ever
graced with her presence. Although some take the queen’s
withdrawn nature as a sign that Israfel does not take much
of an interest in what goes on in Penance, this is quite far
from the truth. Israfel’s black birds are ubiquitous
throughout Penance, monitoring all important events and
watching for violations of law. In fact, a few of her favor-
ites have been gifted with a single black bird to keep as
their own, allowing the Queen to monitor all that befalls
them.

Israfel cuts a tall and slender figure, similar in form to
a human female. She bears a long tangle of raven hair
and a large pair of black feathered wings. Israfel clothes
herself in fine and flowing silken robes, which match well
her light, delicate wings. Four long horns sprout from her
head and curve upward toward the sky. Her face is un-
adorned except for a taut blindfold that covers her eyes.
She wields a strange harp which not only unleashes a dif-
ferent magical effect for each song played upon it, but
doubles as a weapon. Also bound to her side is her book
of binding, heavy and cumbersome. Israfel’s feet never
touch the ground and are never seen, remaining covered
by her long skirt at all times.

Israfel’s favor is courted by many millions of souls in
Penance, but few ever pique her interest; those who do
find that her attentions are often fickle and sometimes

more of a curse. Israfel chooses her favorites based en-
tirely on character, selecting those whom she thinks
have the potential to complete her plan for the Forge. The
Queen doesn’t necessarily inform those she has selected;
the hero simply receives her attention.

Israfel assesses the skills of her favorites and con-
stantly drops them into situations to test and improve their
weaknesses. A great fighter may constantly find himself
in delicate social situations or tense negotiations. One who
is a master of words may awaken one morning to dis-
cover a mindless and hungry beast in his chambers. Many
of her favorites do not survive the tests that the Queen
sets for them, but she rarely shows remorse. Some favor-
ites —especially those who become self-obsessed or indul-
gent—are dropped or killed by the Queen. Even those
that Israfel is most enamored of are eventually physically
assaulted by her avatar form once she has run out of tests
and lessons for them.

lsrafel's Secrets

In a time before time in the world now passed, Israfel
was the keeper of all knowledge and wife of the nameless
god. Though relations between gods are complex and of-
ten fraught with enmity, Israfel and the one god had what
was as close to a true love as mortals can understand.
Israfel misses the nameless god terribly, and of all the
beings on the Forge she most desires his release. Israfel is
tireless in her pursuit of finding a creature who can break
the Great Oath and takes no pleasure or joy from her ex-
istence, viewing the entire world as a test of her faith in
her lover.

Israfel was the first of the Seven to come up with the
idea of studying the oaths for loopholes and weaknesses
and of using the words of the Great Oath as a tool to crack
apart its spirit. It was Israfel that discovered the stargates
and the ability to visit other worlds and to bring back
pieces of them with her. Israfel instructed the Flock to
build a world around their floating citadels. Israfel first
conceived of the idea of the Forge, where heroes would
be created and shaped and where one strong enough to
break the chains of the world could be made.

Israfel realizes the complex position she has created.
Unlike the other Feathered Fowl, she is not merely look-
ing to escape the responsibilities of her guardianship. In-
stead, she desires to use her power and knowledge to bring
about the collapse of the Great Oath. She has hidden this
driving desire from the other six Fowl while she ponders
her own oath, looking for more loopholes. The possibil-
ity of destroying the citadels by not replacing its guard-
ian is one that she has considered, although testing the
theory is a delicate matter. It requires giving up her power
in the hope that the hero that comes to replace her does
not desire it himself. And such a plan still requires one
worthy enough to break through her defenses.

Israfel searches the worlds for those heroes that show
force of personality. Those who do best in the great city
are not those who survive by brute strength alone, but
those who are able to manipulate their fellow citizens with
words and subtlety. Those with ambition, charm, wit, will,
charisma, and the desire to succeed and command are
most apt to conquer, and so are the ones that attract the
attention of the Queen.




Nemaminh - The Leper

Nemamiah is the oldest of the seven and guards the fro-
zen and dying realm known as the Vault. The Leper is
mystical and secretive and with the exception of Bathkol
is the most rarely seen of the Feathered Fowl. Nemamiah
is also probably the most misunderstood of the Seven,
widely feared across the Forge and labeled as evil. Some
call Nemamiah the devil of the world, while others refer
to him as the eater of life. These conceptions spring mostly
from Nemamiah's affinity and employ of the undead, his
appearance, and the frozen, lifeless nature of his land.

-

Nemamiah dresses in rags like a leper, with parts of
his body exposed by the tatters that show dirty, festering
sores and rotting skin. He is stooped and leans heavily
on a twisted staff for support. A set of four long and
twisted horns adorn his head, and he wears a mask of
bone over his face. His rotten wings no longer bear him
aloft, although his powerful magic still allows him to fly.
Nemamiah's heavy book is attached by a lengthy chain
and drags along on the ground behind him along with
his rotten tail, which hangs limp and useless.

Nemamiah is the master of the Warlocks, a collection
of powerful and mad wizards and alchemists that spend
their time engrossed in study of ancient and forbidden
lore. The Warlocks are the creators of artifacts, objects so
powerful that they may never be duplicated. Nemamiah
pulled all of the Warlocks to the remoteness of the Vault
where they are able to do their work in peace. The Leper
also built their mausoleums and provided them with
equipment, servants, and libraries. As a barrier between
the Warlocks and the rest of the Forge, Nemamiah has
created a wide swath of frozen terrain swarming with
hordes of mindless undead horrors.

Nemamiah's spies search other worlds for the most
crazed of hermetics and necromancers and bring them
to the Vault. Nemamiah sets a Warlock up with the per-

fect laboratory, then lets him work until he creates some-
thing of incredible power, at which point the Leper kills
him takes his creation for himself. In addition to the War-

\ locks, Nemamiah pulls mindless undead creatures of
all sorts to serve as servants for the Warlocks and to
further bolster the barrier that protects them from the
rest of the Forge.

Nemamiph's Secrets

\ Nemamiah was the Charioteer of the Sun, but one

could not guess this by looking at him now. Unlike

the rest of the Seven, Nemamiah wants nothing more

from his existence than to die. Such an event is impos-
sible for him, though, and he trudges on from day to day,
slowly losing hope and becoming more and more with-
drawn. The Leper pulls the Warlocks in the hope that
one of them will come across a secret or create an artifact
that will allow him to be destroyed. He stows the arti-
facts in the Spike, knowing that a tower filled with thou-
sands of artifacts is more than enough to drive ambitious
men to enter, forcing a confrontation that may very well
end in his own demise.

When the Forge was new, the Vault was a lush land,
heated by a series of giant mirrors that Nemamiah con-
structed to reflect the rays of the suns toward the South
Pole. The Vault was once known as Glimmer, land of eter-
nal light. Nemamiah pulled creatures and people that
loved the sunlight, with bold hearts, strong bodies, and
exuberant personalities. Glimmer rivaled Penance in its
sophistication and it culture. Desirous of freedom,
Nemamiah was too generous to his favorites, and
one particular power-hungry madman in par-
ticular was given gifts far beyond his ability to
use.

Pandora was a villain of the worst kind —

treacherous, cruel, and full of hatred. He was
“born horribly deformed and was unwanted, un-



loved, and despised by

all those around him.
Nemamiah hoped that
Pandora would use the

gifts to wrest power from C
him. Pandora had other

plans, however, and as re-
venge on the world that he felt had
wronged him he shattered the great mir-
rors, freezing the land over in a matter
of days. Glimmer's civilization was de-
stroyed and millions of creatures per-
ished.

This event is what broke Nemamiah's
will. Left with a frozen land and millions of
corpses, Nemamiah changed. He no longer hoped for free-
dom, but instead planned only a complex and elaborate
form of suicide. Nemamiah breathed a semblance of life
back into the corpses and saw himself as one of their breth-
ren—not quite dead, yet still not fully alive. Once the
corpses were raised, Nemamiah renamed his land the
Vault and began converting the remains of his once beau:-
tiful land into a series of enormous and grand mausole-
ums. It is not known what became of Pandora after the
catastrophe. Some say he destroyed himself along with

the others, yet some believe him to be still alive in some
form.

Orifelle - The Scodrge of
the \lind

Orif'elle presides over the domain of Anvil, a high
mountainous region under constant assault from the
elements. Rain, lightning, tornadoes, hurricanes,
sandstorms, and earthquakes terrorize the popula-
tion of this wild land. For the most part, Orif'elle ig-
nores the bulk of the population of Anvil and focuses
her attentions on a small but powerful group known
as Stormbringers. The Stormbringers are
seen as an egotistical exercise on the part
of Orif’elle, as she pushes them toward
eventually becoming copies of her —dan-
gerous loners living high above the world
who can manipulate the winds and the
storms.

Orif’elle is noticeably different than the
other members of the Black Flock in her ap-
pearance. While similar in form—having
four-horns, wings, and a tail —her feath-
ers are snowy white and her spies
are not black birds, but white al-
bino ravens. Orif’elle is a
Ny wild-looking woman, typi-
S cally unclad except for
\' various woads, body

paints, and fetishes. Her

enormous wings sweep up be-

hind her, making her the only creature
able to take to the air easily in the tu-
multuous land. A small silver

i mask covers her eyes and keeps
\_____,/; back her flowing white hair. Two
o silver sickles glimmer in her
hands. Orif'elle’s voice is beautiful
and terrible at the same time, soft —

yet with an unearthly tone to it that
is both captivating and intimidat-
ing

A

Orif’elle spies seek out those
that show promise and desire to
shape and control the earth and the
elements. In addition, Orif'elle scours
the worlds for colossal creatures of tre-
mendous size and stature, whether they be
humanoid, insectoid, overgrown beasts, or
fantastic abominations. Orif’elle has a passion
for these creatures and scatters them throughout her do-
main to the displeasure of the natives.

Orif’elle is probably the least approachable of the
Seven. She stays apart from her citizens, never even touch-
ing the ground where one might hail her. She remains
aloof and impressive, often showing herself with hair and
feathers violently twisting in the center of the worst storms
of Anvil. Orif’elle does not directly attack the citizens of
her land, although she is quite able to defend herself.
Neither does she offer gifts, excepting to her
Stormbringers.

Orif’elle is occasionally known to destroy parties or
caravans trying to make their way to the Kiln, a land
that she seems to try her hardest to prevent anyone from




reaching. In fact, Orif'elle is probably the main reason
why so little is known about Bathkol, her neighbor in
the center of her domain.

Orifelle’'s Secrets

Orif'elle is the youngest of the original Seven, although
far older than the current Colopitiron. Orif’elle is actu-
ally the daughter of Israfel and the nameless god and has
strengths and power far above the others. She also is the
only member of the Black Flock whose avatar can receive
a semblance of sensation, although only the strongest of
sensations —the raw power of the wind and the ele-
ments —can be felt. In the world now gone, Orif’elle was
the Bringer of the Storm, a role she continues in her present
existence.

Orif’elle is still quite devoted to her father. She has
always believed that the breaking of the Great Oath is an
impossibility as things currently stand, and her efforts
are geared toward another taking her place so she can
leave her prison. As long as she is bound by the Oath, her
divine powers are mostly blocked. She believes that if she
is freed from the Oath her full powers will be restored
and she could then break the Oath of Binding.

To free herself she created the Stormbringers, beings
that she specifically selected for what she perceived as
their potential and desire to take her power. The society
of the Stormbringers was specifically built around the key
element of elevation denoting rank so that all
Stormbringers would desire most of all to take her cita-
del from her. The natives of Anvil were brought in to pro-
vide a supply base for the Stormbringers, allowing them
access to food, goods, and services. The giants of Anvil
were an afterthought—adversaries and tools for her stu-
dents to use against one another.

Something subtle has changed about Orif’elle over the
last few centuries. She has increased the rate in which she
pulls in Stormbringers and giants and has become more
generous with her gifts to them. Most of all though, she
seems much more alive and less like a prisoner serving
out a sentence. Those who approach her citadel note that
she defends it with fire and vigor. The general belief is
that she has acquired something akin to hope.

The Avatars of the Seven

The true bodies of the Seven are locked away in their cita-
dels; all interactions that the Black Flock have with the
outside world are handled through their avatars. The ava-
tars are able to move about freely on the Forge and are
able to pass through the stargates to visit other worlds.
The avatars are by no means weak and actually possess
certain powers that even the true forms of the Seven lack.
The avatars of the Seven also serve to give them a secured
immortality; if an avatar of one of the Seven is ever slain,
it reforms again within a day’s time.

All of a Feathered Fowl’s consciousness is bound up
in its avatar, as its true form has been set into a state of
eternal sleep. When a Feathered Fowl's avatar is slain, it
is resigned to a dreamlike state until a new body is formed
for it to control. The avatars serve as eyes, ears, mouths,
and hands of the Black Flock, allowing them to protect
their citadels and to populate the world of the Forge. The

powers of the avatars are divine in source and are nearly
limitless. The avatars were originally created solely to
guard the prison of the Forge and its inmate to ensure
that he should never escape.

[ronically, the chief tool that the Seven use to bring
things into the plane was originally intended to allow
them to do precisely the opposite. Invaders to the plane
that were too powerful to be fought were supposed to be
transported by the Seven out of the plane through the
gates to other worlds. The bindings prevent creature from
leaving the plane, however, so this power isn't one that
can be used in an instant.

Though on the surface it would appear a blessing to
be one of the Feathered Fowl and to be able to act through
a powerful and disposable body, all is not what it seems.
The Seven, though they appear free, are in truth impris-
oned for their crimes and the avatar that they act through
is numb, unable to experience pleasure or pain. A Feath-
ered Fowl controls its avatar much like a performer con-
trols a marionette. Though a Feathered Fowl can see
through the eyes and hear through the ears of the avatar,
no other senses are passed through the link.

Upon the death of an avatar, its body crumbles to dust.
Even the ancient books that are bound to their sides are
simulacrums —avatars of the true books —and disintegrate
when the avatar is destroyed. When the avatar is de-
stroyed, all of its feathered spies crumble as well. Only
the weapons of the avatars are real and can be recovered
by victorious challengers. The Seven are not bound by
Great Oath to affect retribution on the slayers of their
avatars, and most often they do not unless their citadel is
threatened or challenged.

Powers of the Ayatars

The powers of the Block Flock are great, however each
member is absolutely bound by the text of its Oath. Each
member’s Oath is slightly different, although all include
the text of the Oath of Binding. Beyond the great oath,
each member has its own specific duties, obligations, and
rules which are outlined in their individual books, and
known only to them.

The avatars’ physical game statistics vary from one
member of the Flock to the next. See Israfel’s avatar, de-
tailed below, as an example of their full abilities. The fol-
lowing powers and limitations apply to all of the Seven:

e  Avatars are protected from harm and from magic
by divine powers. All receive Damage Reduc-
tion of at least +4 /50, Spell Resistance of at least
36, a potent natural armor protection of at least
+20, and a +5 resistance bonus to all saves.

e Avatars are able to quickly heal damage to their
bodies and regenerate injuries. Avatars have at
least Regeneration 5 as well as Fast Healing 5.

¢  Avatars exist simultaneously in both the Ethe-
real and Material planes and are able to fully
interact with creatures and objects on both
planes.
Avatars see all things as through frue seeing.
Avatars can communicate with all things regard-
less of language.

e  Avatars have their alignments permanently ob-
scured by powerful divine forces. There is no



way do discern a Fowl's alignment other than
by observing its behavior.

Avatars are immune to any and all fear effects,
including intimidation.

When in its home domain, a member of the Flock
can feleport at will to any other location also
within the domain. When not in its home do-
main, it must move normally.

Avatars have several thousand black birds that
can act as observers for them. Each of the birds
may be merged with the avatar, or split off, at
will. When in their home domain, the black birds
can teleport at will to any location also within
the domain. When not in their home domain, the
birds must move normally (by flying, walking,
or swimming).

An avatar can see through the eyes and ears of
any of its birds. Birds are self sufficient and are
only used as observers. When they find some-
thing interesting, they alert their master tele-
pathically that there is something to observe. The
birds see as their masters do, with permanent
true seeing.

An avatar can instantly teleport to the loca-
tion of any of its birds as long the bird is in
its own domain, a grey border, or in one of
the planes linked to its domain through the
stargates.

An avatar can enter the domain of another Feath-
ered Fowl, although it may not use its natural
teleport without error ability. All of the Seven have
wings and can fly.

An avatar can take foreign matter with it when
it teleports. This matter may be living or not, and
receives no save against the power. On the plane
of the Forge, this power is always successful.
When taking matter from another plane a deity
may intervene to prevent it from functioning,
When pulling matter, an avatar may employ a
process known as the Sifter, whereby it can take
some of the matter into its own possession, as
well as transfer some of its possessions into the
matter.

Avatars are bound by the Great Oath to keep the
secrets of the Forge. These include the existence
of the prison and the nameless god, the purpose
of the Oaths, their reason for guarding the cita-
dels, their ability to be replaced, the existence of
all previous worlds and inhabitants of the plane,
and the contents of the citadels.

An avatar must protect its citadel from breach,
slaying or removing any living creature that en-
ters, except for its fellow Feathered Fowl.

An avatar must destroy completely anyone that
enters the central chamber of its citadel. Mem-
bers of the Black Flock are bound against enter-
ing another’s central chamber.

Avatars are bound by Oath from the physical act
of destroying their own avatars or the avatars of
other members of the Black Flock.

An avatar must obey all other rules and limita-
tions listed in its personal book.

The avatars are merely the physical representations
of the Feathered Fowl that they represent, figments of
divine thought that travel through the multiverse and seek
escape from the Great Oath. Creatures that manage to de-
stroy one of these figments are warned that the true power
of the Black Flock rests in the citadels of the domains in
which they reside. While few are powerful enough to de-
stroy an avatar of the Seven, doing so in no way indicates

Israfel’s Avatar




that removing the Feathered Fowl from its citadel will
be an easy task. Tasks and challenges of great danger
await in the citadels of the Seven.

lsrafel's Avatar

Female Feathered Fowl

Medium-size Avatar (Equivalent to an Outsider)

Hit Dice: 30d8+300 (540 hp)

Initiative: +15 (+15 Dex)

Speed: 50 ft., fly 120 (perfect), swim 40

AC: 43 (+18 Natural, +15 Dex)

Attacks: Bladeharp +45/+45/+40/+40/+35/+30/+25/
+20 (crit 15-20,x2), or fist +40/+40/+35/+35/+30/+25/
+20/+15

Damage: Harp 1d8+17, fist 1d3+12

Face/Reach: 5ft. by 5ft./ 5ft.

Special Attacks: Harpsong, pull, spells

Special Qualities: Avatar, Bardic Abilities, DR 50/ +4, Fast
Heal 5, Regeneration 5, Resistance, SR 36, Truesight,
Truespeech

Saves: Fort +32, Ref +37, Will +34

Abilities: Str 35, Dex 40, Con 30, Int 40, Wis 35, Cha 50

Skills: Alchemy +23, Animal Empathy +28, Appraise +43,
Balance +23, Bluff +28, City Lore +45, Climb +20, Con-
centration +21, Decipher Script +23, Diplomacy +53,
Disable Device +30, Disguise +25, Escape Artist +23,
Forgery +23, Gather Information +53, Handle Animal
+24, Heal +20, Hide +33, Innuendo +30, Intimidate +38,
Intuit Direction +20, Jump +13, Knowledge (arcana +48),
Knowledge (religion +38), Knowledge (music +30),
Knowledge (nature +33), Listen +45, Move Silently +33,
Open Lock +23, Perform +53, Pick Pocket +23, Read
Lips +33, Ride +18, Scry +33, Search +48, Sense Motive
+45, Spellcraft +33, Spot +45, Swim +28, Tumble +20,
Use Magic Device +28, Use Rope +20, and Wilderness
Lore +24.

Feats: Ambidexterity, Deflect Arrows, Exotic Weapon
Proficiency (Bladeharp), Improved Critical (Bladeharp),
Improved Two-Weapon Fighting , Improved Unarmed
Strike, Power Attack, Two-Weapon Fighting

Organization: Unique

Challenge Rating: 30

Treasure: The Queen’s Harp

Typically Equipped Items: Book of Binding, The Queen’s
Harp

Available Spells: (DC 30 + spell level; caster level 20; 6/
10/10/10/10/9/8)

Known Spells: 0 — detect magic, mage hand, mending, read

magic; 1% — charm person, erase, identify, unseen servant; 2! —

blur, locate object, hold person, obscure object; 3™ — charm
monster, displacement, scrying, wind wall; 4" — break enchant-
ment, legend lore, locate creature, modify memory; 5" — con-

trol water, false vision, greater dispelling, mirage arcana; 6

— control weather, geas/quest, permanent image, programmed

image.

