Bard’s Gate Regional Map
1 Hex = 50 Miles
325 Miles from Bard’s Gate to Barony or Lornedain
- 31 days travel on horseback -

Introduction
Established many years ago as a bard’s outpost and way station for travelers between the eastern Forest
Kingdoms and the distant port city of Reme, Bard’s Gate has grown into an important crossroads for trade and
travel. The city’s banner depicts a silver lyre above a stone gatehouse on a green field.
Known as the City of the Lyre, Bard’s Gate is an independent city, most allied to the nearby Duchy of Waymarch,
a duchy of the greater Grand Duchy of Reme, for mutual defense and prosperity. The Waymarch Duke’s troops
help defend the city against the evil creatures from the Stoneheart Mountains to the north, as well as defend
(and often press) its interests abroad. A generally liberal and tolerant city, Bard’s Gate welcomes all races.

The City of the Lyre
Bard’s Gate’s population averages 90,000 in winter, and up to 200,000 in the summer when merchant caravans,
adventurers, travelers, and mercenaries visit the city; over the entire year its average population is about
125,000, though only about half of that number actually reside within the city walls, the rest living among the
many farmsteads, villages, and hamlets scattered throughout the nearby Lyre Valley and providing the city with
its necessities of grain, meat, and wood that its population requires for basic survival. Bard’s Gate boasts a higher
population than normal of elves and half-elves, possibly due to its focus on the arts. Normally a race in search
of a home, many half-elves find things quite to their liking in this tolerant city. The city, as with most cities, is
dominated by humans, however.
The city of Bard’s Gate sits at the heart of the The Lost Lands campaign setting. From here trade routes connect
to the north, south, east, and west and gold flows through the fingers of the corrupt and the righteous. A city of
artists, thinkers, and innovators, Bard’s Gate stands at the very forefront of civilization and is seen as a shining
example of human endeavor by some ... and as a stinking cesspool of greed and manipulation by others.
Sometimes known as the City of Thousand Gods, Bard’s Gate has no less than two High Altars to major deities
of the Lost Lands, yet both are in decline, and small shrines or street chapels to countless other deities, some of
whose rise to popularity has put them on par or even ahead of the old gods of the city. At the same time some
of the most powerful cults of evil deities and demon lords thrive within the city under the very noses of their
bitterest enemies.
Known alternately as the City of Bards or the City of the Lyre for its famous Bard’s College, many of the greatest
heroes of the lands got their start in Bard’s Gate or at least passed through it at some point in their careers. And
the many bard’s tales and songs that were first penned within the city prove the truth of these claims.

The City of Bard’s Gate
BARD’S GATE
NG metropolis
Government council (Council of Burghers)
Population 125,000 (87,750 humans [79,500 Foerdewaith, 2800 Riverfolk, 2500 Plainsmen, 1300 Heldring, 1000
Erskaelosi, 650 Ashurians]; 14,000 half-elves; 8000 elves [6200 high elves, 1800 wood elves]; 6000 dwarves
[4100 hill dwarves, 1100 mountain dwarves, 800 street dwarves*]; 3000 halflings; 2,250 gnomes; 2000 ratfolk*,
1750 half-orcs; 250 others)
Notable NPCs
Cylyria, High Burgess and Mayor of the Council (NG female half-elf Brd16)
Imril, Captain of the Lyreguard (LG male human Pal12 of Mitra)
Topfer Brighteye, High Sheriff (LG male gnome Ftr8)
Garrid Garzag, Chief of Constables (NE male dwarf Ftr9)
Jared Strahn, High Harpist of Oghma (NG male human Clr12)
Liserion, Holy Artificer of Dre’uain (LN male human Clr10)
Drembrar, Master Scrivener of Yenomesh (NG male human Clr6)
Torreb Bloodsaw, High Faithful of Mitra (LG male human Clr8)
Ginivarin Krandolve, High Priest of Darach-Albith (CG male high elf Clr9)
Gruden Greybeard, Forgemaster of Dwerfater (LG male mountain dwarf Clr9)
Bofred the Just, High Priest of Thyr (LG male human Clr12)
Barahil the Faithful, High Sword of Muir (LG male human Pal12)
Zoey, Priestess of Freya (NG female halfling Clr9)
Danya Darkfeather, High Priestess of Rhiaan (N female half-elf Drd8)
Duloth Armitage, Wheelwrights burgher and crime lord (NE male human assassin Rog12)
Purchase Limit 64,000gp

Campaign Start
Most of the Bard’s Gate information will be irrelevant to this game. However, your characters are from there so
enough information is given to give you some idea of what the city is like.
Your character works for a detective/investigation agency that has a contract with the city of Bard's Gate. After
getting complaints of missing children in the Barony of Lornedain, missing children that the sheriff is incapable
or unwilling to help with. (At least that is what was mentioned on the complaint.) Since the Barony falls under
Bard's Gate's protection the city has hired your agency to investigate. In turn the agency has dispatched your
group to undertake the 325 mile journey to the Barony in question. The campaign will start with your arrival.