Description

Avatar (Ex): The Queen of Penance acts through an ava-
tar, receiving all of the powers and limitations mentioned
in the Powers of the Avatars section above.

Bardic Abilities (Ex): Israfel has access to the Bardic
Music and Bardic Knowledge abilities as if she were a
bard of 20" level.

Harpsong (Sp): Israfel can use the magical song prop-
erties of her harp to damage her opponents. See the
Queen’s Harp for details.

Pull (Su): Israfel can use her pull ability to her advan-
tage in a fight. She is not bound by the Oath to use this
ability when in combat and therefore rarely uses it when
fighting an opponent. With this ability, Israfel may tele-
portaway from a fight, take the fight to another location —




such as into outer space or the bottom of the sea—obtain
reinforcements, disarm an opponent using the Sifter, or
simply to close with an opponent.

Resistance (Su): Due to her divine protection, Israfel
receives a +5 resistance bonus to all saving throws.

Truesight (Su): Israfel receives the permanent effect
of the spell true seeing at all times.

Truespeech (Su): Israfel can understand all languages,
and her speech can be understood by all who hear, re-
gardless of whatever languages they know.

Spells: Israfel can cast spells as if she were a 20" level
bard.

The Queen’s Harp (Greater Artifact): The Queen’s
Harp is an item of ancient origin and unknown make,
thought to be the weapon of some long dead god. It is an
enchanted bladeharp, an exotic double weapon often used
in Penance. The harp is a +5 keen, vorpal weapon which
exists in both the Ethereal and Material planes simulta-
neously, allowing it to strike incorporeal creatures as well
as ethereal ones. The harp is also indestructible and can-
not be damaged by mortal megga, The true magic of the

The Grey Stranger

harp is its use as a musical instrument. The strings of
the harp each produces a different magical effect. When
a chord is struck, a more complex magical effect is gener-
ated, and if a song is played great magics are released.
The harp may be used to simulate the effects of nearly
any spell if the correct song is known. To discover an ap-
propriate song, both a Knowledge (arcana) and a Knowl-
edge (music) check must be made, both at a DC of 20 plus
the level of the desired spell. Once a song is known, it
may be written down like ordinary music, and anyone
who can read music and is proficient in the harp is able to
follow it. To play the harp, make a perform check (DC
equal to spell level of desired effect times 10). If the check
is successful, the spell is cast. If the check is failed, or the
harp is played at random, a random effect occurs (roll

ds):
Result Effect

1 No effect

2-3 Wielder takes 1d20 sonic damage per level
of attempted spell (Fort save (DC 20) for
half.

4-7 An entirely random spell is cast (GM’s
whim)*

8 All creatures within earshot (including
wielder) must make a Fort save (DC 25) or
die.**

* A successful Knowledge(music) check (DC 10 plus
spell level) may be rolled by the wielder to remember the
song he played to produce a particular random effect, al-
lowing him to add it to his repertoire.

**The specific song to produce this last effect, that of
mass death, is known to the Queen, and she has been
known to play it on occasion, though she must deafen her-
self with the harp first so as not to risk slaying her own
avatar.

Weight: 201bs.; Caster level: 20,

The Grey Stranger

A strange terrain has developed at a few of the borders
between domains, an unnatural landscape filled with fog
and mist where all color seems to fade. These areas are
small — perhaps a few yards across—and bear a distinct
lack of life. Such grey borders are rare, although constant
and unmoving. There are several such border areas adja-
cent to Penance; a handful, perhaps a mile long each, are
scattered along the borders with Arena and Wildwood.
Only one is located in a well traveled area, the place where
the northern arm of the Xanthus crosses into Arena.
These border areas do not seem to have any spe-
cial properties, nor do they prevent anyone or
anything from passing through them. The
theory is simply that they are cracks be-
tween the domains, areas outside the
, sphere of control of any of the Seven.
. Some people have tried to take up resi-
dence in these areas, and a number of the grey
borders have structures built in them. The grey bor-
ders were not always present on the Forge, but first
appeared after the first Great Eclipse, when the seat
of the domain of Eclipse changed hands.




The only real item of note regarding the border
areas is the occasional presence of an individual
known only as the Grey Stranger. The Stranger ap-
pears human with rather ordinary features and is al-
ways dressed in fine—yet entirely grey and dull—
clothing. The Stranger has never been known to harm
anyone, but instead attempts to hail travelers that
cross the borders in order to speak with them. He
always asks for news and for tales of one’s exploits
and pays close attention the speaker’s stories. The
Stranger seems to know many things about the Forge
and often interjects with interesting facts or pieces of
advice. Some believe that he has some mild precog-
nition, but wiser men note that nothing he says
couldn’t have been discovered by an observant soul
spending many years listening to travelers’ stories.
The Stranger never gives his name and does not
refer to himself at all, not even as the Grey Stranger.
If asked direct questions about himself, he is very
dodgy and always manages to avoid answering. No
spells, magics, or powers have an effect on the
Stranger. If attacked he simply disappears—not into
the ether like a ghost, but simply vanishes from ex-
istence.

The Seven (itadels

At the heart of each of the seven domains stands a
massive fortress. These fortresses are massive and
flawless structures. Those who study such things say
that the fortresses are older than the planet of the
Forge itself. These citadels are the center of countless
rumors, mysteries, and legends. The only firm fact
that is commonly known about them is that they are
the homes of the Feathered Fowl. No other living crea-
ture is known to inhabit them. In fact, no one ever
goes in and out of the citadels.

Gaining entrance to one of the citadels is not a
trivial matter. The doors do not open and have no
visible locks; some of the seven citadels do not even
have doors at all. The citadels are barred from en-
trance by magical means; one cannot simply teleport
into a citadel or create a dimension door to pass through
the walls. The citadels cannot be entered by physical
force either; the walls will not yield to any blow, no
matter how powerful. Even the windows that grace
the walls of a few of the citadels may not be breached;
only light is able to pass through them.

It is not the case that no one ever enters the cita-
dels—there are plenty of rumors and stories of some-
one finding his way in, its just that no one ever comes
out again. The rare few that do enter these structures
rarely understand how they got into the citadel; they
simply passed through the doors. Once every few
generations, a lucky adventurer finds his way into a
citadel and manages to escape from it with his life,
telling tales of wild horrors and powerful magics.
Within a few days, he is found and destroyed by one
of the Seven.




Citade! Details

Each citadel is different in its material and outside ap-
pearance, as well as in its interior. The seven citadels are
icons of the world of the Forge, and their forms are easily
recognized by anyone that has lived on the planet a while.
Each of the seven citadels is described in detail below.

Arnvil

Constantly adrift in the skies above the mountains and
seas of Anvil, a silver castle floats high above the clouds,
untouched by wind and weather. This castle is the citadel
of Orif'elle and is the only one of the Seven not anchored
to the Forge. The citadel itself is elegant and beautiful,
with narrow towers, pinnacles, and minarets and deli-
cate ornamentation. Many slits and windows cut through
the walls of the citadel, as well as a tall silver pair of doors.
The movements of the citadel are unpredictable and er-
ratic, thought to be directed solely on the whims of the
Scourge of the Wind. Inside, the citadel is delicate and
full of splendor, with ancient and fanciful furnishings and
fine works of art. The citadel is said to be guarded by the
vigilance of the elements themselves, both by the winds
of the sky and the waters of the storm.

Arenp

In the murk of the Sea of Tears, a gigantic rusting iron
fortress steeped in silt and moss lurks deep in an under-
sea rift. This is the citadel of Barbello, the Mask of Fury.
The depth of the fortress hides it from the view of all but
the most resourceful, determined, or insane. The fortress
is several miles across and fashioned without seams or
joints. It is graced by hundreds of towers of all shapes
and sizes, and many wings and battlements can be seen
by those intent enough to spend some time investigating
the exterior. A huge iron gate, 500 feet high marks the
impassable entrance. Inside, the citadel is a maze of cor-
ridors, chambers, and stairways, guarded by foul enchant-
ments and hungry, mindless oozes. It is said that the great-
est weapons ever created lie inside, hidden away for all
eternity.

£(lipse

At the precise north pole of the Forge a solid obsidian
obelisk stands on the shore of the Sea of Ink. The obelisk
stands atop a wide seven-sided base of stone. Heavy ob-
sidian doors stand in the center of each of the seven walls.
This monument is not precisely the citadel of Colopitiron,
but merely its entrance. Once through the doors, a visitor
is faced with a tight and confounding maze of mirrors
and deathtraps. The bulk of the Mirrored Citadel is built
into the earth, its depth unknown and uncharted.

The Kiln

The city of Lemnos surrounds the entrance to the citadel
of Bathkol, which is in truth simply Mt. Lemnos itself.
The caverns that make up the city of Lemnos are the path-
ways to the citadel; as one moves through the city, the
passages get tighter and narrower, until trespass is
blocked entirely by large boulders that have been rolled

across the narrowest parts of the tunnels, the doors of
the citadel. Beyond the boulders, the passages continue,
branching out and becoming winding and numerous. The
maze of tunnels and caverns descends into the heart of
Mt. Lemnos, the central, tallest, and most active volcano
on the Forge. The fire of the mountains—as well as the
earth of the caverns —serve to guard the citadel from in-
trusion.

Penance

At the center of the City of Penance is a small inland sea
called the Wellspring. Suspended above the waves by
seven great stone bridges and held in place by massive
silver chains is a tall palace made of twisting, living horn.
Interwoven with the horn are elegantly formed walls, pil-
lars, and windows. At the end of each of the seven bridges
is an archway leading to a tall set of glass doors without
handles or hinges. This is the home of Israfel the Queen
and is the first and most well known of the seven cita-
dels. The interior of the citadel, as glimpsed through the
glass, is airy, spacious, and beautiful. Inside as well as
out, the citadel is guarded by the bridge golems of the
Queen, gigantic crystal constructs of great strength and
power. Powerful spells, magics, and clever puzzles also
keep the inside of the citadel secure.

The Vaul

At the Forge's precise southern pole, a high tower of ice
rises 30 miles above the landscape. This is the Spike —
broad at the base, and tapering toward the top. It is un-
broken by any door, window, or crack with the exception
of an open hole located at the very top —like the eye of a
needle. Encased within the ice of the Spike is a slightly
smaller tower, shaped from a single piece of bone, this is
the true citadel of the Vault, Its interior is unexplored,
but legends talk of an endless spiral of stairs linking thou-
sands of chambers, each guarded by hideous undead
abominations. Nemamiah supposedly stores the most
powerful of the artifacts of the Vault in his tower, safely
out of the reach of mortal hands.

Wildwood

On the largest island in the world of the Forge, deep in an
ancient forest located in the crater of an enormous extinct
volcano, is a huge, overgrown stone pyramid. This is the
citadel of Haiel, the Blade in the Green. Any entrances to
the pyramid have long since been hidden by the dense
foliage that covers its surface. Inside, the narrow tomblike
passages are completely choked with plants of all sorts,
some of which are harmless but many hungry and
predatorial. Movement in the citadel is difficult and re-
quires either squeezing through the vines, branches, and
roots or cutting them down. The contents of the citadel
are entirely unknown.

Religion

Religion plays an important part of the history and cul-
ture of the Forge. However, things are considerably dif- ®
ferent here than on most worlds. For starters, no divine




being inhabits the plane of the Forge or claims own-
ership over it. The creator of the plane is long gone,
and his power—while it still lingers, giving life and
passion to the lands—appears to be without direction,
consciousness, or cause. The seven members of the
Black Flock are not gods, and neither do they claim to
be. None are known to worship them, nor would they
be able to grant powers to followers if they did have
them.

These facts in no way mean that divine magic does
not work on the Forge. In fact, with only a few excep-
tions, it functions no differently here than on other
Prime Material worlds. Any god can grant powers and
spells to his followers here. The main difference is that
the gods themselves seldom interfere with things per-
sonally, as the Great Oath bans any divine creature from
entering the Forge. Physically gods can come here if
they want to—after all they are gods —but the powers
that made the Great Oath long ago swore a vow to come
together and forcibly eject any invading divine being
that entered the plane. Mortals are not barred, as it is
simply beneath the notice of gods to bother with such
matters. The intention of this vow was to prevent some
rogue god from tampering with the bindings of the
Forge, whether by purpose or by accident. However,
as mortals are not aware of the ancient pledges of gods,
they simply have come to understand that for what-
ever reason, divine intervention—for good or ill—
doesn’t occur on the Forge.

Despite the lack of gods present, nearly everyone
on the Forge still professes some form of religion. In
fact, it seems that nearly everyone here follows a dif-
ferent religion. The countless races and cultures that
have been brought to the Forge over the ages have all
mingled together, bringing their countless religions
with them. Some of these religions last, others evolve
in strange ways or branch out, and many others sim-
ply fade from the memory of this world. This unusual
situation has bred a striking amount of tolerance among
the natives of the Forge, although it tends to not al-
ways have the same effect upon those pulled here.
Many, especially priests and paladins, develop a nearly
mad zeal in their tenets, believing that their being
brought to the Forge is simply a test of faith by their
god. Such people are typically referred to on the Forge
as zealots. Many of these individuals end up taking
levels in the inquisitor prestige class in a mission to
convert the people of the Forge to their faith.

Most natives of the Forge have a refreshingly posi-
tive attitude toward opposing religions. Their common
belief is that all religions are true and worthy of re-
spect, and that each one is simply a different angle or
view of a divine mechanism that cannot be wholly
grasped by mortal minds. Some natives choose a reli-
gion out of the bunch and follow it fervently, while
others mix and match pieces from dozens, and others
yet simply make up their own. to be too bothered by this, as in their philosophy any one

This concept is rarely grasped by the zealots, who take ~ religion is as useful to them as any other. While the zeal-
great pains in converting the natives to their views. Un-  ots find the natives easily converted, they also find that
fortunately, the zealot's efforts are usually wasted. Those ~ the natives seldom adapt the exclusionary or holier-than-

that are easily swayed by a zealot's teachings are justas  thou beliefs of a faith, but simply its garb, story, trap-
easily swayed by the next zealot that walks their streets
preaching salvation. Of course, the natives do not seem




pings, and holidays. The natives’ own true faith is simply
too basic and too deep-seated in the world of the Forge to
ever truly be broken.

Grand temples are constantly built by the zealots in
glory to their gods, and the city of Penance is dotted ev-
erywhere with them. Temples line the streets all over the
Pedestal, each of different ages, faiths, and styles. Some
even change hands from one faith to another over the ages,
as one god falls out of favor and another gains in promi-
nence. Many temples have been converted from religious
buildings altogether, and now serve as warehouses, bak-
eries, performance halls, taverns, brothels, or simply resi-
dences. Many parts of the city have been designated over
the centuries as temple districts, areas of a lord’s hold-
ings where all the temples are required to be built. These
parts of town are made up of nothing but temples, both
active and recycled, one after another in rows and blocks
for miles and miles. Such areas are the brainchildren of
clever Bloodlords who see them as tools for keeping the
zealots under control, as their efforts are then turned
against one another and not the population as a whole.

Major Religions of Penance

The individual religions of Penance — past and present —
are too numerous to be specified. However, a few faiths
hold more power, clout, and worshippers than most do.
Religious organizations are useful allies for individuals
and powers in the city. At times they may be called upon
for spell services, to provide armed backup, or to research
and dispense information. The larger organizations also
provide the benefit of a network of allies, which can pro-
vide a letter or seal of recommendation that grants safe
harbor and a base of operations to heroes deep in enemy
territory. A selection of the religions large enough to have
networks in Penance is as follows:

Druids are not particularly common in the city of Pen-
ance itself but by far make up the dominant religion of
the wilderness areas of the domain of Penance. The dru-
ids favor their allies with an enchanted clipping of the
lantana plant (see the Flora and Fauna in Chapter 2: In-
habitants of the Forge) that withers if it is handled by
someone other than its intended owner. Such a sprig can
be used to gain a favorable reaction from nearly all dru-
ids in Penance.

Elves are common in all parts of Penance. Though
elves from differing worlds may have different religions,
they are similar enough that they are able to work together
to form a relatively tight network. Elves are fond of offer-
ing symbols of friendship instead of letters of recommen-
dation to their allies. Such favors are only given to those
that have earned them and usually take the form of
brooches, pins, or pendants. It is quite possible for one of
these symbols to fall into the wrong hands, so the elves of
Penance commonly require their bearers to give a lengthy
account of how they acquired them.

Frey are common within Penance City and are quite
friendly and helpful to their allies. Their services are of-
ten given to those with a legitimate need. Their temples
do not make the best places to receive sanctuary, how-
ever, as no creatures larger than small size are able to en-
ter them. Frey do not give out symbols or letters, but sim-

ply verbally pass the names and accounts of allies from
temple to temple. This method, while effective, is slow
and prone to the whim of individual frey. Heroes that
have befriended the frey may or may not be well received
by frey elsewhere, but that's how frey are.

Humans are the most numerous species in Penance,
although their religions are so varied that few of them
are particularly strong here. Most human religions are
those of the zealots, who are unlikely to work together.
Lady Salamis’ faith has the most professed followers of
any human religion in the city, but none of these believ-
ers dwell outside of her holdings. The only real human
religion with a network is that of a god of knowledge,
Lumais, whose followers are mostly sages. Lumais’ fol-
lowers often give out lengthy and detailed letters of repu-
tation to customers who have proven to be honest, trust-
worthy, and who pay on time. Such letters allow their
bearers access to some of the better sages of the city, as
well as to more favorable prices.

Lord Abbydon of Utopia is the one strange exception
to the divine rules of the Forge. Although this silver is, or
at least originally was, a mortal, Lord Abbydon’s follow-
ers actually worship him as a god, somehow being granted
spells in the process. No one is sure how or why this
works. Abbydon boasts more followers than any other
single god worshipped on the Forge, although no one
outside of his own controlled area in Penance is counted
amongst the faithful. Abbydon does not really have a net-
work, although his ambassadors and agents may be en-
countered nearly anywhere.

Nightlings are many in the dark woods of Penance
and the dark alleyways of the city. Their chief gods, Huruk
and Salak are worshipped throughout the city, and their
temples may be found in nearly every Bloodlord’s hold-
ings. The nightlings have a relatively strong network and
presence in the city but rarely harbor allies that are not of
their own race. Nightlings brand or scarify allies to show
allegiance. Duplication of these marks is possible, but rare,
and illusionary or magical marks are always sniffed out.

Those from other worlds that seek out a religion are
apt to find it, as it’s unlikely that the heroes pulled from
their world are the first to arrive. The gods have domains
that stretch the cosmos, and many seeds are shocked to
find their homeworld religions well established on the
Forge.




‘My grandfather told me once that
the city has an edge, but T've never
seen it. Frankly, T believe he was
having me on. Next thing someone’ll

tell me the city has a bottom.”
- Arctus, stonemason

The most densely populated area in all the domains, Pen-
ance is a city the size of a small nation. It is raised high
atop a stratified plateau formed from the ruins of ancient
buildings and the relics of the city’s age-old past. Pen-
ance is a difficult place to navigate, where alleys and
streets sometimes lead nowhere. There are places where
one may walk through city streets for miles and never see
a sign of life, while in others it is too crowded to even
move. The city is a landscape of buildings and towers,
built on the backs of countless millions. It is enormous
and sprawling, cut only by the swift rivers that flow from
the great freshwater lake at its center.

Races of all kinds and ken dwell in the city of Pen-
ance, and for the most part live amongst one another in a
rather metropolitan way. The city’s maze of alleys and
side streets are hunted by the dark, cruel, and sick, and at
night it is a dangerous place to walk unguarded. In the
vast abandoned parts of the city, strange secrets are lost
from the ages. These places are home only to hordes of
bandits and lone, horrible creatures that kill without ques-
tion and take whatever they desire.

At the center of the city is a great freshwater spring-
fed lake that in turn feeds the rivers of the city. At the
center of this spring, suspended over the sea by great
bridges and chains, is a palace of living horn, the first
and most well known of the seven citadels of the Forge.
This is the seat of Israfel, the Queen of Penance, and the
only of the Feathered Fowl with a title suggesting roy-
alty. Israfel watches over the city, manipulating its growth



and observing its progress. She wields a harp the living
never hear, for whenever it is played, all within earshot
die a most painful death.

The most striking feature of Penance is its architec-
ture. Unlike most cities, which are built upon the ground,
the city of Penance stands over a thousand feet above the
soil, its foundations made up from or placed atop build-
ings near to two thousand years old, which in turn rest
upon buildings perhaps four thousand years old, and so
on. The city does not stack on a regular basis, but as part
of a natural, constant, and organic process, giving the city
an uneven and hilly look, as some places are built up more
than others. Street level is a very inconsistent concept in
Penance, as it may vary by as much as a hundred feet

over the expanse of a single block. Stairways,

« railings, and ladders are essential means of get-

ting around in the city, and everyone in Pen-
ance has become quite accustomed to mak-
ing constant use of them.

Only in the richest and most prestigious areas of
the city have the streets been leveled out and set at the
same height with a complex series of planks, underground
scaffolding and masonry. These areas have their own
quirks though, as entrance to any given building may
connect to any given level. A massive tower, for example,
may appear only to be small shed, as only its very top
pokes above the level of the street. In another few thou-
sand years, the tower will vanish completely and become
forgotten, relegated to the vast unknown sea of ruins
known as the undercity.

Having no open topsoil causes some interesting situ-
ations in the city. Plants cannot grow on their own, and
dirt must be imported from the countryside in order for
the city to have any greenery within its confines. Most
citizens in Penance employ window boxes or roof gar-
dens to grow at least some of their food, and fresh soil is
as much a commodity in the city as wood, stone, or iron.
One cannot dig down into the earth here, so the dead of




the city are traditionally incinerated. There is no such thing
as a grave in Penance, unless one views the undercity and
its many victims as a mass grave of sorts.

City Layout

The city of Penance is roughly circular in its layout, and
its mass is evenly distributed around a huge lake, called
the Wellspring, as all of the waters of the Forge are said
to originate here. The city itself is roughly 65 miles in di-
ameter, and the Wellspring itself spans the central 16 miles
of that. Seventy percent of the surface area of the city is in
ruins or long abandoned to the dead and undead. Still,
where the city is populated, it is quite dense with people.
The current population of the city of Penance is estimated
at nearly forty million souls.
Penance may be huge, but its borders and regions are
carefully regulated and mapped out, making it somewhat
easier to grasp. The city of Penance is crisscrossed by
ancient and absolute boundary lines that divide the city

into small, manageable units called cantons. The lines
are specific, but are not regular, and thus the cantons
vary in size from a few acres to a few square miles. The
lines that distinguish the cantons were laid even be-
fore the first mortal inhabitant came to the world or
the first stone of the city fell into place, and thus some
boundaries lie in unusual places. It is not uncommon
for a single building to be divided by the lines—one
such place, the Hub Tavern, is built on an intersection
of seven different cantons. Most border lines are sim-
ply imaginary lines that define an arbitrary boundary,
although several are marked by city walls and a few
even by rather stalwart fortifications. Ancient scrolls
in Penance’s libraries show the original lines of the city,
which have never changed since they were first set
down by Israfel. Those few that have had the privilege
of perusing Penance’s oldest scrolls say that the bound-
ary lines extend hundreds of miles past the city, all the
way to the edges of the domain itself. The exact num-
ber of cantons located within the city is a matter of dis-
pute, as the limits of the city are rather subjective. Most
experts count just over 3,000, of which only 900 are cur-
rently officially inhabited. Canton borderlines are key
to the city’s laws, and play heavily into the politics of
the city of Penance. The canton borderlines also serve
to define the bloodholds as well, groups of cantons un-
der the rule of a single Bloodlord. Among the 900 in-
habited cantons, there are slightly more than 70 dis-
tinct bloodholds. (More details on this can be found
under City Politics and Places of Penance.)

The bulk of the city lies atop a plateau of ruined
buildings, reaching a quarter of a mile high on aver-
age. The edge of the city is sudden and dramatic,
abruptly dropping off in a sharp cliff, a feature which
gives the city its nickname — the Pedestal. In a number
of areas, newer extensions of the city have been built at
the bottom of the cliffs, outside the traditional city lim-
its. These areas, referred to as the lower city are in a
better state of repair than the older cantons located atop
the Pedestal itself, referred to collectively as the upper
city. Most who live in the upper city however, look
down (sometimes literally) upon the vergers that dwell

in the lower city as provincial and unsophisticated.

Getting Around in Pemance

There are three main methods of travel within the city of
Penance: kith, foot, and ship. A kith is a large feline crea-
ture that can be ridden like a horse. Kiths can be employed
as steeds and can also be hooked up to wagons in order
to pull many people at once or to haul cargo. Kith are
preferred to horses in Penance for many reasons, prima-
rily though because their soft, padded feet are less likely
to be injured by or to harm the hard stone and wooden
streets of the city, Kith also have an extremely useful hom-
ing ability, and can find their way back to their home stable
without any direction, or even without a rider. A kith can
be hired out for a one way trip, for example, and them
simply set free to find its way back to its master. A kith is
also quite useful and safe if its rider is intoxicated and
cannot find the way home. Kiths can even climb some
walls and obstacles while retaining their riders. Kiths are



ubiquitous throughout the city, and can be taken onto any
road, alleyway, or street. Anyone who has to travel more
than a few miles in the city usually takes a kith, and nearly
all cargo is moved about in wagons pulled by the beasts.
Wagons average perhaps five miles an hour in the city
traffic, while riders on single kiths may be able to move
up to ten.

Ships are the primary means of transport from one
bloodhold to another and the only way to get from the
city of Penance to anywhere else on the Forge. Ships sail
on the seven great rivers, on the surface of the Wellspring,
and in some places, notably the Oasis, on the canals of
the city. Ships are primarily used for commerce and cargo,
although a number of water bus services operate through-
out the city, making them quite useful for personal trans-
port. Ships generally take cargo as close as they can get to
its destination in the city, where it is then unloaded and
distributed onto kith-pulled wagons. Though a kith-borne
rider can get around nearly anywhere in the center of the
city, those places closer to the edge, such as lllumina,
Hammerfall, and Blackwall, are only reachable by ship,
unless, of course, one wants to brave the dangers of the
lost city.

One’s own feet are the most common method of trans-
port by far in Penance. Only the most prosperous citizens
in the city actually own a wagon or a boat, or even a kith.
The majority of citizens go everywhere by walking, and
most rarely have to go far. A worker’s typical day con-
sists of walking a few blocks to work, then walking a block
or two to the pub, then walking a block or two to the store,
and then walking a couple blocks home. A theatre and an
arena can always be found within a mile of any inhabited
area in the city, and can be easily walked to in a few min-
utes. A majority of the population of Penance spends their
entire life walking between the same few blocks.

Travel in inhabited parts of the city is relatively safe,
although certainly there are neighborhoods best avoided,
and one must keep a careful eye on one’s purse when in a
crowded area. There is plenty of daylight in Penance due
to the two suns, and even at night, the major avenues are
well lit with rows of lumin plants placed on regularly
spaced posts. Within the city, there are a number of ex-
cellent private businesses that cater to those in need of
transportation. These businesses are detailed below.

kith For Hire

Prices per Hour: Single kith—4gp (50gp deposit); 2 Kith
and small wagon—13gp (150gp deposit); 4 Kith and large
wagon—40gp (450gp deposit)

On many street corners in Penance, one can find a
bustling stable with a clearly painted sign reading “Kith
for Hire”. These businesses are all independent, and nearly
all are quite reputable. Kith for hire shops offer the use of
a kith from the stand for a specified period of time. Hired
kith may be ridden anywhere in the city, and do not need
to be returned, but can simply be released, whereupon
they will automatically home back to their stable. Kith
are rented by the hour. To prevent theft, a deposit is typi-
cally left at the stand, which is refundable when the kith
is returned. Deposits can be collected in person, or one
can request that they be mailed to a specified address
through the city post. If one goes over time on a hired

kith, the difference is taken out of the deposit. Some
rare stands will rent kiths without deposits, but gener-
ally charge at least double the normal rental price. Names
and descriptions of those who don’t return a kith are
handed over to local bailiffs.

T axis
Average Prices: 2 passenger wagon—1 gp/mile; 4 pas-
senger wagon—2 gp/mile

For those who want to travel about, but don’t know
how to ride a kith, or don’t want to place down a hefty
deposit, they can flag down one of the many indepen-
dent taxis that drive back and forth on most of the busy
streets. These taxis are generally small, two-kith wagons
with a single driver and room for either two or four pas-
sengers. Prices vary, and many less-scrupulous drivers
may take circuitous routes or attempt to overcharge those
that appear desperate for a lift. Taxis are easy recogniz-
able by their hand painted “For Hire” signs mounted on
the sides of the wagon.

City Bus Services
Average Price: Ride through 1 route—5 sp

For those too poor or too thrifty to hire their own
wagon, private bus services are offered along most of the
major avenues of the city. Buses are large wagons, typi-
cally holding twelve to twenty people, and pulled by a
team of six or eight kith. Buses follow set routes, and typi-
cally stop every four or five blocks. Most buses stay within
a single bloodhold, although one can usually catch an-
other route on the other side of the border. Bus stops are
marked by posts at streetside bearing “Bus” signs on them
along with the price and the route. Buses are notoriously
slow, traveling maybe three or four miles per hour at best.
The longest bus route in the city runs along the Rigus
canal in the Oasis, going from the top of Market Street all
the way to the Hub Tavern. Riders pay bus fares upon
entering and one may get off at any stop along the way.
Buses arrive at their stops anywhere from every few hours
to every five minutes, depending on the popularity of the
route.

In the Golden Shore bloodhold, an elevated system of
trolleys replaces the bus service. The trolley system is very
popular, as it not at the mercy of road traffic. Other
Bloodlords have contacted Narcis for information as to
how to build a similar system, and most citizens believe
that all bus routes will give way to such a system within
a few years.

Ferries and \Nater Taxis
Average Prices: Ferry Boat—1gp; Water Taxi—3gp per
mile

Much like their land based counterparts, there are
many boats in the city that offer transportation to passen-
gers. There are generally two types: ferries (large boats
that follow preset routes and can carry over a hundred
passengers at once) and water taxis (smaller, five or six
person boats that can be directed to go nearly anywhere).
Most ferries only have a few stops per route, and gener-
ally take passengers between two bloodholds, such as
from Hammerfall to Barrowhold. Most watercraft in the




city average 5 miles per hour going upstream (toward
the center) and fifteen going downstream (away from
the center).

Merchant Ships

Average Price, per person/per day: 30gp

Though ferries and water taxis are invaluable for get-
ting around the city, it is impossible to travel outside the
city limits on public transport. For those who wish to see
the countryside, or who wish to travel to Decree, Tem-
per, or any of the other cities of the plains, the most com-
mon way to go is by merchant ship. Merchant ships are
just that, ships carrying cargo between cities for commer-
cial purposes. Merchants often take on passengers in or-
der to scare up some extra cash. Merchant ships do not
advertise, one must head down to the docks and ask
around in order to find someone going one’s way. Most
merchant ships provide room and board for passengers.

(Rarter Ships

Average Prices: Rowboat, per day —25gp; Yacht, per
day —100gp; Cargo Barge, per day —200gp; Tall Ship, per
day —500gp

For those who prefer to travel in style or in privacy,
or who need to move a sizable load of cargo, there are
ship owners who make a living hiring out their boats,
along with a fully trained crew, One may charter a ship
to go nearly anywhere in the Forge, as long as one is will-
ing to pay up front. Ships are never rented without a crew,
except for very small boats or those in poor condition, as
they are too valuable to risk their loss.

(ity Politics

The city of Penance is not governed by any single group
or entity, but by a large collection of competing rulers, or
Bloodlords as they are called. The status and power of
each Bloodlord comes from the number of individual can-
tons he controls, whether by force of arms or personality.
Within the city are eight major population centers, all but
one held by one of seven major Bloodlords. These seven
Bloodlords — distinguished from lesser rulers with the title
of Overlord — together control over half of the nearly 900
inhabited cantons of the city. The remaining cantons and
bloodholds fall under the rule of roughly sixty minor
Bloodlords.

Despite the potential chaos of a city ruled by so many
rivals, its ancient rules of urban warfare are expressly
defined and rigidly followed. Israfel, the Queen of Pen-
ance, declared the rules of the city long before it was built.
The Queen’s laws do not govern the city but simply de-
fine the system whereby one may take rulership of its
cantons. The Queen takes no part in the city’s politics,
but she personally slays any Bloodlord who disobeys her
laws. Though a few may dislike them, the city’s Bloodlords
tend not to break the rules out of equal parts fear and
respect.

The central point of the Queen’s laws is that anyone
who can command at least a single canton in its entirety

receives the title of Bloodlord, and has the right to speak
the laws and direct the efforts of that canton’s popula-

tion. A Bloodlord has the power of a king over his can-
tons, collectively known as his bloodhold. A Bloodlord’s
word is law, and the Queen permits no other to declare
any laws over the territory of another. A Bloodlord has
absolute freedom in crafting his laws, although most stick
to a core set of edicts that are considered to be the tradi-
tional laws of the city. A Bloodlord funds his government
through taxes, which are collected from the citizens of
each canton he controls. It is in the best interest of a
Bloodlord to rule his bloodhold in a way that encourages
economic strength, or he will be unable to fund his army
and his area will be quickly overrun.

In order to control the population and enforce laws,
each Bloodlord employs a number of judges. Each judge
patrols a single canton within the bloodhold and deals
out justice on the spot, often in a brutal, vigilante man-
ner. Judges relay the laws of the Bloodlord to the people
and they also apprehend, try, and punish transgressors.
Most judges employ a team of individuals known as bai-
liffs to assist them in their duties.

The population of the city itself divides into two cat-
egories: mercenaries and workers. Workers are the ordi-
nary working citizens of the city, while mercenaries are
the soldiers who fight the constant wars among the
Bloodlords. As a rule of thumb, mercenaries generally hail
from other worlds, while workers are natives of the Forge.

All workers organize along professional lines, and
most belong to guilds. Workers are peaceful people, and
for the most part, try not to pay much attention to the
battles that rage through the city. Workers see Bloodlords
rise and fall, and generally go along with what they say,
unless it severely cripples their lifestyle. Workers are not
politically ignorant though, and Bloodlords must take care
to not treat them too badly, as revolutions, assassinations,
and mass emigrations are always possibilities. Workers
interface into the political infrastructure through Ombuds-
men, individuals who head the guilds and hold the right
to petition the Bloodlord on behalf of their members.

Mercenaries in Penance work in bands, which range
in size from a few men to an army, and are typically com-
manded by a salaried soldier, called a vanguard. The van-
guard, in theory, reports to the Bloodlord, although most
report to other, more powerful vanguards, called razors,
While the judges focus their attentions on the citizens
within a domain, razors and vanguards spend their time
trying to expand the territory of their Bloodlord. Merce-
naries receive their payments based on completions of
missions and objectives assigned to them by their van-
guards. Typical missions involve invasions into the can-
tons of other Bloodlords, or the defense of a particular
area, although sometimes they consist of attempts to re-
claim old cantons from abandonment or from monsters.

The reigning Bloodlord appoints judges (when a can-
ton needs one) and he can also promote new vanguards
and razors as he desires. Bloodlords also have the right to
dissolve the titles of judges, razors, and vanguards at will.
Razors traditionally rise only from the ranks of a
Bloodlord’s vanguards. However, in extraordinary cases,
this rule is occasionally skirted by appointing a vanguard
and immediately promoting him to razor status. Ombuds-
men are elected independent of the prevailing Bloodlord
or political climate of the area, and are chosen based on
seniority in their professions.



The power of a Bloodlord corresponds to the number
of cantons he claims. In order to control a canton, it first
must contain at least a thousand inhabitants. Neighbor-
hoods with fewer inhabitants cannot be ruled and must
remain lawless zones; the Queen herself discovers and
deposes anyone attempting to impose laws over them.
Ambitious souls sometimes build additions to the out-
skirts of the city, advertising for settlers in the hopes of
gaining the title of Bloodlord. Unfortunately, such areas
are underpopulated and weak, and once the settlers ar-
rive, a more entrenched power normally moves in and
takes over the neighborhood by force.

The second requirement needed for one to take con-
trol of a canton is that no other Bloodlord may claim con-
trol over it. The simplest way to satisfy this requirement
is to kill the previous Bloodlord, although the practice of
champions makes this somewhat rare and difficult. The
more common way to meet the requirement is to force
out the officers of all other Bloodlords. All opposing van-
guards, razors, and Bloodlords must be physically re-
moved from the neighborhood in order for it to change
hands. The new Bloodlord is simply either the Bloodlord
whose army cleared the area or, in the case of a non-
Bloodlord clearing an area, whoever dares to claim the
title.

On occasion, the bloodlordship of an area may come
into in dispute, typically one under siege. In all such situ-
ations, the original Bloodlord remains in power until he
and all of his officers are physically removed from the
area, even if the area is otherwise totally in the hands of
the opposition. In such times of chaos, the population at
large typically remains indoors until the mercenaries and
authorities have settled the situation. All city laws involv-
ing Bloodlords come from the Queen herself, and she in-
terprets her laws as she sees fit. For example, officers can-
not simply remain in hiding, letting another Bloodlord
move in and declare an area his, in order to get an oppos-
ing lord in trouble unwittingly with the Queen; they must
actively defend the canton in order to claim it.

Since Bloodlords can achieve their positions by kill-
ing the previous holder of the title, power and allegiances
can change quite quickly in the city of Penance. To pre-
vent this from getting out of hand, any non-Bloodlord who

wants to assassinate a Bloodlord for his title
must issue a formal, certified challenge at
least one day before the attack is to take place.
Such a challenge must bear the signatures of
the challenger and at least one witness, and it
must clearly state the names of the challenger
and the Bloodlord. The date and time of the
attack may remain a secret, although all chal-
lenges expire after two weeks, and must be
renewed to allow for further attacks. Oppos-
ing Bloodlords do not need to issue a formal
challenge, and neither does a formal agent of
another Bloodlord acting under orders. If such
an agent slays a Bloodlord, the title is passed
to his master. The penalty for slaying a
Bloodlord without a proper challenge or
proper authority is death, although the Queen
waives her sentence in proven cases of self
defense.

A Bloodlord who receives a letter of chal-
lenge has the right to call for a fair single combat. The
challenger must then accept and forego his assassination
opportunity or be in violation of the Queen’s laws and
thus subject to her wrath. Such combats are held in one of
the many local coliseums built in nearly every canton of
the city. These are multi-use arenas, ranging from small,
sweaty, cramped shacks to majestic and huge stadiums.
Since title challenges don’t occur every day, the arenas
typically hold gladiatorial-type entertainments and mon-
ster vs. monster tournaments. All ceremonies are presided
over by a speaker, who serves both as a referee and an
announcer. If ever a Bloodlord is challenged, the local
speaker steps down for the evening, and the judge of the
canton presides over the contest. These establishments are
usually the main source of entertainment for a commu-
nity, and are very lucrative ventures for those who can
thrive in the environment.

As a luxury, Bloodlords may employ individuals
known as champions, highly paid mercenaries who act
as the assassination proxies for their lords. Anyone who
legitimately kills a champion takes the title of the
champion’s sponsoring Bloodlord. Formal challenges, for
those who require them, must still be issued to the
champion’s Bloodlord in order to gain the right to attack
his champion. A Bloodlord whose champion is killed with-
out a proper challenge having been issued, or whose
champion is crippled, quits service, or dies of natural
causes, is granted immunity from assassination for 12
hours in order to find a replacement. Newly crowned
Bloodlords also have a 12-hour window of immunity in
order to allow them to appoint their champion. Champi-
ons must be clearly identified, however their movements
need not be broadcast. Bloodlords may hire or discharge
a champion at any time, and champions have the right to
quit their service at any time as well.

Bloodlords are also allowed to name a list of heirs, in
order of succession, in case they should be unjustly slain,
or die from natural causes. Any heir found to have helped
in the death of the Bloodlord is automatically disquali-
fied from taking the title.
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The Overlords

The leaders of the city of Penance are unquestionably the
Queen and her lords of blood. From these figures stem all
the laws of the city and all legitimate government. The
fate of the city clings close to the fate of these individuals,
and to understand one, a person must understand the
other. While the Queen herself is detailed in Chapter 5:
The Black Flock, the most well-known of the lords are
listed below. The Bloodlords and their territories are also
further detailed in Chapter 7: The Bloodholds.