Religion, Deities, and Heresies
Religion
Shifting Tides
The predominant religious pantheon in the Borderland Provinces is the array of Hyperborean gods brought to
the continent by the invaders 109 years before the beginning of the Imperial Record. Thyr, Solanus, Mithras,
Jamboor, Telophus, Kamien, Yenomesh, Ceres, and Pan all have longstanding temples and dedicated followers
throughout the region. After the end of the Hyperborean Age, the Foerdewaith invasion of the Borderland
Provinces brought a second group of gods, including Archeillus, Quell, and Belon the Wise.
More recently, some of the popular gods of Bard’s Gate have established followings, particularly in the northern
part of the Borderlands. Sefagreth, a Hyperborean deity not previously well-known in the Borderland Provinces
since Hyperborean times, has rapidly gained worshipers among the merchants and townsfolk. Most significant
is the growth of the sun-cult of Mitra. In Foere and Bard’s Gate, Mitra is becoming the predominant sun-god,
supplanting the now rapidly-eroding Church of Solanus. Mitra is well known in the Borderland Provinces at this
point, but Solanus is generally still considered the “real” goddess of the sun. However, the growing weakness of
the Church in Reme and Bard’s Gate is felt far away from these centers of civilization. The temples of Solanus in
the Borderland Provinces are receiving fewer acolytes to train, less funding for buildings and good works, and
less political support from the powers-that-be in the great trading cities.
The temples of Thyr and Muir are also in steady decline due to the rising power of the Mitran faith, although to
different degrees. The worship of Muir has eroded to almost nothing in this area, although there are still many
scattered small temples and shrines to the goddess of paladins. The temples of Thyr, on the other hand, are still
very strong and well established. Their strength and influence are slowly decaying, but Thyr is still the most
prominent and influential deity in the Borderlands.
In other parts of the world, the cult of Belon the Wise is beginning to replace the older faith of Jamboor, but
most parts of the Borderland Provinces are conservative about such matters, and Jamboor remains the
predominant god of knowledge across the area — with the sole exceptions of Eastgate and Endhome, trade
cities that are more influenced by newfangled ideas from abroad.

Druidism
There is a certain antagonism between druidism and the god-centered religions of the Borderland Provinces,
which dates back to the Hyperborean invasion of the Plains of Sull. Most of the resistance to the Hyperborean
invasion, futile as it was, was organized by shamans and druids. As Oerson’s forces rolled through the lands
bordering on the Great Akadonian Forest, the hardiest of the defenders, many of them led by druids, retreated
into the forests to continue fighting the invaders. As the forests continued to decline, and civilization to develop,
these old druidic sects remained hostile to the influence of the Hyperboreans and their foreign gods. Over the
course of centuries, the theological battle lines between druidism and traditional deity-worship stayed in place,
with violence often breaking out between the two populations of worshippers. In the present day, the hostility

is considerably less, and is mainly found in isolated communities. However, it is common to find clerics of the
Hyperborean gods who disdain and distrust druids, and druids — particularly in the oldest of the druidic sects
— who consider deity-centered worship to be sapping the strength of the world in favor of fat clerics and
otherworldly gods.

Heresy!
Heretical faiths are a growing problem in the Borderland Provinces. Social unrest and political instability always
create fertile ground for radical religious sentiments and bizarre theories, and some form of instability threatens
almost all the Provinces. Moreover, the Church of Thyr is in decline, and the priesthood of Thyr has traditionally
been the main force to seek out, investigate, judge, and destroy heresy in this part of the world.

Heresies
The Nature of Heresy
The Borderland Provinces are plagued with heresies. There is no doubt this phenomenon is on the rise ever
since the Kingdom of Foere began to withdraw from the region, since the empire’s retreat has caused great
instability and doubt even in the Provinces that still pay allegiance to the Overking.
Heresies seem to spring up from nowhere, and they are difficult to stamp out once they begin. These aberrant
doctrines seem to take on a life of their own, spreading like wildfire through a peasant population that is hungry
for stability and reassurance. Unfortunately, heretical beliefs and practices are actually badly damaging,
seriously eroding the capabilities of Lawful and good temples to assist the very people who need help the most.
It is well known that the proper rituals of ordinary prayer, devotions, and sacrifices support a deity’s power in
some unfathomable way. This is why temples provide specific prayers, methods for sacred rituals, and educated
leaders to conduct religious services, all of which support the deity (or deities) they venerate. By the same token,
however, departing significantly from the proper rituals can render them completely ineffectual. Indeed, some
apparently minor changes to important prayers or practices can actually divert the power of the rituals to
another being such as a demon prince or a different god entirely.