Besides the Queen, the most recognizable figures in
Penance are the seven Overlords, who control of most of
the great city. There is no official definition as to when a
Bloodlord is referred to as an Overlord. It is simply a col-
loquial title given by the population at large to a Bloodlord
who has greatly exceeded the number of cantons typi-
cally held. Currently, the seven Bloodlords referred to as
Overlords each hold more than four times the territory of
the next most powerful Bloodlord, so the distinction is
quite clear. As a rule of thumb, any Bloodlord with at
least 40 cantons is generally given the title of Overlord.
The seven Overlords of the city of Penance are listed be-
low, in order of power.

Lord ﬂ'rthI_i(‘\r‘\

First in the number of cantons held is the silver Overlord
Abbydon, a cruel and twisted taskmaster who believes
himself to be a god, forcing the population of his
bloodhold, Utopia, to worship him. Lord Abbydon’s body
and face are never revealed, as his countenance is deemed
sacred. Lord Abbydon has imprisoned roughly half the
population of his bloodhold. Abbydon controls 105 can-
tons in the southeast arm of the city, a newer portion built
outside the thickest part of the city’s Pedestal. Lord
Abbydon rules with an iron fist and by the powers of fear
and religion. He is known for his strict laws and cruel
punishments.

Lord Belus

Second in terms of land holdings is Lord Belus, an eccen-
tric and unpredictable human artist. Lord Belus is ambi-
tious, chaotic, and, his allies confess, completely insane.
In spite of this ‘insanity,” Lord Belus seems to be able to
rule his kingdom tactfully and with an odd yet benevo-
lent sense of justice. Lord Belus’ insanity is his chief
weapon, as most who challenge him become baffled and
disoriented by his methods. Lord Belus controls the
bloodhold of Illumina, consisting of 85 cantons in a newer
section of the northwest corner of the city. His territory
includes the broad Aegis river, which brings in much of
the shipping from the northern oceans,

Lord Mb"("i‘;

Third in power and prestige is Lord Narcis, a fat and lazy
nightling Overlord. Lord Narcis is a master of manipula-
tion and diplomacy. He retains his position simply by
pitting all those who desire his seat against each other.
Lord Narcis’ bloodhold, the Golden Shore, covers 75 can-

tons in the city center on the eastern shore of the Well-
spring. Lord Narcis” territory is the most free and cha-
otic in all of Penance.
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Penance’s fourth Overlord is Lady Megaera, a stalwart
and noble dover paladin. Lady Megaera is forceful and
determined to methodically sweep the city of evil. Her
forces grow through strong recruitment practices and
through the money that pours into her coffers from the
rich timber industry centered in her area. Her army en-
gages one canton at a time, either clearing out monsters
and restoring buildings for habitation, or whittling away
at minor Bloodlords. Lady Megaera’s laws are fair and
sensible, although inflexible and strictly enforced. Lady
Megaera controls 70 cantons in the northwest arm of the
city, referred to collectively as Hammerfall.

l ord Flala

The fifth most influential Overlord in Penance is Lord
Flollo, a kindly picker rogue who stumbled into his cur-
rent position nearly by accident. Lord Flollo was a rafter
whose exploits into the depths of the city allowed him to
acquire an impressive arsenal of powerful magical items,
With ambitions towards creating his own utopia, Lord
Flollo challenged the oppressive Bloodlord above him and
by a feat of chance, won. Flollo has imposed unusually
wise and beneficent laws for all under him, and the people
quickly began to recognize him as a kind and good leader.
His territory has been slowly expanding, more through
the efforts of his people on a crusade to free their op-
pressed brethren than by any plan of his own. Large
amounts of people also flow into the ruined areas on the
fringes of his bloodhold, renovate them, and name him
their Overlord. Lord Flollo now commands 65 cantons in
the center of the city, on the western shore of the Well-
spring, a place known as the Oasis.

The sixth Overlord in the city is the infamous faust, Lord
Mabon. Lord Mabon is a degenerate philanderer whose
rule appears mostly geared toward satisfying his own
twisted pleasures. Lord Mabon keeps the largest known
harem on the Forge, and his favored concubines are also
well trained killers and personal bodyguards. Lord
Mabon, in addition to being the city’s most formidable
gladiator and an astute observer of character, studies the
arts of chemicals, potions, herbs, and poisons. Mabon
answers nearly all challenges with calls for single com-
bat, and is considered to be undefeatable. Lord Mabon
commands the bloodhold of Blackwall, 60 cantons in the
southwest corner of the city. Blackwall is a feudal society
strongly divided between two classes of nobles and their
oppressed slaves. Lord Mabon is also the richest of the
seven Overlords, as he controls the traffic from Temper
along the great Xanthus, the largest river in the world,
which links the city of Penance with all three oceans and
the rich plains of Arena. Lord Mabon makes a great deal
of his money supplying the armies of Arena with food.




Lady Hyperia

The last Overlord in the city is Lady Hyperia, a vain,
egotistical, and cruel female elf. Lady Hyperia wields a
sharp tongue, and keeps her position with an incredible
ability to demoralize and cut down to size all who ap-
proach her. Lady Hyperia rules over Barrowhold, her 55
cantons on the north shore of the Wellspring. Her popu-
lation is said to contain some of the most unhappy, skit-
tish, and pathetic souls in the city.

Lord Pandarus

Officially, the most powerful Overlord in the entire do-
main of Penance is Lord Pandarus, the asherake master
of the City of Beacon, with his 140 cantons. However, due
to the distance of Beacon from the city of Penance, Lord
Pandarus is not directly involved in the city’s politics.
Many fear that once he secures Beacon fully, he will turn
his attentions to the larger city. The Overlords in the city
of Penance rarely speak of Lord Pandarus, and most citi-
zens believe they are intimidated by his military might
and ruthlessness.

Other Bloodlords

Sixty to 70 other Bloodlords, all less powerful than the
seven Overlords, operate in the city of Penance, scattered
throughout the territory of the city. Few of these minor
lords have the strength to take on any of the Overlords,
and so most spend their efforts either in renovating aban-
doned neighborhoods or fighting amongst themselves.
The two most powerful of these lesser lords are described
below.

The Alliance of Lord Penates

One exception to the competitive nature of the Bloodlords
is the powerful alliance of lords that has sprung up in the
southern part of the city to resist the encroachment of Lord
Abbydon. This loose and shaky alliance encompasses a
dozen different Bloodlords, controlling together 80 can-
tons. The unofficial leader of this alliance is Lord Penates,
a bold and wise human whose chief strength is in diplo-
macy and cooperation. He promotes the philosophy that
the Bloodlords should all be working together to achieve
a greater good than is be possible with them working
against each other.

Lady Salamis

The closest lesser Bloodlord to being considered an Over-
lord is Lady Salamis, a zealous human priestess who leads
her hordes of followers on an endless mission to conquer
and convert the entire world of the Forge to her faith. Lady
Salamis follows a complex monotheist religion that claims
that all other gods are false, and that worship and even
knowledge of them should be stamped out. Lady Salamis
controls 15 cantons deep in the northwestern section of
the Pedestal.

Laws of Penance

In every active canton of Penance, there are two separate
sets of laws in effect. One set of these is the Queen’s laws,
and the other is the code of the Bloodlord in control of the
canton. The Queen’s laws apply everywhere equally
across Penance, and they do not change. A Bloodlord’s
laws apply only among his holdings, but are his to create
and change at his whim, bound only by the fact that they
may not contradict the Queen’s laws.

The Queen herself is the sole enforcer of her laws and
they are not subject to any interpretation other than her
own. Punishment for breaking any of the Queen’s laws is
also dictated by her whim, but it is usually death. Many
fools believe they can break the Queen’s laws “since she
cannot be aware of every transgression.” Most forget the
Queen’s ravens are everywhere in the land of Penance,
and they see and hear an amazing amount of what oc-
curs. Even if something slips by their notice, others who
have witnessed transgressions of the laws often whisper
of it in the presence of one of the great birds. Besides, the
Queen’s laws are only concerned with the most impor-
tant aspects of the city and of its rulers, and such events
are not difficult to keep track of, as they are the subject of
much of the talk among the people. On rare occasions,
individuals break the Queen’s laws on purpose as a chal-
lenge to her, hoping to defeat her in combat. However, at
no time in recorded history has anyone bested her. He-
roes that try for such glory do so at their own risks.

Bloodlords are entirely responsible for enforcing their
own laws, and they can change them or neglect to en-
force them at any time. Bloodlords are, however, bound
by the Queen’s laws, and may not interfere with or break
them in any way. Fortunately the Queen’s laws are not
particularly intrusive. The most limiting factor of the
Queen’s laws with regard to the Bloodlords is they may
only apply their laws to the cantons officially under their
control.

Areas not under the control of a Bloodlord are bound
only by the Queen’s laws. Anyone entering such an area
is free to act however they please, but are not allowed to
profess that their laws are binding there. This is a diffi-
cult idea for many to grasp, and is probably the least un-
derstood of the Queen’s laws. The idea behind the law is
simply a formality, designed to prevent Bloodlords from
claiming territories that aren’t rightfully theirs. Many
squatters still do live under the shadow and threat of a
neighboring Bloodlord, perhaps even paying a “protec-
tion tribute”.

The Queen's Laws

The laws of Israfel, Queen of Penance are older than the
city itself. It is no longer known how they were first de-
clared to the early inhabitants of Penance, but it is easy
enough to look up these laws. Probably any library in
Penance, no matter how small, has at least one copy of
the Queen’s laws. Citizens are quite familiar with them,
and children are taught them as part of their education.
The text of the Queen’s laws follows. The laws themselves
are bulleted and italicized, and the interpretation of each
law, if applicable, by the scholars of Penance follows in
normal text.



s By my sovereign will I sever and divide this land of
Penance into the Cantons of the Queen. These bound-
aries I lay are beyond reproach and shall stand unal-
tered for all the time my power here holds sway.

e No canton but one whose citizens number more than
ten times ten times ten may bear a ruler, a lord of
blood. A single lord may hold countless cantons, but
no canton may ever be torn between lords,

Each canton in Penance may only be ruled by a
Bloodlord. If the residents of the canton (those whose
homes are located there) number 1000 or more, the can-
ton may have a ruler. A canton with fewer inhabitants
may not be governed.

®  No soul shall dare to proclaim a law over a canton
that does not bear a lord.

This edict has puzzled scholars more than any other.
The general consensus seems to be that “proclaim a law”
is a literal statement. Cantons without a ruler are consid-
ered lawless areas, where one may act on his own con-
science, but may not claim that any statement or writ of
his in any way constitutes a law binding that canton, or
that he is the master or governor of the area.

o At the time a canton doth ripen to bear a lord, any
humble denizen therein may proclaim himself, or one
already called lord of blood, as sovereign. The first
lord so named is held true.

History has made the Queen’s intent clear here. Any-
one in a canton with 1000 or more inhabitants that does
not have a Bloodlord may simply speak aloud that he, or
an existing Bloodlord, is the Bloodlord of the canton, and
so it shall be. Claiming oneself to be a Bloodlord when
one does not have the strength to defend the seat is a
death sentence. Most have learned to let the right-
ful lords lay their claims.

o A lord of blood is ordained the privi-
lege to proclaim the laws of his
heart over the sphere of his
own holding, with the pro-

vision that these, the
Queen’s laws, are kept sa-
cred.

Basically, a Bloodlord may set his
own laws for his own lands, and only
for his own lands. The only provision is
that the Queen’s laws must not be contra-
dicted.

o The right to proclain any law in this land of
Penance shall be borne by none save a lord of
blood.

“Proclaim a law” has the same meaning here as it does
above. Only Bloodlords may claim to set laws in Penx,
ance.

e 'Till his thread of rulership be cut short by the
power of death or the will of his heart, a lord of
blood shall remain sovereign. He who a lord of
blood has named heir shall carry forth his crown
in his passing.

The reign of a Bloodlord does not expire. If a
Bloodlord dies or resigns, the heir named by him
to replace him takes over his title. If no heir was
named or none exists, others may then lay claim
to the rulership.

*  Blessing may be given by a lord of blood to a rank
of heirs, limited not by number, but cast in strict
order. Stricken from the roll of inheritance shall be
any who by his own will injures the flesh of his lord.

A Bloodlord is allowed to name more then one heir,
and specify the order in which they are to be considered
for his title. An heir dead or ruled ineligible by account of
having helped to harm his lord is skipped, and the title is
given to the next in line.

»  Shall the flesh of a lord of blood be broken, save by my
touch or by the word of these my laws, must then the
injuring hand be cast out from its mortal shell and
left to drift in realms unknown.

This strict edict gives a sentence of death to anyone
who harms a Bloodlord, save another Bloodlord or his
agent, or through a proper writ of challenge or through
self defense (see below).

o A writ of challenge, formally scribed and delivered,
doth ordain the hand that crafts it to strike down a
lord of blood "kween a day and a fortnight following
the declaration. Both crown and land shall be wrested
by challenger victorious from the head of the slain.

Anyone, regardless of title, may issue a formal chal-
lenge to a Bloodlord. This challenge must be written,
signed, sealed, and delivered (though not in person) to
the lord challenged. A time period is allotted between a
day and two weeks after the challenge is received by the
lord during which time the author of the challenge may
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slay the lord without suffering the Queen’s death sen-
tence. If the challenger slays the lord within the time
period, he gains the lord’s title and holdings.

o A lord of blood may answer any challenge with same,
to enter into fair arena with his foe.

A lord may answer a challenge with a call for a fair,
open combat. This law makes it quite risky for a cow-
ardly assassin or poisoner to challenge a sovereign lord.
[f the lord has a champion, the champion usually takes
his place in the arena, unless the Bloodlord chooses to
fight on his own behalf.

e No lord of blood, nor any agent acting on his strict
command, shall be troubled to issue a writ of chal-
lenge. The life of a lord forfeited to another, through
self or through proxy, brings also both crown and land.

Bloodlords are considered to be in a state of perpetual
warfare with one another, and it is permitted for one to
attempt the assassination of another at any time without
issuing a challenge. A formal agent of a lord may fulfill
an instruction to slay another lord if specifically com-
manded to do so, and does not require issuing a chal-
lenge to do so.

e A single ally is permitted to be named by a lord of
blood as champion, and held a puppet for the life of
his lord. No lord of blood with proclaimed champion
may receive harm, save by the hand of the Queen. A
champion slain by challenge, or by lord or proxy of
blood, forfeits the crown and all holdings of his lord.
No force in Penance may bind a champion to his title
save the will of his own heart.

This law is complex, and supercedes several others.
Basically, if a lord names a champion, challengers and
opposing lords are required to target the champion in-
stead of the Bloodlord. Anyone legally slaying the cham-
pion gains the lord’s title and holdings. This law gives a
lord who is not skilled in combat the ability to rule un-
molested. It also allows Bloodlords to enter one another’s
lands and to conduct relations with one another in per-
son.

e The flesh of a lord of blood, newly named, shall re-
main unbroken for a half-day of sanctuary, save by
the hand of the Queen.

This period is thought to be intended as a grace pe-
riod in which a new lord is allowed time to name his heirs
and choose a champion.

o A battle willfully initiated with an individual by a
lord of blood doth forfeit all protection of the Queen'’s
laws from that foe toward his flesh ‘til the conflict
shall be brought to an end.

This law is essentially a self defense clause. If a lord
attacks an individual, that individual has the right to de-
fend himself, and to even slay the lord if necessary with-
out fear of the Queen’s death sentence. A lord slain in
this manner surrenders his title to his heirs, and not his
killer, unless the killer is a proper challenger, a Bloodlord,
or a proper agent of another lord. This law supercedes
the champion law.

e Not ‘till the sovereign lord and all claiming allegiance
to hint are borne away from a canton, may a new lord
of blood may be proclaimed there.

“Borne away” has proven to mean slain or physically
removed from the area. This clause allows Bloodlords to
lose part of their territory without losing their life or their
title. It also allows for legitimate revolutions to occur.

o An ombudsman may be elected by each craft in this
land of Penance as representative of its trade. No lord
of blood shall bar his ears to the counsel of one so
named.

A craft is understood as a generalized profession,
which has been named and enumerated by the traditions
of Penance. Large crafts, such as building, are often bro-
ken into regions; each division is considered a separate
profession and allowed a separate ombudsman. Regional
ombudsmen may only petition Bloodlords whose hold-
ings fall within their region. It is generally understood
that a Bloodlord will meet with an ombudsman when it
is reasonable for him to do so. If he is in battle, away,
asleep, or already occupied in an important matter, the
ombudsman may be asked to wait. Only deliberate and
intentional avoidance of an ombudsman constitutes a vio-
lation of this law.

o Never shall the Wellspring be claimed by any lord of
blood, nor shall it bear any laws, save that of the
Queen, and the edict that none may bring harm upon
or wrest property from another upon its bridges.

Essentially, no Bloodlord may proclaim laws over any
part of the Wellspring, including the waters of the Well-
spring, the sky above it, the Queen’s citadel, and the seven
bridges. Additionally, the bridges themselves bear a spe-
cial law —No one may harm or steal from another while
upon them.
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In addition to the ancient laws of the Queen, proclama-
tions are on occasion presented to the people of Penance.
These are just as binding as the Quegn’s laws, but they
are usually conditional and always temporary. The Queen
has never made any permanent changes to her laws.

When a proclamation is issued, the Queen stands at
the top of her citadel in the center of Penance, arms raised,
and speaks the proclamation in a loud voice. Through
some inherent magic of the land, at such times all within
the domain of Penance are able to hear her voice loudly
and clearly.

Proclamations are rare, and many lifers never hear one
in their whole span of existence. Most proclamations is-
sued exempt a particular individual from some of the laws
or they close off particular areas from mortal trespassers.
The most well known proclamation in the city regards
the bard Odyar Khan, who is exempt from all Bloodlords’
laws and cannot be harmed by them or their minions un-
der the sole condition that he has no ambition toward
becoming a Bloodlord himself or toward taking an active
part in the conflicts of the Bloodlords. Other well-known
current proclamations apply to Queen’s Green, and to the
Hub Tavern.

L aws of the Bloodlords

Every Bloodlord has free reign to create the laws that gov-

ern his holdings, as long as they don’t subsume the
Queen’s laws. A Bloodlord need not proclaim any laws



at all, or he may apply different laws to different cantons
within his area of control. A Bloodlord’s laws are only as
binding as he is able or willing to enforce them. The Queen
never enforces a Bloodlord’s laws, nor will other
Bloodlords typically. Many Bloodlords have arrange-
ments with one another allowing for the extradition of
criminals between the two lord’s holdings, although some
lords simply ignore such pleas. Bloodlords are, of course,
not required to be bound by their own laws, although the
level of abuse of such kind varies greatly from lord to
lord.

Over the long history of Penance, the laws proclaimed
by the Bloodlords have changed and evolved greatly.
However, a small core set of laws have emerged over the
years, and are considered by most in Penance to be the
traditional laws of the city. These six core laws are al-
ways in effect in all active cantons unless a notice is posted
otherwise on the borders of the area. These six laws have
survived over the ages, as they benefit both the Bloodlords
and the people under their dominion. Bloodlords who
overturn the core laws of the city often find themselves
with a rebellious or fleeing population on their hands,
typically cutting short their expected reign. Any additions
or variations to the core laws by a Bloodlord also are tra-
ditionally posted at the borders of all areas to which they
apply. Refer to Chapter 7: The Bloodholds and the sec-
tions on each Bloodlord for specifics on additional laws
or exceptions in each area.

The Six Traditional Laws of Penance

[tis forbidden to murder, rape, abduct, torture, enslave, or maim
another individual. This common law, disliked by many
Bloodlords, stands nearly everywhere in the city of Pen-
ance. This law is what attracts people to live under
Bloodlord rule in the first place. A few foolish Bloodlords
ignored this law only to find that their people quickly
fled the area, leaving it deserted and costing the Bloodlord
his title. Some Bloodlords set aside a particular canton in
their holdings wherein this law does not apply. Such ar-
eas often leech the worst elements of society out of other
holdings, minimizing their impact, and significantly drop-
ping the overall crime rate.

It is forbidden to take or destroy the property of another
against his will. This common law also stands nearly ev-
erywhere, much for the same reason as above.

Destruction of public property is forbidden. This law
stands in all holdings in the city, and includes such things
as vandalism and graffiti. No Bloodlord wants his prop-
erty damaged any more than it already is (either dam-
aged by time or by the Bloodlord’s rise to power).

Excessive and unnecessary pollution of lands and waters is
forbidden. This law stands in nearly all holdings in order
to protect the people within from health concerns and to
prevent major areas from becoming undesirable to their
inhabitants. The interpretation of excessive and unneces-
sary varies from Bloodlord to Bloodlord. In general,
dumping hazardous waste in the river is outlawed, while
spilling a pitcher of ale is not. Acts such as urinating in an
alleyway fall into a grey area, and are enforced by one or
two of the most draconian lords, but not by most.

Agents of foreign Bloodlords must be clearly marked as
such at all times. Unmarked agents are considered spies
and are subject to arrest. This law stands in all the
bloodholds of Penance. Agents’ marks are badges bear-
ing the symbol of their lord, which they must wear openly
whenever in any bloodhold not ruled by their masters.

All citizens must pay a tax to their Bloodlord. All
Bloodlords tax their citizens as payment for the protec-
tions, laws, and law enforcement of a canton. Taxes are
setare at a flat rate for each citizen, one’s occupation, age,
and relative fame being factors that determine the rates.
Such taxes often end up at roughly 10 percent of one’s
income, although the rates vary from lord to lord. Taxes
are typically collected quarterly in the city. Tax codes are
not complex, few exceptions are allotted, and often the
simple knock on the door and the greeting of “You must
now pay this listed amount” is all the warning a citizen
of Penance might expect. Ombudsmen play a key role in
the negotiations of tax rates, while bailiffs often take on
the roles of tax collectors.

Law Enforcement

Bloodlords are responsible for the laws and their enforce-
ment in their holdings. The lords have as much an incen-
tive to enforce the laws as they do to declare them in the
first place. While definitely corrupt in many places, the
laws are enforced nearly everywhere.

Traditional law enforcement in Penance involves the
judges. Each judge has the final word when it comes to
the law in his canton, wherein he is literally judge, jury,
and executioner. A judge polices the canton, interprets
the laws, apprehends violators, and metes out justice.
Judges receive funding from their Bloodlords to protect
their cantons. A few judges prefer to keep this commis-
sion and work alone, but most choose to hire bailiffs as
assistants to help fulfill their duties. Though judges have
free reign to conduct their affairs, they still must answer
to their lord, who may replace them or punish them at his
whim. It is in the best interest of a judge to do a good job
in accordance with his master’s wishes.

Bailiffs fall usually into one of two categories. The first
are those that are given the same powers as judges, and
simply serve to help a judge cover more ground than he
would on his own. The second type have only the power
of arrest people, and must bring all major offenders (those
whose punishment cannot be covered by a mere fee) be-
fore their judge to be sentenced.

Judges and bailiffs wear badges or other symbols that
mark their ranks while performing their duties. Most en-
forcement officials patrol on their own, and are extremely
well trained and intimidating individuals. (Many in this
profession have taken several levels in the vigilante pres-
tige class.) While judges often become well-known and
respected (or notorious and feared), bailiffs traditionally
work in disguise or in masks and robes to keep their iden-
tities secret. They only reveal their badges of office when
making an arrest. This custom reduces crime by impart-
ing fear into criminals’ hearts, as they never know when
the eye of the law is upon them.

Sentences in Penance are simple and direct. Minor
crimes (typically the non-violent ones) are punished with
fees or with community service. Those who cannot pay

(£




the required fees are put into the

public stocks and are mocked for a
few days, depending on the severity of
the crime. Other crimes, such as brawl-
ing or torture, receive punishments of
public flogging. Serious crimes, such as
murder or espionage, get severe pen-
alties such as imprisonment, exile, or
death. Sentencing varies widely from
lord to lord. Lord Flollo, on one end of
the scale, favors fees and short prison
stays with mandatory reform pro-
grams, while Lord Abbydon prefers
flogging, life sentences, and death. Lord
Mabon has his own disturbing ideas
about punishment, while Lord Belus
much prefers the sentence of exile. A
judge incapable of arresting a particu-
larly dangerous individual within his
canton may apply to his Bloodlord for
military assistance. Bloodlords with a
large number of holdings often appoint
someone as the lord high executioner.
This individual is a filter between the
judges and the Bloodlord and has the
power to direct the judges and law en-
forcement of the bloodhold without
having to consult the lord save in ex-
treme circumstances.

Prisons are generally small and
rarely used in Penance. Most judges
consider them to be expensive and in-
effective means of punishment. Most
cantons usually have one building
called a courthouse where the judge
and the bailiffs meet, and each court-
house has a small wing of cells. Prison-
ers are kept here for short term sen-
tences or to await delayed judgments.

Long term prisoners are usually
shipped off to one of four indepen-
dently-run prisons operating in Pen-
ance. These bastilles are large and
dreary complexes which accept prison-
ers from any of the Bloodlords. They
charge a single fee up-front for storage
of an individual, and the fees rise or fall
based on the term of stay and the per-
ceived danger of a prisoner. Bloodlords
like to use the bastilles, as they are
cheaper and much less of a hassle than
maintaining one’s own prison. The
Lords Mabon, Abbydon, and Hyperia
each administer one of the city’s four
bastilles for profits rather than any
sense of civic duty. The fourth, located
far to the north, is administered by Lord
Pandarus on the outskirts of the city of
Beacon. Political prisoners and spies
are frequent “guests” in the bastilles
where they are kept under strict guard
until they divulge their protected in-
formation. A few poor souls have the




pleasure of being interred for life here, and are typically
kept together deep in the bowels of the bastilles, where
they never see light of any kind. What passes as their food
and drink drops into their cells from holes high above
them, and it is often garbage from the city, which the
bastilles are paid to collect.

Exile is an ancient and rarely used punishment in Pen-
ance. Designed to punish a wrongdoer with a lifetime of
shame and wretchedness, it is normally reserved only for
traitors. A magical iron permanently brands an arcane
mark onto an exile’s face. This magical brand cannot be
healed or removed, nor may it be covered up by mun-
dane or magical disguises, even illusions. The brand for-
ever glows though any covering with its cold blue glow.
Anyone with such a mark cannot enter any Bloodlord’s
territory under punishment of death. Nearly all
Bloodlords in Penance honor the brands out of tradition
and because those branded are dangerous and untrust-
worthy traitors. Irreproducible by any living beings, the
ancient brands of Penance are rumored as Israfel’s cre-
ations, but none can say for sure. These brands are arti-
facts, and out of the original seven known to exist, all but
three have been lost or destroyed over the ages. Currently,
Lord Belus, Lord Narcis, and one minor Bloodlord each
have possession of one of the brands. Each brand imprints
a different symbol, none of which appear to have any in-
herent meaning, but all are now considered marks of true
shame.

Laws and the Maze

While the lost city (the unoccupied ruins) is not part of
any Bloodlord's holdings, and therefore not subject to any
of their laws, much of the undercity, or Maze, as it is called,
arguably is. Geographically, the Maze under a Bloodlord’s
land is within his boundaries, and politically subject to
his laws. However, for the most part, the Maze is
unpatrolled by judges and bailiffs, and infringements oc-
curring there often receive a blind eye. The Maze is ex-
tremely dangerous, and those entering it take their lives
into their own hands. A few high profile murders and
assassinations that occur in the Maze are infrequently
prosecuted, but most mischief and mayhem that happens
there is ignored. Most judges are, in fact, quite loathe to
enter the Maze and rarely pursue criminals far below the
surface of their canton.

For purposes of the game, GMs should assume that
any actions that happen in the undercity are not going to
be prosecuted unless they violate the Queen’s laws, di-
rectly involve Bloodlords or their officers, or affect a
canton’s surface in some way (causing a building to col-
lapse, for example).

ity Organizations & Guilds

Beyond the official rule of the Bloodlords, other impor-
tant organizations operate in the city of Penance, some
legal, and some less so. The organizations are the only
non-governmental channels through which large-scale
change can be effected in the city. City organizations range
from simple community clubs up to the important guilds
or down to vicious crime-rings. The most well-known city
organizations are detailed below.

Guilds exist for the benefit of workers throughout
the city. Each major profession typically has its own
guild, and a guild functions both as a labor union and as
a school for training workers in the profession. Guild lead-
ers are ombudsmen, and they serve to make all the major
decisions for a guild. Ombudsmen have access to their
local Bloodlords in order to petition them on the guild’s
behalf. For the most part, ombudsmen are respected and
heeded, as a Bloodlord who ignores a guild’s requests
often has ugly labor strikes on his hands. Guilds do not
necessarily follow the same political boundaries that the
Bloodlords do; most guilds span multiple bloodholds at
once. Guilds do not typically have citywide influence as
the size of the city makes such organizations difficult to
manage. Five different guilds, for example, may be orga-
nized for the same profession in five discrete parts of the
city.

Major guilds in Penance include the guilds of the car-
penters, stonemasons, blacksmiths, cooks, sanitation
workers, sculptors, musicians, taxi drivers, and engineers.
Guild membership for workers in a profession is almost
always optional, and most guilds do not harass non-mem-
bers except during a strike. Workers often join a guild,
since membership offers great benefits from the services
and advice of the ombudsman to free education and train-
ing in one’s profession. Guilds also get jobs for their mem-
bers, since citizens in need of services go to the appropri-
ate guildhouse and request a worker. Guilds also certify
their workers, verifying to employers that a particular
worker has a particular skill set and amount of experi-
ence. Guild membership is typically paid in small monthly
fees equaling five percent of the profession’s average sal-
ary. A few of the guilds in the city that don’t fit the typi-
cal mold are detailed below.

Rafters' Guild

One of the more unusual guilds in all of Penance is the
Rafters’ Guild. A rafter is a stealthy and curious figure
who explores and studies the vast catacombs beneath the
city. Many rafters make a living as guides, taking rashers
and mercenaries deep into the undercity for generally
hefty fees. The rafter’s guild offers a very unusual train-
ing program, as it takes apprentices through sections of
the undercity specially arranged with traps, collapsing
floors, strange treasures, and illusory monsters.

In addition to hooking up citizens with qualified
rafters, the guild and guildhouse serve as a bazaar for the
wide variety of artifacts discovered or dredged up by the
guild members. Rafters who belong to the guild may leave
their findings and desired prices with the guild, which
then sells the items in the guildhouse store and then de-
livers the payment to the rafter. All the rafters” guilds in
the city take a fee for the transaction of around five per-
cent of the sale price.

The rafters’ guilds also collect a great amount of his-
torical information and maintain sizable libraries of both
discovered books and unearthed information. The guild
libraries are frequented by sages and historians, any of
whom can peruse the recent findings and put in requests
for particular information or areas to be investigated or
explored. Use of the rafters’ guild library is generally
limited to those who pay a daily fee of 1gp.



There are five autonomous rafter’s guilds in the city.
The first lies in the northwest corner, servicing Illumina
and the surrounding area, including the territory of lady
Salamis. The second is located at the northern end of the
Golden Shore, serving a wide area including that terri-
tory as well as Barrowhold. The third is in the northeast,
serving Hammerfall and the nearby areas. The fourth and
largest guild, led by the famous delver and prince, Ness
Panthus, is located in Oasis, serving a broad area includ-
ing the entire Alliance. The last and smallest rafter’s guild
in the city serves only Blackwall and the territories of a
few neighboring lords.

Healer's Guild

Another unusual but common guild in the city is the Guild
of Healers. Members of this guild are generally clerics or
druids, typically of good or neutral religions, who wan-
der the city and offer healing services to those in need.
Healers demand a specific fee from their patients before
performing any services, often padding the prices for
those in desperate situations. On rare occasions, a healer
provides a free service, but such charity is rare. It is tradi-
tional in Penance for all healers to work free of charge on
the first day of every year, as a celebration of rebirth and
regrowth.

Each healer’s guild is a secular organization with or-
ganizational services and standardized fees collected by
healers. Standard healer’s guild fees equate to 10 gp mul-
tiplied times the healer’s level and again by the spell level
(i.e. a cure light wounds spell costs ten times a caster’s level
(Lvl 1 spell)). The guildhouse also acts as a hospital and
infirmary, where seriously-ill patients rest while healers
perform their duties.

Many healing guilds also offer insurance services,
whereby citizens may pay the guild a small monthly fee
to then use the services of any guild members either free
of charge or at significantly reduced prices. Most insur-
ance claims are limited to a number of visits per month or
to cases of emergency only. The most common insurance
plan costs 250 gp per month and allows unlimited access
to curative spells at 10 gp per spell level. Restoration, re-
move, and regeneration spells are available at 20% off that
regular rate. A premium plan costs 800 gp per month and
allows unlimited access to free cure spells. Up to four free
castings of the higher level spells are available each month.
After the first four, any further castings are available at 8
gp per spell level of the spell. Resurrection magics are
rarely, if ever, offered under healing guild plans.

Each healer in the guild is allowed his own religious
beliefs. Penance has temples, but few are particularly
large, as the populace worships thousands of different
gods. The healer’s guild is one of the ways by which Pen-
ance tries to stabilize the scattered nature of religions in
its lands. Most healers worship good-aligned gods and
are willing to work with an organization that serves the
common good, even if not directly controlled by their god.

Due to the patients’ needs for access to the
guildhouses, there are a large number of healer’s guilds
all across Penance, often one found in every bloodhold
containing over five cantons. A gentlemen’s agreement

among the various healers’ guilds allows one’s health
insurance policy to be honored at nearly every

guildhouse. Receiving healing based on falsified insur-
ance documents is considered theft, and those found out
are turned over to the local judges for sentencing.

(rime Syndicates

Crime syndicates abound in the great city of Penance, and
are nurtured and sheltered by the nigh-endless miles of
ruined neighborhoods and underground catacombs
throughout the city. Some syndicates are run openly and
legally by Bloodlords making their fortunes through skull-
duggery. Many others are true crime rings with a secret
or well-protected leader and agents secreted among many
different bloodholds. Leaders of such groups are referred
to as talons, and are said to have a powerful, yet imper-
ceptible, influence over the fate of the city.

Crime syndicates in Penance are not guilds, and are
not run like a lawful organization, but are more like small,
underground bloodholds. Crime syndicates manage to
skirt the Queen’s laws by not proposing laws or rules,
but by having the members mutually agree to do what
the talon says. This makes politics within the syndicates
very volatile and ephemeral, as talons do not have the
protection of the Queen to back up their suggestions and
wishes. Talons who fall out of favor with their men are
quickly killed or replaced without ceremony.

Occasionally, a crime syndicate in the lost city gets
large enough that the talon is able to declare himself a
Bloodlord, and thereby turning the crime syndicate into
a canton’s legitimate government. Some of the most pow-
erful Bloodlords in Penance achieved their start in this
manner, including Lord Atticus Narcis.

Band of the Red 5un

The largest crime syndicate in Penance is the Band of the
Red Sun. This ring of spies and thieves specializes in black-
mail, espionage, kidnapping, and smuggling. The oft-
called Red Band stays above the law as it is an official
branch of Bloodlord Narcis’ government. The band oper-
ates out of a decreed lawless area in the Golden Shore
referred to as the Golden Ghetto. The Ghetto is walled off
from the rest of the bloodhold, and Lord Narcis gives the
band free rein to do whatever they like within the walls
as long as they pay him a sizable tribute each month and
focus their criminal operations on other parts of the city
outside of his control.

Lord Narcis himself created the Red Band, though he
promoted a nightling named Sestos Malvacius to become
the talon when he acquired the Golden Shore. Malvacius
directs the band’s operations as if they were a large busi-
ness. Narcis and Malvacius put up a constant show of
being bitter rivals and enemies, whereas in reality they
are financial partners and tight friends. Narcis gives
Malvacius protection from other Bloodlords and
Malvacius funnels profits to Narcis as well as conducting
espionage and assassinations for him.

The Red Band currently runs one of the most profit-
able operations in Penance, and its leaders and chief agents
are all quite rich. The band makes most of its profits from
kidnapping people from all over the city and selling them
into slavery in Blackwall. Blackmail also accounts for an-
other large portion of their profits. The Red Band has in-



formants all over Penance acting as moles, who are placed
in positions of high power. They merely watch for im-
portant information, which they then pass on to their Red
Band contacts. In addition to hush money, the band often
acquires revenue from Bloodlords who desire informa-
tion about their rivals. In this way, the Red Band effec-
tively functions as a spies-for-hire organization. Of course
all information gathered by the band eventually is fun-
neled into the ear of Lord Narcis, but this is a well pro-
tected fact.

The location of the Ghetto is well known, but is well
protected by both Narcis” army and the Red Band mem-
bers themselves. The Red Band'’s canton covers roughly
two square miles and is an unusual muddle of ruined
hovels, shady taverns, crooked gambling dens, and fine
mansions. Anyone who enters the ghetto must pay re-
spect to the Red Band in one of three ways: Swear alle-
giance to the band; offer information or request their ser-
vices; or have one’s throat cut and purse stolen. The
Golden Ghetto is considered to be the most dangerous
place in the city, and many brave warriors and stalkers
draw the line at its gates.

The population of the Ghetto numbers roughly 60,000
inhabitants, of which about 20,000 are members of the Red
Band while the rest are either slaves, servants, children,
or simply living trash, be they slovenly criminals, drug-
addicts, transients, prostitutes, maniacs, or all the above.
In addition to those living in the Ghetto, the band has
hundreds of agents living elsewhere in the city, acting
alongside their uncounted network of freelance infor-
mants who have no official connection with the band but
who are highly paid for any information they deliver to
Red Band agents.

Society of Ragemaidens

One of the more unusual crime syndicates in Penance is
the Society of Ragemaidens. The Ragemaidens are the
brainchild of the infamous Briseis Sigurne, and they are
dedicated to liberating women the city over from their
oppressive mates and masters. Ragemaidens are militant
and ruthless, and generally act suddenly and without
warning.

The Ragemaidens routinely assassinate both men and
women who they deem to be abusers of women or men-
aces against their cause. The maidens also sometimes stage
rescues (i.e. kidnappings) where their agents raid homes
or palaces and carry off oppressed females. Freed women
arrive at the Ragemaidens” headquarters, where they re-
habilitate and indoctrinate them with the group’s tenets.
Most of the women rescued in this way join the society
and train to be operatives, learning martial skills along
with more underhanded methods as ways to vent their
own personal rage.

The women are not shy about stealing goods and
money from those they kill in the name of freedom, and
this is their chief method of funding. The society occu-
pies a hideout somewhere in the undercity, and its secret
location is highly protected. Most guess its location to be
in a large ruined area several miles northeast of the bor-
ders between the Golden Shore and Barrowhold. The route
to the hideout is complex, and well-guarded, so that even
those brought there are unable to find their way back.

Stalkers and rafters that shadow a ragemaiden to her
home must navigate many traps and hazards, and very
rarely return unscathed if at all.

The Ragemaidens deem Lady Hyperia their greatest
enemy. Her uptight society in Barrowhold leads to a great
deal of repression and oppression of women. Most
ragemaiden operations are carried out in Barrowhold,
with smaller percentages occurring in Hammerfall and
the Golden Shore. Briseis Sigurne is on good terms with
Lord Narcis, and rumors abound that he helps fund and
protect the society in return for their continued focus on
his rivals” territories.

Few know how the maidens learn who might be in
need of liberation. Most theorize that they have a deal
with the Band of the Red Sun, whereby Red Sun agents
do the research to them, and sell the society a list of names
and addresses each month. Each recently freed woman
quite probably can name several others in need of the same
kind of assistance, and both sources create a web of tar-
gets to free or avenge.

The £rrant Palading' Society

An unconventional secret society has developed as a bal-
ance against the crime syndicates in the city of Penance,
but since it acts outside of normal rules, it is a criminal
operation just the same. The Errant Paladin’s Society is a
highly guarded band of brethren whose identities are all
unknown, even to each other. Their purpose is to further
the cause of justice and righteousness in the city, whether
by thwarting a criminal deal, destroying a crooked busi-
ness, or unseating a despotic Bloodlord.