Lesser Heresy
Even the most minor of heresies, doctrinal errors that do nothing other than divert people from offering
meaningful support to the deity, can badly damage a faith. Such heresies can catch on and become popular
misinterpretations, especially in the rural countryside where they may fester undiscovered for a long time
before the clerics of the god learn of their existence. By diverting worshipers from the productive rituals of a
god, and confusing others about which rituals are actually the proper ones, these minor heresies can be quite
destructive to a religion. Rather than focusing on spiritual matters, the temples are forced to respond to a rapidly
growing community of lost worshipers.
Innocent followers of a Lesser Heresy are generally considered to be retrievable if they recant their heretical
beliefs. Most temples send reformed heretics on penitentiary pilgrimages, or put them through some sort of
purification or punishment to cleanse the taint of heresy from them. The actual leaders and preachers of a
Lesser Heresy can also be retrieved if they recant, but as a practical matter, they are usually firm in their beliefs

and will not change them. These individuals are usually burned at the stake or executed in some other way. The
penalty is harsh, but it is not merely to set an example: Most faiths, even the merciful ones, have execution
rituals that remove the taint of heresy from a dying soul. In a world where the gods speak, demons exist, the
Hells and Underworlds are demonstrably real, and souls are literally something that can be detected, religion is
a deadly serious purpose with no room for error. The guardians of different faiths play hardball, by necessity.
Lesser heresies can range from subtle doctrinal difference all the way to outrageous and outlandish concepts
believable only by the uneducated. In some cases, only a cleric of the faith being corrupted can detect the heresy
from casual conversation with a heretic, but the larger the error the easier it is for clerics of other faiths to
recognize as heresy. Not all clerics bother responding to a heresy that corrupts a different faith, even if the two
gods have the same alignment. However, they might pass the information along to the nearest representative
of the other deity.

The Great Heresies
Even worse than the Lesser Heresies are the “Great Heresies,” doctrines that literally divert the power of prayer
to the wrong supernatural being. It was this sort of heresy, engineered by the demon prince Orcus, that
eventually destroyed the priesthood of Thyr and Muir in the city of Tsar. These Great Heresies are ordinarily not
the result of a simple mistake, for diverting divine power from one deity to another requires a complex
understanding of supernatural powers and mystic channeling, possessed only by demon princes and deceptive
gods.

The Canticalist Heresy
The Canticalist Heresy, also called the Heresy of the Discordian Hymnal, is perpetuated by followers of the
demon prince Mathrigaunt. The center of the heresy is a book of hymns, called the Pure Canticle by those who
distribute it, and the Discordian Hymnal by those who understand its true nature. The hymnal is not a magic
item: It is an ordinary book of hymns and melodies. However, anyone who incorporates the hymns and melodies
into prayer is actually feeding power to the demon prince Mathrigaunt rather than to the intended deity.
Followers of Mathrigaunt distribute the hymnal into areas that are particularly vulnerable to heresy,
masquerading as clerics of some other faith. They claim that using the hymnal in prayer offers “additional
blessings” or some other attractive story. Then the demon-worshippers depart, hoping that use of the hymnal
catches on. The hymns are beautiful and haunting, and unless the local clerics are quick to notice its use, it tends
to become popular. The Canticalist Heresy crops up periodically everywhere in the Borderland Provinces as the
followers of Mathrigaunt find new, vulnerable people to deceive. Even the leaders of Canticalist areas are
unaware of the heretical nature of the book — part of the “fun,” for the demon-worshipers, is that the heresy
propagates itself.

The Eternal Life Heresy
(also, the “Eternalist” Heresy)
The cult of Orcus fosters the Eternal Life Heresy. This demon prince plays a long-term, deep game, and the
Eternal Life Heresy is thus slower and more labor-intensive than the Canticalist Heresy propagated by the
followers of Mathrigaunt. It is also more reliable and becomes more deeply rooted than the Canticalist Heresy.
In general, the Eternal Life Heresy is started in vulnerable areas by an Orcus cultist who insinuates himself into
a community as a respectable farmer or other ordinary identity. Over the course of about a century, Orcus
shields the cultist from dying of natural causes until the cultist’s neighbors recognize his unnaturally long life. At
this point, the cultist explains the particular rituals and practices that have supposedly prolonged his life, and
most of them are quite pleasant debaucheries of some kind or another. The heresy is spread to only a few
people at first, until it slowly catches on. Generally, the cultist remains on the scene to keep things moving, and
deliberately tries to frustrate efforts by local clerics to contain the spread of the heresy.
Pockets of Eternalist heretics have seen what they consider proof positive of the truth of their beliefs, and
seldom recant the heresy.