Members of the society function in independent cells,
each cell unaware of the activities of others. Directions
come “from above” through a complex pyramid of con-
tacts, and each cell only knows of their own direct con-
tacts. The supposed mastermind of the operation is a
mysterious character known only as the Lost Knight. The
Lost Knight creates a plan and then passes it on to his
contacts, who then pass it along to theirs, and so on, until
it is spread to the paladins themselves. The paladins al-
ways act in disguise, so it is impossible for even them to
know whether anyone they meet is a part of their broth-
erhood save their immediate partners in their cells. The
largest cells limit themselves to three or four paladins,
but most cells are no more than a lone paladin.

The network of Errant Paladins extends throughout
the city and none know how many are among their ranks.
The paladins never broadcast their operations and they
are responsible for many more attacks than they ever re-
ceive credit. The society’s existence has only been con-
firmed through the confessions of captured paladins. The
first known action of the group occurred over seven years
ago though the organization existed long before then. Ac-
tions of the society have been recorded all over the city,
including in all of the major bloodholds.

Since information only flows down the chain of com-
mand, it is difficult to trace the web back upwards. If a
paladin or a whole cell is ever exposed, it is immediately
cut off and receives no further correspondence. Paladins
organize as either contacts or agents. Contacts are mem-
bers who do not participate in attacks but serve only to
pass on information. Contacts cannot participate actively
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for fear that they might be captured and their agents Recruitment practices of the paladins are varied, and
below them exposed. Agents are the ends of the chain, secretive. Most guess that contacts observe prospective
members of the society who are expected to act on orders  agents carefully before approaching them, so as to fully
and have no other agents beneath them. ascertain their characters. Contacts always approach pro-

Agents are contacted almost exclusively through the  spective members in disguise, and their true identities are
city post, and their orders are cleverly coded so as to pass  never revealed. Members receive no payment for belong-
inspection. Each agent and cell contact is given his own ing to the organization. The only reward is their knowl-
special personal coding system, so that if one is ever deci-  edge that one is standing up for what is good and right.
phered, the entire organization cannot be unraveled. Most
believe the Lost Knight himself, as well as the higher con- : :
tacts in his web, do}gs not use the mail to clelivfr orders, O"hé‘r Or‘qah'za-‘- 'Ons
but instead relies on magical means like sending spells.
This makes it extremely difficult to track the knight or
to discover his identity.

The society stays ahead of its enemies by acting
only on rare occasions. The paladins lie low for long
periods of time, and then suddenly act en masse with
all cells in a particular area showing up at once
and following very particular sets of instruc-
tions. The long periods of inaction frustrate
local governments and crime syndicates
from uncovering the paladins” move- §
ments, as the society simply doesn’t ex-
ist when there is no active mission. Even
from mission to mission, only random
agents are employed, so sleepers of-
ten don’t get information they may
be expecting. All paladins take a strict
vow of confidence, and refuse to give
up their knowledge of the society, even
under pressure of torture.

Agents receive specific and seem-
ingly bizarre instructions which nearly
always include a specific place and
time. Each cell or each agent gets a
different set of orders. One agent
may be instructed to snatch a
purse from another agent or-
dered to scream that she has
been robbed. This creates a
distraction that allows
other agents to slip in-
side a guarded building /
and set it on fire. No
agent receives more
than his specific task, so
no one knows the entire
picture until the action is
complete. In each opera-
tion, there is a duplication of each
task in order to ensure success, but
there are a number of red her-
rings in place as well, both to
protect the paladins from ap-
pearing too organized and to con-
found the authorities and criminals alike. neighborhood in good shape. A com-
The purse-snatching incident may be staged in an- munity center may arrange a litter pickup day,
other part of the Pedestal away from the main action to  or a painting day, where signs and fences are put back
allow the authorities to get hold of the orders and then  into order and graffiti is covered up. Community groups
set up an ambush in the wrong place. New recruits al-  do not generally collect dues, but instead make money
most always receive red herrings and decoy duty for their  through charity or fund-raisers, such as neighborhood

first few missions to test their allegiances without en-  dances and banquets.
dangering the society as a whole.

Besides the governments, guilds, and criminal

groups, a number of other organizations are

found throughout the city. Most of these are

small, local groups formed to further a particu-

lar cause or idea, while others operate more like

businesses to make a profit. The most common
of such organizations are detailed below.

CIUbs

. \“‘- \\ The city of Penance has clubs nearly
= cverywhere in its inhabited regions.
Most are entirely harmless, and serve
only as a means of entertainment for
the people. Reading groups, chess
clubs, writers’ networks, orgy
groups, sports leagues, and fight
circles are all common types of
clubs in Penance. These clubs
meet regularly (weekly be-
ing most common) at a
rented location to par-
ticipate in their chosen
activity. Club members
either pay a monthly
membership fee or an
entrance fee at each
event they attend.
Many businesses in
the city make a
profit renting out
multi-use spaces
to all numbers
of groups, in-
cluding those
planning sin-
gular events
like weddings
and parties.

Community cen-

ters are a slightly differ-
ent type of club. These
centers are service clubs,
organized to keep a particular




City Post

The Penance City Post is less an organization than a le-
gitimate private business. The post has centers located
throughout the city, and a broad network of employees.
For a fee, the city post delivers letters and packages to
any legitimate addresses inside the city limits. Fees are
reasonable, and generally consist of a silver piece for de-
liveries within a single canton, five for deliveries within a
bloodhold, and one gold for deliveries to other bloodholds
within the city. Packages can also be delivered to the other
cities in Penance, as well as to some of the border towns
in Wildwood, but such shipping costs at least five gold
pieces. Fees increase for particularly heavy or bulky pack-
ages.

The post does a reasonably good job of delivering the
mail in a timely and accurate fashion, although most ad-
vise that anyone with a particularly valuable or impor-
tant package ship it in person. The city post is not respon-
sible for lost or mishandled items, unless it can be proved
that the mishandling was done maliciously and not
through mere negligence. The city post makes a point of
not opening sealed packages, although they are required
in some areas of the city, notably in the bloodholds of
Mabon and Abbydon, to allow the government access
search through the mail as it enters its domain.

The city post has been operation for thousands of years
in the city. Currently, post headquarters are located in
Barrowhold. The current head of the City Post is a
chromithian by the name of Nethenis. The City Post is an
extremely lucrative business, and its owners are some of
the richest merchants on the Forge.

L obbyists

Professional lobbyists are essentially organizations for
hire. Citizens who wish to petition their Bloodlord, but
who do not have the time to stand in line or the under-
standing of how to file the proper paperwork can hire a
lobbyist to pursue their cause for them. Lobbyists have
good political connections and excellent negotiation skills.
They also understand the system extraordinarily well (at
least within each bloodhold). In some places like Blackwall
(where access to the Bloodlord is limited), the lobbyists
even have formed their own guild to gain an ombuds-
man and thus gaining access under Queen’s law.

Fees for lobbyists vary from bloodhold to bloodhold,
depending on how complex the laws are. In the Oasis or
the Golden Shore, lobbyists can be rented for only 50gp
per day, but in more controlled areas such as Barrowhold
or Blackwall, a good lobbyist may cost upwards of 500gp
per day.

Religious Groups

In addition to the many secular organizations in Penance,
there are a large number of religious groups and sects.
Religious groups vary greatly in their actions and pur-
poses, depending on the chief beliefs of the church in
question. Nearly all such groups are small, encompass-
ing but a single temple. Exceptions are few, though they
happen most notably when a zealot becomes a Bloodlord
and begins mass conversions of the people to a single re-
ligion.

Places of Penance

In a city the size of Penance, the numbers of different lo-
cations accessible to a visitor are essentially limitless. This
manual can only hope to detail the most well-known and
exceptional of such places. To such ends, places in the
city have been broken down into a few basic categories.
These are the bloodholds, the Wellspring, the ruined ar-
eas, and a few rare neutral zones. Details for each cat-
egory are provided below.

The Bloodholds

The bloodholds of Penance are the occupied areas of the
city where people live, work, and die. Most occupied can-
tons in the city of Penance are extremely crowded, con-
taining over forty-two thousand souls on average. Build-
ings are built high and are tightly packed together. Single
houses with private yards are very rare and only very
rich citizens dare to dream of such luxuries.

Streets in occupied areas are well-traveled and bustle
with foot and kith traffic at all times of the day. The up-
per levels of buildings become residential units, while the
lower streetside levels are generally places of business
and commerce. Cafés, taverns, and restaurants can be
found on nearly every block, just like outlets for grocer-
ies, clothing, and various household goods. Small theatres
and other places of entertainment are common as well.
Smaller businesses do not even necessarily have a per-
manent space, operating right on the street, whether from
a cart or kiosk or simply a lone hustler. Neighborhoods
are relatively insular, as most people in the city tend to
work within a few blocks of their home, and many people
rarely leave the ten-block radius surrounding their place
of birth.

The shape of the city is unusual, mostly due to the
ruins upon which the city is built. The city does not age
uniformly, and only the richest areas of the city look like
a normal city with straight paved streets and level build-
ings. Most areas are bizarre three dimensional mazes of
plank streets, all at different levels, with rope or wooden
bridges, stairways, and ladders, connecting them one to
another. The city has the general appearance of being ex-
tremely hilly, but there are no real hills here, only layers
upon layers of buildings and streets. Specific areas within
the bloodholds are detailed in Chapter 7: The Bloodholds.

The \Nellspring

The largest area in all of Penance that is permanently free
from the rule of the Bloodlords is the Wellspring, which
includes the Queen’s citadel and the bridges that connect
it to the city. The circle of the Wellspring is not divided
into neighborhoods, and is not open to rule by a Bloodlord.
The spring is considered property of the Queen, and is
subject to no laws other than her own. While an edict states
that no one is allowed to physically harm or steal from
another while upon the seven bridges of the spring, the
rest of the Wellspring is basically a lawless area.
Because of the heavy shipping traffic on the water,
piracy is a concern, so the navies of the Bloodlords whose
territories abut the Wellspring (Flollo, Narcis, Hyperia,
and a few minor lords) patrol it anyway. These patrols




do not pretend to enforce any laws, thus avoiding an-

gering the Queen, but offer military help to anyone who
requests it, typically by fighting off pirates. The navies
patrol the Wellspring out to about three miles from shore,
which is where nearly all the traffic is found. Anyone sail-
ing closer toward the center does so at their own risk.
Occasionally, conflicts between lords flare up, and the
navies clash here on the waters of the spring, often with
great destruction and loss of life.

The waters of the Wellspring are warm and fresh and
constantly renewed by a giant geyser at the center of the
great lake. As the city has risen over the years, so has the
Icvcl of the ‘t'\"ellhl:nnn;1 itself to fill the increasingly higher
walls of its basin. The floor of the Wellspring is far below
the surface, over a quarter mile deep at all points and the
depth increases steeply as one sails towards the center.
The central square mile of the lake floor, from which the
great geyser erupts, is over a mile deep, and is entirely
unexplored, as the pressure and heat make it all but im-
possible for any creature to approach. In fact, boats and
ships are unable to sail within two miles of Israfel’s cita-
del, as the roiling water there is entirely impassable. Also,
approaching too close to the citadel often draws the
Queen’s attentions, and rarely in a good way.

As arule of thumb, shipping traffic tends to stay within
a few miles of shore so as to minimize the risk of capsiz-
ing due to stray waves from the geyser, and to remain
under the protection of the navies. As a testament to these
dangers, the bottom of the Wellspring is covered in ship-
wrecks as well as a variety of other debris dumped there
over the ages. In this manner, the floor of the Wellspring
resembles the city itself, as in many places, shipwrecks
and coral combine to form layered strata. Despite the
imagined treasures on the bottom of the great lake, few
rashers explore there, as the pressure is too great for most
species to survive without special protection. There’s also
the matter of an uncatalogued horde of horrible sea mon-
sters dwelling amongst the depths here.

All the waters of the Forge begin here at the Well-
spring, and there is pressure enough to raise the waters
indefinitely as long as the city continues to grow. Israfel’s
citadel floats upon the surface of the water at the center
of the Wellspring, even though it is anchored by heavy
chains to the bottom. Over the ages, the slack in the chains
has increasingly been taken up as the city has risen. Cur-
rently, the chains are nearly taut. It is unclear —and a sub-
ject of much discussion among the scholars of the city —
whether the chains will hold or snap if the water con-
tinue to rise. Both scenarios have been favorite topics of
prophets, doomsayers, and seers.

The retaining walls of the Wellspring are sturdy and
thick, although historically not without breach. A breach
is a major concern for the city, as not only would the
Wellspring be in danger of dropping in level, but por-
tions of the undercity could be flooded. Though few in
Penance are in danger of drowning, submerging the Maze
is still quite a cause for concern, as the water would greatly
weaken the supports beneath the upper city itself. The
city of Penance has not seen a breach in the Wellspring in
nearly 10,000 years, when a large evil kingdom at the
southern end of the plateau collapsed and was washed
away out of the city in what many imagine to have been

the wrath of some unknown god. The holding walls of

the Wellspring are further strengthened and bolstered by
the presence of well coral, a freshwater coral native to the
spring that grows in abundance around the walls and over
older shipwreck and refuse.

The Bridges of the \Nellspring

Stretching out from the Queen's citadel are seven enor-
mous floating bridges that connect it to the far banks of
the Wellspring. These bridges are probably the oldest
structures in Penance other than the citadel itself. Some
say they are part of the original city, but more likely the
bridges have been rebuilt many times over the ages. Re-
gardless, they have risen with the Wellspring for many
thousands of years, and have survived through scores of
layers of the city’s strata. The pontoons on which the
brldgeb float are marble magically imbued to be both
stable and highly buoyant. Each bridge is roughly eight
miles long, and has a set of these floating supports every
200 feet. Current wizards marvel at the now-lost magics
that created such an incredible number of these large floats
which, all told, number nearly 1,500.

Each bridge of the Wellspring also hosts impressive
crystal statues at regular intervals, referred to as bridge
golems. They serve as guardians of the laws of the bridges
and animate to deal justice to those who break bridge law.
The enforced laws and presence of the golems make the
bridges popular public gathering spots. The great defin-
ing public events of the age are held here, revolutions are
fostered here, and desperate men seek sanctuary here from
their enemies. In fact, the Wellspring bridges have become
massive public markets over the years, with rows of shops,
vendors, stalls, taverns, carts, beggars, and performers
stretching on for miles outward from the city toward the
citadel. Large areas and squares are cleared on the bridges
to serve as auditoriums. A variety of people always speak
or perform in these venues, whether as a madman howl-
ing at the crowd or as part of a huge, scheduled public
event. The bridge markets are accessible from either end,
as well as from the thousands of docks, stairways, and
ladders that connect the bridges to the shipping traffic
below. The bridges of Penance are famous throughout the
Forge for the wide and exotic variety of goods for sale
there. Anything that exists on the Forge can be purchased
on the bridges, so long as the price is right.

Nydaria

Despite the difficulties in surviving beneath the surface
of the Wellspring, a number of intelligent creatures call
the great lake home. Chief amongst these are the ceptu,
who have a colony here from which to extend their grow-
ing influence over the city. This colony, called Nydaria,
avoids the many difficulties of life on the lake floor, as it
is built upon a giant floating platform made of living sea
creatures.

Nydaria is a place of dramatic contrast, a point of light
and life in a black and nearly inert world deep beneath
the Wellspring's surface. It is a place of elaborate culture,
strict utilitarianism, and peacefulness unheard of among
the brutality of life in the city above. Non-ceptu individu-
als that have visited Nydaria often refer to it as “one of
the most stunning and awe-inspiring places ever experi-



enced.” Conversely, the ceptu themselves refer to it as a
“lesser city” and speak of larger and grander ceptu com-
plexes far away in the depths of the northern ocean.

Nydaria itself mirrors the form of its owners — The city
is a massive, intricately entwined arrangement of biolu-
minescent jellyfish, their dome-like bodies forming huge
chambers and their extensive tentacles forming the pas-
sageways among them in all directions. Sprouting out
from these tentacles are smaller, bud-like pods that serve
a myriad of services from living quarters to concert halls.
The entire city is roughly spherical, but is comprised of
many overlapping layers of languidly writhing jellyfish,
so that the city itself continually grows and changes.

Nydaria generally floats about the Wellspring, sub-
ject to the movement of the roiling currents themselves;
this is the only manner by which mariners can approxi-
mate the position of the city. The city does possess the
powers of independent locomotion, though this ability to
propel itself gets rarely used as the city is rarely threat-
ened and such movement consumes extensive amounts
of bio-fuel that normally lights and heats Nydaria.

Nydaria's soft, opalescent glow and its undulating
movements initially make land-dwellers ill at ease while
they are within the ceptu city, but these factors are soon
overcome, and visitors can focus on the plethora of cul-
ture and beauty at their fingertips. Visitors to the city are
generally allowed to explore at their whims, since the
semi-sentient jellyfish city does not allow them egress into
areas that might prove harmful either for the visitors them-
selves or for the ceptu. Exactly how the city understands
such things is unknown, but many feel that the knowl-
edge comes directly from the ceptu leader.

The Queen's laws prohibit official laws even here, but
the Nydarian ceptu all follow a general path of courtesy
and friendliness with one another. Those few visitors who
are unwelcome are treated with discourtesy, rudeness,
and are generally simply ignored. The “ruler” of Nydaria,
a venerable ceptu by the name of Mnemos, is more often
referred to only as the Jem'hyar, meaning “great advi-
sor.” The citizens of Nydaria come to him out of their
own free will and ask for his advice when it is needed. In
this manner, Mnemos manages to direct the path of
Nydaria and the lives of its inhabitants without becom-
ing a ruler and disobeying Israfel’s law. It is unclear ex-
actly what the Queen herself thinks of this bending of her
laws or of the floating colony itself. She has not attacked
the city or even asked the ceptu to change their ways,
though she has walked the corridors of Nydaria from time
to time. This fits into a claim that some have that the Queen
has an odd sympathy for those who manage to skirt the
spirit of a law while remaining within the letter of it.

Of late, the Pedestal’s drastic sense of polarity seems
to have grown even more evident. Nydaria’s true pur-
pose — to provide a colonization base of ceptu within Pen-
ance —has become warped and twisted into something
darker. The true nature of this pall, however, remains as
dark as the waters that envelop the city, but those few
that have recently visited the ceptu city have returned
somehow changed —somehow less caring than they were
before.

Other Inhabitants of the \Nellspring

Other intelligent species beyond the ceptu dwell un-
der the waves of the Wellspring, but few are numerous,
and fewer still civilized. Most are simple primitive peoples
dwelling in various caves and hollows in the well coral
and feeding off of the rich aquatic life found in the wa-
ters. The bulk of the undersea civilizations in the domain
of Penance is found in the great northern ocean that domi-
nates the upper part of the world of the Forge.

Most of the living things in the Wellspring however,
are not pleasant, and definitely not civilized. A number
of troublesome monsters call the spring home, including
the famed horngill and the ever-hungry merain. There are
also a wide collection of unique creatures that the Queen
pulled into these waters out of curiosity as much as de-
sign. Swimming in the Wellspring, although pleasant, can
be a dangerous prospect, and it is best to stick to the caged
off and shallow public swimming areas that line the
shores.

Many sailors and people who wish to trade or explore
beneath the waters of the Wellspring employ an unusual
device in order to aid their breathing. This device, called
a gryb, is actually a living creature that attaches to the
face of a host and allows it to adapt to an underwater
environment. The gryb are fully detailed in the Flora and
Fauna section in Chapter 2: Inhabitants of the Forge.

RBuined Arens

Roughly seventy percent of the surface of the city of Pen-
ance is in ruins, and of course, on top of that, the parts of
the city that are visible only account for perhaps four per-
cent of the city’s mass. This means that perhaps one per-
cent of the city overall is actually in a livable condition
and inhabited by living residents. The rest of Penance is a
vast and largely unmapped terrain of forgotten neighbor-
hoods and rotting streets. This ruined area is commonly
thought of in terms of two categories, the areas of the city’s
surface that are in ruins, referred to as the lost city, and
the ancient ruins buried beneath the city, referred to as
the undercity. The main distinction between the two is
that the lost city is able to be reclaimed as active, inhabit-
able land, while the undercity is essentially unrecover-
able. Both the lost city and the undercity are further de-
tailed later on in this chapter.

Nedtral Zones

Besides the Wellspring, very few non-ruined areas in the
city are considered to be not subject to the control of a
Bloodlord. In fact, there really are only three such places:
the rivers of the city, the Queen’s Green, and the Hub
Tavern.

The Rivers of Penance

The rivers of Penance and their names are as ancient as
the city itself, although they have changed much over the
years. As the plateau of Penance rose, so did the rivers.
The deep channels that the rivers cut through the city
rising around them were treacherous and presented
many navigational problems. New raised channels were




built for the rivers, and the Wellspring was dammed
and diverted to the new channels. The old channels of
the rivers were filled in and quickly built over, soon blend-
ing in with the rest of Penance. At first, a series of locks
was built on the outskirts of the city to allow traffic to
climb up to the new water level, but as the city grew, this
method became inefficient, and new ways were devised
to solve the problem of the waterfalls, as the end of the
channels had now become. Currently, massive cranes ex-
tend from the tops of the waterfalls, mounted on a slid-
ing track and equipped with powerful winch systems.
Ships sailing into Penance must stop before the falls and
pay a lift fee for their entire vessel to be raised in a sling
and carried to the upper river. Stone weirs stand at ends
of the upper rivers, allowing the water to pass through to
create the falls, without allowing ships to slip past on the
current and plummet off the edge of the city.

The seven rivers that flow through the city of Penance
are the main thoroughfares of the city. Though a Bloodlord
may control all the territory around a river, a tradition
honored in the name of commerce keeps the rivers open
to the general public, regardless of their point of origin.

There are a few exceptions to the river’s rule of free
passage: First, military vessels cannot sail unimpeded on
the rivers, for sailing one’s fleet into another’s territory is
considered an act of war. Secondly, tolls can be levied on
vessels as they pass through bloodholds, but they are
steeply increased when the vessel hails from an enemy
port. For the most part, tolls are only charged at the wa-
terfalls of the city, and the tolls are considered usage fees
for the lifting and lowering mechanisms. In a few places
though, notably in Blackwall, local Bloodlords have built
gates across random sections of the rivers and charge tolls
for boats to cross them. A Bloodlord who wants to erect a
river gate had better have a sizable army though, as there
are few ways to more quickly anger one’s neighbors.

The rivers of Penance are the primary water supply
for the city, providing reasonably fresh water from the
Wellspring. Though it is often the case, the rivers are not
the city’s official drainage system. Drains are directed into
the undercity, where the older riverbeds still exist and
remain in use. The ancient riverbeds flow along the same
general path as their modern counterparts, and eventu-
ally exit partway down the waterfalls on the edge of the
city. Water treatment plants dredge most of the waste out
of the water, though, just before it reaches the falls. The
waste that is extracted from the water is typically dried
and then used for a number of purposes, including fuel,
fertilizer, and landfill. In the three areas where rivers flow
through the lower city, a separate channel catches the
wastewater, merging it back into the main stream only
after it has exited the city entirely. Citizens of cities fur-
ther down the river do notice a poorer quality to their
water supply, but there is unfortunately little that can be
done to improve it,

The Queen's Green

This unusual part of the city was inhabited for tens of
thousands of years, and was a powerful and influential
bloodhold up until a millennium ago. For the past 1,000
years, it has been the property of the Queen, and no
Bloodlord can claim the territory. The Queen’s Green is

located on the western shore of the Wellspring. Israfel
has buried the buildings of the green under a thick layer
of soil, and turned the entire area, once comprising fifty-
five cantons, into a natural environment. Trees, shrubs,
grasses, and flowers grow in the green, and Israfel often
spends time tending to it herself, creating beautiful dis-
plays of plants and flowers, pleasant walks, and breath-
taking and tranquil groves. The green is seen as the
Queen’s hobby, who seems to take pleasure in making it
lush and beautiful.

The green also holds the Queen’s private zoo, and
some of the most unique animals in Penance are found
here, most of them quite dangerous. Many parts of the
green are sculpted and populated with foliage just to rec-
reate a particular habitat for one of the animals. The green
however, is too large of an area for the Queen to fully
garden, and much of it has run wild, with the plants and
animals mixing in strange and intriguing ways. It is not
uncommon to struggle for a mile through thick jungle in
the green only to suddenly find oneself in an elegant rose
garden replete with birdbaths, and a tidy hedge-maze at
its center,

Whatever her motives are in tending the green, the
Queen is not interested in sharing it and actually takes
minor pains to keep others out of the area. The Queen
does not forbid visitors from entering the garden; although
anyone who trespasses does so at his own risk, save Odyar
Khan who is a frequent wanderer with her among its
glades (see City Personalities below). The Queen has de-
creed however, that no one shall take up residence there,
which apparently includes merely sleeping, and those
who break this rule are either slain or ejected immedi-
ately. The Queen also does not suffer those who uproot
her plants, disfigure her displays, or dig up her garden,
and they usually pay a steep price for such actions.

One unintended point of interest about the Queen’s
Green is the undercity beneath it. The least explored area
of the Maze, rafters everywhere water at the mouth at the
prospect of being the first to delve beneath the Queen’s
Green and recover the many and valuable artifacts bur-
ied there. Many rafters try to enter the green from the
side and delve laterally, but none have been able to get
more than a mile towards the center, leaving a great deal
of virgin territory. Some rafters approach the green dif-
ferently, by entering the green first, and then using magic,
such as a dimension door spell, to pass beneath the soil.
There are two problems with this method though: One is
quite likely to get eaten before reaching the center of the
green; and secondly, one really has no way to discern
where one will end up once one teleports blindly beneath
the surface.

The green covers the site of the bloodhold of the fa-
mous elf-lord Alfheirn, whose grand life and sudden
death are still remembered in song and story throughout
the city. Alfheirn knew fame as a great conqueror, and
his armies plundered most of Penance. In fact, his troops
brought many great and beautiful objects from across the
domain back to his territory as tribute. It is believed that
whoever finds Alfheirn’s treasury may instantaneously
become the richest and most dangerous person on the
Forge.



The HUb Tavern

The Hub Tavern is one of the most well known places in
Penance. It is completely detailed in Chapter 9: The Hub
Tavern.

The Lost (ity

“This sinking... nothing has disturbed
me move in my time herve than the
discovery that it happens often enough

that therve is a word for it.”
- Lathrik, Lunar Seed

Roughly 70% of the city of Penance currently lies unin-
habited, in a general state of ruin, and often overrun by
the dead or ravenous monsters. They call this ruined area
the lost city, or colloquially, the wrack. The lost city is typi-
cally misunderstood by newly-arrived seeds and
casual observers. The lost city really can be
thought of as part of the undercity, save that no
one has built anything over the top of it. As
the city evolves, cantons are abandoned and
recovered constantly. A canton is built up, in
use for several thousand years, and when it
is no longer fit for habitation, the popula- 4
tion slowly moves elsewhere. Hundreds of SQQAS
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years later, as other areas deteriorate, the
canton is restored and renovated; a new layer
grows and builds atop the old one, and new
settlers move back in. Nearly every canton
in Penance has been “lost” at one point or
another, but such areas are never dead, just
simply part of the natural life cycle of the
city.

Folk abandon a city canton for many
reasons, from plague, economic down-
turn, warfare, or simply the collapse of
the buildings or undercity upon which it
is built. Collapse is a common aspect of
life in Penance, more often referred to as
a sinking. Many people throughout the
Forge use the term casually. “May he sink
with all his gold and glory!” is a common say-
ing typically applied to a despotic Bloodlord.
This expression has precedent, as numerous
greedy lords have filled palaces with so many
riches and spoils that the weight became too
much for its foundation to hold; the buildings
sink, costing a Bloodlord his home, riches, and
very often his power. Religious folks consider
the collapse of an old building or neighbor-
hood to be a form of divine retribution,
while others see it as part of living
on the Pedestal. The citizens of
Penance do not live in a con-
stant state of fear of collapse
at all times. The situation is<mmia"
more akin to a population in a

A branded Exile

high earthquake zone; for the most part, life is peace-
ful, but every so often, a building gets knocked down,
Sinkings are typically dealt with in one of two ways.
Isolated sinkings, such as the collapse of merely one or
boards and stones, rubble is reinforced around the new
foundations, and new buildings rise again. Larger scale
simply abandoned, its surviving residents moving else-
where.
simplest way a Bloodlord grows in power without directly
confronting another lord. To recover an area, it first must
cenaries. The ruined buildings must be carefully restored
or be reinforced and built upon to pro-

,.,;"f ings. Once new buildings are erected,

R inhabitants can be brought in to live

3P ton back to life.

' The lost city is vast, although it is
ined neighborhoods are found
throughout the city, some right even
eas. Other sectors of the city are com-
plete ruins for miles around, and the
inhabited, even by monsters, who can
find nothing there to devour. Gener-
inhabited areas of the city, the emptier
the wrack becomes.
to step into the wrack, even if they live
right next to it. The wrack is a lawless
trol there to protect the weak and the
innocent. Even the common laws of the
ders happen in these empty streets. In
addition to the legal dangers of the
strange array of hungry creatures and
fearsome predators. Among the many

elict, arace of six-legged rodents that trip
up their prey with their long tails, and
that engulf and devour anything that

cross their path.

famous monsters, the lost city is of-

ten home or hideout for bandits and
who wish to remain on the

fringes of society. These

cover, and spend their time

venturing into the inhab-

and one simply learns to accept it.
two buildings, the hole is quickly covered over with
sinkings, such as of several blocks at once, see an area
Rebuilding lost cantons from their ruined states is the
be cleared of monsters and undead and secured with mer-
vide a new foundation for other build-
‘!I in the new dwellings, bringing a can-
r not in one concentrated location. Ru-
in the center of highly populated ar-
centers of such areas are completely un-
ally, the farther one gets away from the
Few citizens of Penance ever choose
zone, and judges and bailiffs do not pa-
city are not binding here, so many mur-
place, the lost city is home to a wide and
fiends found in the wrack are the der-
the swarms, massive colonies of insects
Besides serving as a home for in-
criminals, as well as by others
people use the wrack as
ited parts of the city to kidnap




people, steal valuable items, or to wreak havoc on the

local authorities. Bandits, though not found everywhere,
are a huge problem in many areas bordering the wrack.
Bloodlords often commission special vanguard-led mili-
tary forces to patrol the borders, ensuring that the unsa-
vory do not enter the active part of the city. One
bloodhold, Blackwall, has addressed this problem by con-
structing a tall wall that completely encircles the terri-
tory, with guards atop it ensuring that no one either comes
or goes over or through it. Though helpful, efforts to pa-
trol the borders of a bloodhold are far from perfect, as the
undercity allows marauders to simply slip underneath a
border and come back up many blocks past it, deep in the
heart of the active city.

Exiles are the most unusual of the lost city’s residents,
poor souls who for various reasons (typically involving
terrible crimes) have been permanently banned from so-
ciety. Exiles are easily spotted by the glowing brands on
their faces, which show even through magical disguises,
and they are expected to be killed on sight if they ever
step into the territory of any Bloodlord. Exiles are sad and
bitter individuals who wander the wrack either plotting
revenge or looking for a way to remove their marks of
shame. Both possibilities are rarely, if ever, brought to
fruition. Rumors say that somewhere in the wrack exists
a small single-canton bloodhold in which all the inhabit-
ants bear the mark of exile. Even the Bloodlord there is
branded, and he tries to find and unite the exiles all over
the city. Others believe that this lord is desperate to get
one of the brands of exile, with which he will brand all
children born into his bloodhold, as well as anyone else
who walks unadorned and crosses his path.

Not all who dwell in the wrack are necessarily dan-
gerous. There is a class of people here referred to as squat-
ters, who are simply unfortunate citizens who for what-
ever reason are unable to live in the occupied area of the
city. Most are jobless, and are unable to pay the high rents
of Penance, while others are mentally unstable, and un-
able to lead a normal life. Such individuals often live on
the very edge of the active areas, and cross over every
day to look for work or to beg. Squatters often get into
altercations with border patrols, even though they do
nothing wrong; patrols claim it is quite difficult to distin-
guish those who are merely homeless from those who wish
to do sincere harm to others.

The lost city, along with the undercity, is rife with
ghosts and other spirits from the distant past. A few are
harmless manifestations, but many are quite malevolent.
One of the more unique types that stalk the ruins looking
to corrupt and destroy the living are the lectors, skeletal
abominations fueled by bad memories and hate. They
stagger around the wrack looking for artifacts that bear
psychic scars, which they then add to their bodies to fur-
ther increase their power.

Traversing the wrack is a difficult prospect. Unfortu-
nately, it is often an undertaking that one must be willing
to accept, as the lost city is typically the shortest (or the
least conspicuous) path between bloodholds. Spies, as-
sassins, and soldiers that want to succeed in Penance learn
to navigate the unsound streets of the lost city. In addi-

tion to the danger from monsters, the surface itself poses
difficulties. Much of the lost city collapses over time due

to neglect or abuse, and wide chasms often run down the
center of the streets. Ladders and stairways often rot away,
meaning that one often is faced with a steep cliff of ma-
sonry that must be carefully climbed. Ancient city streets
and flooring can give way underfoot, sending a traveler
plunging into the dark and unknown depths of the
undercity. Likewise, buildings that still stand are liable
to collapse, and simple acts such as opening a door or a
window could cause several tons of stones to drop onto
one’s head.

The lost city has one last lure upon the citizens of Pen-
ance, particularly on those who fancy themselves delv-
ers—Much of its undercity lies unexplored. Beneath in-
habited Penance, the undercity, or at lest the first few lay-
ers of it, have been explored thousands of times, and most
treasures extracted. In the lost city, one barely needs to
but dip beneath the surface to discover a fanciful world
of strange cultural artifacts and lost heirlooms, unseen
by mortal eye for who knows how many centuries.

Lost (ity Places

Most areas of the lost city are merely ruins with the prom-
ise or threat of treasure and danger. However, there are a
few areas well known to travelers and explorers and worth
noting,.

Scopas’ RiFt

On the southern end of the Pedestal towards its western
corner, one finds the remains of the largest sinking in the
city’s known history. This area, known as Scopas’ Rift,
once contained over twenty-two cantons of the city, which
are largely thought unrecoverable now. The rift starts
about halfway to the Wellspring, and widens as it ap-
proaches the edge of the city. The rift marks an area of
total collapse — The entire foundation of the city has been
destroyed here, and the bottom of the rift meets the bed-
rock of the domain...

The rift forms a deep chasm in the heart of the city.
Streets and rows of houses stretch along quite normally
and then suddenly drop away, replaced by a staggeringly
high cliff of twisted metal, shattered wood, and crumbled
stone. Rubble lines the bottom of the rift and lies on aver-
age more than five hundred feet below the level of the
city. This debris is solid and densely packed, providing
no tunnels or space to be explored like the undercity
around it. Looking down through the rift provides invalu-
able insight into the nature of the entire city of Penance.
Here one can see the many strata, each layer discernable
and visible. The layers shrink as one’s gaze moves down
the cliff and the weight of the city slowly crushes the low-
est layers into seemingly solid rock.

Scopas’ Rift allegedly came into creation nearly ten
thousand years ago. A breach deep down the wall of the
Wellspring sent a river of water through the undercity,
sweeping away the foundations and sinking an enormous
section of the city in one swift and terrible moment. At
the time of the rifting, the area was known as Bower's
End, a densely populated and wealthy bloodhold. The
Bloodlord, a fierce asherake by the name of Scopas, ruled
and was famed for his cruelty and lack of compassion.



Scopas wished to economically dominate the Forge and
worked his citizens to their deaths in sweatshops and fac-
tories. He also lavished upon his territory fine buildings,
graceful statues, and beautiful works of art. Scopas’ mili-
tary might was intimidating, and most at the time ex-
pected him to dominate the city soon. At the time of the
rift, Scopas was in the central chamber of his palace, at a
great feast in his honor, when the floors of the building
suddenly dropped away and a heavy rain of marble ended
his reign. No one knows who or what created the breach
in the wall of the Wellspring. Some say it was one of
Scopas’ many enemies, many believe that it was a simple
act of fate, and others hint that the Queen herself did the
damage. History mentions a brave band of ceptu came to
the rescue of the city and managed to repair the hole
through great magics and at the expense of many of their
lives. Legend suggests they were allowed to establish their
colony of Nydaria within the waters of the Wellspring as
their reward.

The rift is currently a prime destination for architects,
historians, and explorers for many reasons. Delvers flock
to the area due to the easy access to very ancient yet ex-
posed layers of the undercity wherein lies a wealth of ar-
tifacts and gold amid the rubble. Since the rift opened so
swiftly, no one and nothing escaped, preserving their
possessions as well as their bodies somewhere in the rift.
Even the most mundane of artifacts are of value to histo-
rians, who try to get a picture of how the people of the
area lived and worked, and how their culture was struc-
tured. Architects come to the rift to study the exposed
supports of the undercity and to gain a better understand-
ing as to how to build in Penance. Digging through the
rubble is difficult and time consuming, and most still fear
that too much excavation may lead to further collapse.
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The rift may be approached from a number of
routes. The most direct method starts outside the city
and delvers climb up the rubble itself. This method is safer
than the alternatives, but may be more time consuming.
A more common route follows some trading roads lead-
ing south from the Oasis to a few minor bloodholds that
sit right on the western edge of the cliff of the rift. From
here one can climb down the cliff on rope ladders to ex-
plore the rift. The bloodholds at cliffs” edge offer many
explorers’ services, including porters for hire, digging
equipment, and winches to haul large objects back up to
the city level. Residents of the Alliance may take a similar
route westward along the edge of the Pedestal to another
small bloodhold on the eastern edge of the rift.

Many legends and stories circulate around the city
regarding Scopas’ Rift. Many speculate on its cause, or
on its meaning. Others discuss some of the art that has
been extracted from the area, or speak of how they wish
to someday explore the rift for themselves. Perhaps the
oddest rumor is the ghost story many delvers tell of see-
ing the spirit of a proud asherake walking across the
rubble. Most assume this spirit is that of Lord Scopas him-
self, and while a few describe him as a harmless appari-
tion, others believe that he seeks something amidst the
ruin and swear he still disturbs the ground as if solid...

The Great Archive

Deep in the lost city of Penance is an enormous building
known only as the Great Archive. The Archive takes up
the area of several city blocks and although it is in the lost
city, it is well maintained and staffed by a small but dedi-
cated retinue of monks. Within the Great Archive is a copy
of nearly every book and document known to exist in




Penance. The monks themselves also keep their own
history of the Forge, and especially Penance, which dates
back several thousands of years.

The Archive building is ancient beyond ken and de-
scends far below the surface of the city, its original en-
trance long buried. Currently, one enters the Archive
across a pair of sturdy stone bridges that connect to the
lost canton surrounding it. A deep chasm surrounds the
building and drops off into the darkness that surrounds
its base. The building is in much better repair than any-
thing around it, as the immediate canton hasn’t been oc-
cupied in over eighty years.

Evenin the best of conditions, books and papers rarely
last more than a dozen centuries or more, so shelves of
crumbling manuscripts and molding scrolls fill the older
wings of the Archive. The monks diligently scribe new
copies of the books before they fade away, but they fight
a losing battle, as the quantity of books that disappears
from the world each day is far greater than the number
that the monks can copy.

One of Israfel’s proclamations protects the Archive
itself, as she declared it “a sacred place of knowledge,
wherein no one shall molest the monks or the library un-
der the penalty of my wrath.” The monks also have free
rein to govern the Archive as they see fit, as long as they
act in the pursuit and preservation of knowledge and not
for any personal gain. The monks are also not counted
toward the number of inhabitants a canton needs to have
a Bloodlord, another factor that keeps the area around it
“lost.”

The Archive building itself is open to the public, al-
though its size proves daunting to most seeking a par-
ticular volume or scrap of information. In fact, it could
take days to fully scour all the shelves within the Great
Archive, so it is best explored by those who best know its
corridors. Few but the monks could ever hope to look up
anything in particular there, so the monks themselves can
look up specific subjects or documents for visitors in re-
turn for a fee. This fee can be monetary, but is more often
simply a shipment of food, clothing, or new books and
writing implements for the monks. Anyone who donates
an important document or book into the Archive that is
not duplicated already therein has the monks’ gratitude
and never pays another fee; allowing the monks only to
copy the book without donating covers any fees incurred
until the monks have finished copying the work (1d3
weeks).

The Archive is run by an unusual character known
Karanth Garik. Karanth is an old and grey asherake with
a surprisingly friendly demeanor for one of his species.
Karanth is kind, gentle, and benevolent. His monastic
vows prevent him from eating flesh, and he is rather thin
for one of his race. He is a bookworm and prowls con-
stantly about the Archive looking for old knowledge.
Characters that befriend Karanth will find him a useful,
if scattered and meandering, source of information.
Karanth is also a skilled sorcerer and is well able to de-
fend himself and his Archive if necessary.

The Archive lies about five miles from the northwest
shore of the Wellspring, near the center of the peninsula
created by the two channels of the Aegis River. It is most
easily approached from a stop along the western arm of

the Aegis, where a lightly guarded, but well-trod path

leads to the Archive. The guards for the trek to the Archive,
as well as the stevedores that man the river stop, all come
from Lord Belus, ruler of the bloodhold of Illumina not
far to the northwest. In addition to the servicemen he pro-
vides, is well known that Lord Belus often sends ship-
ments of food and clothing to the monks. It is assumed
that he makes frequent use of their services, though many
assume he’ll eventually try to claim the canton around
the Great Archives.

The Undercity

The city of Penance, ancient beyond memory, rests upon
a quarter-mile high plateau of ruins —all the incarnations
of Penance City that came before, The city has always been
built above the same patch of ground, and the layers of
architecture beneath it—the undercity, as they are collec-
tively called —are immense and largely unmapped. The
undercity, though officially abandoned, is still quite an
active part of the city; those few who know their way
around can travel great distances undetected beneath the
city, and spies, thieves, and assassins commonly use the
undercity to slip unseen from place to place.

One may walk into a basement of a house in Penance,
and discover a hole in an old wall that leads to an aban-
doned ballroom at the top of a crumbling mansion. Walk-
ing out the front door of that mansion could put delvers
on an empty city street, where the sky is simply the floor-
boards and arched buttresses supporting the buildings
above. Here on this street, a manhole descends into a sew-
age trough which runs through a forgotten child’s bed-
room in a partially-smashed orphanage. The lower one
goes in the undercity, the older, more unstable, and more
dangerous the ruins become. A few layers down, the an-
cient buildings have begun to compress, requiring explor-
ers to stoop to walk through them. The air at this level is
also quite stale and rotten, often causing fainting or ill-
ness. Of course, the oldest of the city’s buildings have been
crushed into the thick, dense, and varied soil on which
the city rests.

The undercity seems endless, and is nearly impossible
to map due to its tangle of strange and ancient buildings,
scattered rubble, structural modifications, and lost streets.
It is no surprise to anyone as to why the undercity is gen-
erally referred to simply as the Maze. Rafters are some of
the most skilled and respected people in the city, due to
the intense difficulty of their jobs; their entire profession
is dedicated to exploring, mapping, and recovering lost
knowledge from the undercity.

The majority of the citizens in Penance view the Maze
as an intensely dangerous place, even more so than the
lost city, and not without reason. Those who delve be-
neath the city face any number of hazards, including be-
ing caught in a collapse, getting hopelessly lost, running
into a seedy villain, or falling prey to one of the many
hordes of hungry and bizarre monsters that hunt in the
darkness. Only highly-trained rafters and a few skilled
criminals have the ability to navigate the undercity in a
relatively safe manner.

Despite the dangers, the undercity still attracts its fair
share of rashers, explorers, and thrill-seekers. The rewards
of the past, as well as the great attraction of the unknown,



are feverishly attractive to
those who feel the pull of
discovery. The riches in
knowledge, artifacts, goods,
and magics lying forgotten
beneath the city’s current
streets are incalculable. For
every adventurer who has
lost his life in the Maze, an-
other has achieved power,
fame, or riches beyond his
wildest imaginations. Even
many of the current rulers of
the city —most notably the
Lords Narcis and Flollo—
came to power by way of the
gifts from the undercity.

The Dangers of
the Maze

The undercity is old beyond

reckoning, and many parts

of it are quite unstable. The

supports that hold up the

city are under tremendous

pressure, and are unlikely to

break from a mere footfall.

There are many floors, roofs,

streets, and walls that

haven’t received much

stress or pressure in thou-

sands of years. Unless one

knows where to step, one

can easily lose one’s footing,.

In the case of the collapse of

a floor or similar area, fall-

ing, though potentially

deadly, is the least of one’s

worries. Anyone breaking

through a floor or wall often

has a large amount of heavy

rubble plummeting after

him, either crushing him,

burying him, or both. An

explorer may end up attract-

ing the attention of some ravenous fiend, or he may find
himself deep in an area from which he is unable to climb
out. Rafters can read the structure of the undercity to de-
termine if its is able to support weight, and it is advisable
that a prospective delver hire one or bring one along on
his venture into the Maze.

Though the intelligent population of the city largely
stays out of the Maze, it still manages to teem with life in
many areas. All sorts of vermin occupy the uppermost
levels of the undercity, feeding off of the waste of the ac-
tive part of the city. Larger creatures live slightly lower
in the Maze and feed off of the vermin. A number of true
monsters have also managed to thrive in the Maze and
prey off of everything that comes their way, particularly
explorers. The most widely spread of the undercity’s crea-
tures include the mysterious stark, the destructive rozian,
the misunderstood ort, and the devastating quillion. These

creatures are all native to the undercity, but Israfel pulls
monsters into the Maze on a regular basis, so that one
may encounter any number of unique and bizarre hor-
rors beneath the city. Most Maze denizens lurk below the
surface, but every once in a while, one will get hungry
and enough to crawl out of its hole, attack random people
on the street, and then drag them under the surface to
devour them.

The most dangerous inhabitants of the Maze are not
mindless, hungry beasts, but evil villains, quite intelli-
gent, and quite deliberate in their actions. Because of its
isolation and proximity to many parts of the city, crimi-
nals and criminal organizations of all kinds use the
undercity as a base of operations. Criminal hideouts in
the undercity are generally disguised and well protected
with traps or guards. Those who use them are very cau-
tious, and explorers that pass too close are more often




than not quickly disposed of without any questions be-
ing asked. Skilled rafters should always be on the look-
out for the telltale signs of criminal habitation, and should
avoid any area that appears to have steady foot traffic
leading to and away from it. Anyone venturing below
the city consciously acknowledges that they forfeit the
protections of the city’s laws and its officers. Judges and
bailiffs do not patrol the Maze, and generally turn a blind
eye to anything that takes place there. Anyone delving
into the undercity should be well armed at all times.
Many delvers that manage to avoid the various pit-
falls and predators of the undercity still never see the
sweet light of day again. The Maze has its nickname for a
reason, and it is exceedingly difficult to find one’s way
out once one has entered it. Simply retracing one’s steps
may not be an option, even if one marks the way well; a
collapse may prevent passage along a particular corridor,
or a tumble may drop one into an unfamiliar area. The
strongest instinct when lost in the Maze is to simply head
upwards as quickly as possible, an instinct which some-
times works, but more often than not leads one into deeper
trouble. Many places in the Maze are dead ends, where
one cannot move upward without being able to fly or pass
through solid stone. Burrowing up is also a very bad idea;
many delvers have died burrowing holes in the bottoms
of riverbeds, collapsing structures onto themselves, or
simply digging their way into a Bloodlord's personal resi-
dence. Going up without caution also can bring you into
the lair of a hungry creature. Maps are not always useful,
as they show only a limited area and do not include re-
cent changes to an area such as collapsed buildings or
blocked passages. The best exit strategy from of the Maze
comes from the trained instincts of skilled rafters, essen-
tial members of any party that wishes to explore beneath
the streets of the city.

Rewnrds of the Maze

The myriad dangers of the undercity rarely deter thou-
sands of explorers each year into its depths due to the
constant promise of rich and powerful rewards. The
undercity represents the past of the city, a past that
stretches back for an entirely unknown time period of a
million years or more. While most mundane relics of the
past have crumbled away, the most precious of items still
remain intact, such as jewels, magical devices, and pre-
cious metals. Many say that the city’s population once
reached nearly double its present number, the sheer size
of the Pedestal and its minimal occupation at present their
evidence. All of these past cultures and civilizations pos-
sessed riches and magics, and all of these riches and mag-
ics fell into the Maze at some point in history. An item
gets buried in the sinking of a palace or abandoned by a
family leaving a deserted canton. Items get entombed with
a fallen hero or lost in a now dried-up riverbed. Trea-
sures can be swallowed by a ravenous beast or walled
into a hidden niche as a sacrifice to some forgotten god.
The possibilities are strange and endless and a great
wealth in items constantly rises from the Maze. And, of
course, as buildings continue to sink and heroes continue
to be swallowed up by the undercity, a great wealth of
new items gets lost to be someday discovered again by
future explorers.

The greatest amount of wealth lies in and around the
many sinking sites. Intact buildings that have been aban-
doned or built over hold some objects, but most were con-
sciously evacuated of people as well as the most valuable
items. Many buildings rarely got emptied before they
collapsed, and all of their contents, occupants’ remains
included, are still somewhere inside them crushed amid
rubble. Digging through rubble in the undercity is ex-
tremely fruitful, but unfortunately very difficult. Most
collapse sites have the supports of new construction sunk
directly into the solid rubble. Disturbing the rubble is a
sure-fire way to loosen the supports of everything above
it, and even if one escapes a potential collapse, the stan-
dard sentence for those found to have caused a sinking is
death. An engineer in one’s party can take great care to
maintain the structural integrity of the area when dig-
ging in the Maze. Some of the greatest objects thought to
be still lost in the Maze are considered to be simply unre-
coverable due to their suspected locations.

Exploring the structurally intact areas is a safer but
slower bet for extracting wealth from the Maze. Most of
these areas are cantons whose buildings simply became
too old, dirty, and worn to be inhabited. Although built
over, some areas are in better shape than others, and the
best preserved of them are eerily silent city streets with-
out any inhabitants and a ceiling instead of a sky. There
may yet be great stashes of wealth in these areas. Many
cantons change hands due to warfare and displaced fami-
lies often stash their valuables in a hidden cache before
fleeing their homes. Those who know where to look make
an excellent living by uncovering such hiding places. Oth-
ers track down and slay the numerous predatory crea-
tures that call the Maze home, since many creatures sur-
vive by eating delvers—who coincidentally seem to carry
magic and wealth on them. If one tracks these creatures
back to their lairs, one should easily discover a sizable
pile of treasures and goods in far better condition that the
objects that one may find by simply digging about.

There is also evidence that points to the fact that Queen
Israfel frequently pulls powerful magical items from other
worlds and places them deep in the Maze, especially in
very hard to reach or unexplored areas. Lord Flollo’s
greater golem armor, for example, appears to have no pre-
vious history on the Forge, and believe it to have been a
prize left behind by the Queen for someone to someday
find.

Anything found in an active city may also be uncov-
ered in the Maze, as everything in the Maze was once a
living part of the city. Money and magical items are the
most popular and widely sought of the treasures of the
undercity, but there is much more that can be found than
mere wealth. Books and well-preserved manuscripts can
give a clear or evocative glimpse into a forgotten culture,
making them quite valuable to the right buyer. Books also
help to discover other treasures, as they sometimes re-
veal secrets of hidden caches, or detail great powers of
otherwise inconspicuous items. Maps are also extremely
valuable, whether they be ancient maps detailing part of
what is now the undercity, or maps created by a modern
rafter who has explored a particular area. Maps sell to
historians and delvers and to all who have an interest in
the layout of the city. Last but not least are the cultural
artifacts, which are the most common object in the Maze.






These range from the mundane, such as chairs, shoes,

dice, kitchenware, and so forth, to the exotic, such as
statues, artwork, thrones, mosaics, bodily remains, and
religious symbols. Cultural artifacts fetch high prices, but
finding an interested buyer may be difficult. Historians
and museums often buy interesting items but rarely pay
the highest prices. If one can identify the period or cul-
ture from which an object originates, one could consult
the libraries or rafters’ guilds for known collectors with
interest in the particular object.

£ntering the Maze

The first thing a prospective delver needs to learn about
the undercity is how to get to it, and this isn't as easy as it
seems. Even though the Maze is everywhere beneath the
city in Penance, most citizens of the city prefer to keep it
hidden. Unguarded holes to the undercity invite mon-
sters and criminals to crawl up and out, so the average
citizen of Penance takes pains to seal up any entrances
found on his property. People object to those who try to
break through the floor of the city in public view, and
many judges prevent such egress by invoking the destruc-
tion of public property common law against those doing
s0.

Still, the Maze can be entered if one knows where to
look. Sewers and storm drains are the most visible method
of passage into the undercity. Although few delvers can
fit through the drains, manholes almost always lead to
the Maze. However, manholes generally lead into the sew-
age sluices first, and wading through filthy waste hardly
starts an expedition well. Experienced delvers find an-
other way in.

The lost city is another useful route to the undercity.
Few complain about tearing up holes in the streets of an
abandoned canton. However, the lost city has its own dan-
gers, as noted above.

Basements are the best way to access the Maze since
they are private, and one may carefully carve a hole in
the floor or the wall to allow access to the other side. One
should fit the hole with a door and a sturdy lock before
venturing on, as no one wants hungry beasts crawling
into one’s home. Doors of all shapes and sizes are avail-
able for purchase in the city, although many basements
already have such items. Delvers should consult with the
owner of the building first before venturing in. In fact,
most innkeepers and tavern owners charge a usage fee of
a few gold pieces to pass into the undercity through their
establishments. Most folk customarily keep such transac-
tions quiet though, even if they are legal. Rafters” guild
houses always have excellent access to the undercity, but
typically only guild members can use them.

Legends of the Maze

Because of the mystique surrounding the undercity, count-
less legends have grown about it over the years. Some
legends are complete fictions to fool novice rafters or
frighten children, while others hold more to fact. Below
are some of the more legitimate legends.

The (lifFs

Nearly everyone that sees the city from the outside is
struck by a curious thought. Why exactly does the city
stop so abruptly? Some say that a more natural formation
for the city would form a sloping hill with fewer build-
ings the farther one gets from the Wellspring. Indeed, the
city is higher in some places than in others, but the natu-
ral slope is far from present. Looking closely at the cliffs
of the city is important, as one does not see layers of an-
cient buildings but a fairly solid wall, broken or aug-
mented in many places with towers and turrets sticking
out from the side.

In millennia past when the city was still at its first
layer, it warred with a rival city. Foolish historians named
the city Illium, or even Baradume, but it was most likely
one of the legendary lost cities of the sea of sand or the
Vault, or the fabled sunken city of Wildwood. Regardless
of the enemy, the denizens of Penance defended them-
selves by building a massive wall a hundred feet high
around their city. The war eventually ended, but the wall
remained. Over the next few thousand years, the city be-
gan to stack upon itself, penned in by its high wall. Even-
tually, as the city grew past the top of the wall, buildings
on the edge proved unstable, so the wall continued up-
wards to support them. Citizens still deemed the wall
beneficial to the defense of the city, so building remained
concentrated inside the walled area. It was not till many
ages later that the first of the lower cities formed and
people began to dwell outside of the Pedestal.

The Palethian

Creation stories of the Forge and Penance always involve
the mysterious Palethian. Most storytellers do not remem-
ber what the name means, but a few can tell you that it
was the first race ever brought to the Forge. Others dis-
agree and say it is the name of the first individual, a hu-
man, pulled into the world. Over the ages, rafters explor-
ing the lowest depths of the city have uncovered a high
number of references to the name. Many historians pos-
tulate the ancients worshipped the Palethian, although
an opposing viewpoint suggests the race founded the city
and ruled it for many millennia before being exterminated
by some unknown force. Based on no evidence at all, many
intimate that the Queen herself destroyed the Palethian
once they no longer paid her respect. Whatever the real
story, the name or word Palethian is well known in the
city in nearly every bogus mystical incantation or words
of power one can dig up. The name has become synony-
mous with the phrase “hocus-pocus”, and used to mock
charlatans and other practitioners of magical quackery.

The Grinder

The Grinder is a much more current denizen of the
undercity, and many see her as the ruler of the Maze, her
image standing as its symbol. The Grinder is an ancient
albino gnarl, a creature of great strength and mystery. She
has existed in the Maze for at least two centuries and still
appears to be in the prime of life. Many a rasher has sworn
to find and slay the gnarl, and all have failed. The rafters
of the city, though terrified of the Grinder, see her not as
a threat but as an asset in their exploration. The Grinder






has survived her entire life in the undercity and does

not have a single known lair; she constantly roams from
place to place beneath the city. She moves in a vague
counter-clockwise circle and takes an entire year to com-
plete one revolution of the Maze. The Grinder knows more
about the undercity than any other living being, includ-
ing perhaps the Queen, and shares her knowledge with
those she deems worthy.

Finding the Grinder is an extremely difficult task. The
creature constantly roams the undercity, and often ex-
plores at depths too dangerous for most rafters to navi-
gate. The five rafters’ guilds of the city log sightings of
the Grinder, and plot maps of her general path through
the city. For a fee (5 gp for members of the guild), rafters
can ask to have an estimate of the Grinder’s current loca-
tion. Such estimations are rarely accurate, but are really
the only way to find the creature unless one uses power-
ful magics. Most encounters with the Grinder are acci-
dents, though rafters look upon meeting the Grinder as a
great honor; to those that have done it and survived, it is
an event in which to take great pride. Those who meet
the Grinder say that an eerie feeling precedes it, and the
Maze becomes unnaturally still. Some say that all the
small, mindless creatures of the undercity can sense the
Grinder’s presence, and flee when she approaches.

Approaching the Grinder requires a sacrifice of food
such as a live gorak. One must be reverent and respectful
of the ancient creature, as she sees those who annoy her
as food themselves. Often a supplicant should have an
item of value on hand in case the first sacrifice does not
please the creature, The Grinder eschews general advice
and hates such questions as “Is there anything interest-
ing around here?” She generally responds to such
querants by eating them. The Grinder does answer spe-
cific questions, such as “Have you seen a building with
two headless statues of the Queen at the entrance?”, or
“Have you ever heard of a place called the Well of Life?”
To the surprise of most who approach it in the proper
manner, the Grinder can be quite a useful font of knowl-
edge, and even somewhat charming in her own way. De-
spite the creature’s great power, she is neither vain nor
foolish, and simply retreats back into the Maze to avoid a
conflict rather than be outmaneuvered or overpowered.
If forced into a fight, the grinder typically either claws
her opponents apart or grapples victims and then stuffs
them into its bag to be eaten later.

Enigmatic and often misunderstood, the Grinder is not
entirely solitary. She has accompanied the occasional delv-
ing party on their expedition in return for the opportu-
nity to eat whatever creatures happened to attack the
party. Like the Queen, the Grinder sometimes plays fa-
vorites, often speaking only to one particular party mem-
ber, chosen for no discernable reason. Ness Panthus tells
his Grinder story where the creature kept him imprisoned
in an old schoolhouse for three days, and incessantly
played a game of dice with him. The game involved but
two dice, one red and one green cube, both entirely un-
marked. After each roll, the Grinder would either cackle
with joy or curse her foul luck, though Panthus could not
figure out why. At the end of the three days, the Grinder
declared that Panthus has won their game, and escorted
him to the surface, handing him a bundle of rags (which
turned out to be leggings of speed) for his trouble.

Recent rumors suggest a cult has sprung up around
the Grinder. A gnarl colony exists in the Maze and its
members all supposedly worship the Grinder as their god.
The colony moves constantly, most likely looking for the
Grinder. The gnarls keep a number of valco, which they
breed as slaves and as sacrifices for their god. The gnarls
occasionally raid the upper city and kidnap a building
full of people for purposes of sustenance.

The Grinder - Female Albino Gnarl, 253, CN - Gnarl
10, Fighter 10; Large Monstrous Humanoid; hp 302; Init
+6; Spd 40 ft., climb 20 ft.; AC 40; Str 34, Dex 22, Con 24,
Int 10, Wis 14, Cha 16; Atk: +33/+33 melee (claw -1d8+14
[crit x2], 15ft. reach) +30 melee (bite - 2d8+6 [crit x2]), +30
melee (gore - 2d10+6 [crit x2]); SV Fort +17, Ref +16, Will
+12.

Special Abilities: Darkvision 60ft., DR +3/30, Fright-
ful Presence, Improved Grab, Regeneration 10, SR 15

Feats: Alertness, Blind-Fight, Cleave, Combat Reflexes,
Dodge, Mobility, Multiattack, Power Attack, Spring At-
tack, Track, Weapon Focus (Claws), Weapon Specializa-
tion (Claws)

Skills: Appraise +6, Balance +6, Climb +30, Disable
Device +6, Hide +16, Jump +12, Knowledge (undercity)
+14, Listen +10, Move Silently +20, Search