The Idolist Heresy
The Idolist Heresy is particularly subtle, the product of efforts by followers of the demon-prince Fraz-Urb’luu. It
involves the distribution of tiny idols, said to be the representations of saints who intercede with the gods on
behalf of those who say prayers and make requests directly to the idol. The little figurines do not represent
saints at all, of course. They divert prayer to the benefit of the demon-prince, rather than making an intercession
with the intended deity. When they are found, the little idols are easily identifiable, for each one has a different
face painted over the top of the original paint, like a mask. This heresy is somewhat labor intensive for the cult
of Fraz-Urb’luu, since it requires distribution of the figurines, but it tends to spread undetected for a very long
time.

The Inoculist Heresy
The Inoculist Heresy is one of the Great Heresies, fostered by followers of the goddess Hel, Mistress of Disease.
It is simply a set of little prayers to be said when friends are ill, or during contagions such as plague or sweating
sickness. These prayers actually go to the goddess Hel rather than to whatever god they were intended for, since
they are worded with particular formulae that act somewhat like a diversionary code. To start the heresy, Hel
usually really does protect the heretics from disease, and gives real effect to the prayers said over sick friends.
Once the heresy has caught on due to its actual effectiveness, the goddess withdraws its protection and lets the
heresy spread like the contagions she adores.

The Non-Substantiation Heresy
The Non-Substantiation Heresy is a Great Heresy that is equally vile to all religions and all deities, as it represents
a threat to each equally. Originally espoused by the scholar Crasmus of Troye in his pamphlet “Limitations of
the Divine,” the heresy claims that the gods of the multiverse are essentially powerless in mortal affairs and
have no ability act directly in the world beyond the granting of divine {clerical} spells and abilities. It argues that
the gods are in fact beholden to mortals, rather than mortals beholden to their deities, and that through the
propitiation acts by practitioners of the various religions the gods are essentially held hostage by their
worshipers devotion and unwillingly leeched of their power. Its thesis states that the gods would gladly destroy
the mortal world to be rid of what they see as swarms of parasitic insects if they could but that they have no
power to do so and must, therefore, remain as the slaves of mankind and the other sentient races. Obviously
the gods and their churches take a very dim view of this sort of heretical reductionism that threatens to stymy
belief in them altogether. No demon lord surreptitiously stealing the devotion of worshipers here; if this heresy
were to ever catch on universally it could possibly threaten the very existence of both the heavenly and fiendish
realms. Needless to say, practice of this heresy is actively stamped out wherever it is found, and even owning a
copy of Crasmus’s writing can earn the death penalty in many realms if the heresy is not recanted.

The World’s Pain Heresy
(the “True Pentitents”)
The World’s Pain Heresy holds that physical pain cleanses the soul, and that those inflicting pain upon
themselves are actually helping to bring divine peace and prosperity to the world. Cultists of the n’gathau
propagate the heresy (see The Tome of Horrors Complete by Frog God Games for a description of the n’gathau).
For some reason, something in human nature seems to accept this doctrine without much question when times
are difficult and the world seems to be an unstable and frightening place. The World’s Pain Heresy is easily
started by the cultists, and spreads very quickly. However, it is also the most easily detected of all the Great
Heresies: When people start walking down the road lashing themselves with small whips, it draws attention.
Fighting the World’s Pain Heresy tends to be a race by witch-hunters and inquisitors against the rapid word-ofmouth transmission of the heresy.
Even in casual religious conversation with a follower of one of the Great Heresies, most clerics of any god will
recognize the poisonous patterns of the espoused heretical doctrines. Since the Great Heresies are a threat to
all faiths except those of the perpetuators, clerics of different gods often work in concert to stamp out the
growth of one of these cancerous heresies.

Heretical Clerics
As one of the Great Heresies spreads, it has the potential to spawn actual, spellcasting clerics who believe
themselves to be worshiping the real deity but are actually receiving their spells, and directing their devotions,
to the demon-prince or god who benefits from the heretical practices. (I will not as a DM, play this trick on a
player character.)

Major Deities
Archeillus
God of Rightful Rule; Protector of the Nobility
Lesser God
Alignment: LG
Domain: Life
Symbol: A lion’s head or mask, usually crowned
Garb: Nobles’ finery, formal robes of office, royal vestments and regalia including crown, scepter, signet ring,
coat-of-arms, chalice, royal seal, and sovereign orb
Favored Weapon: Longsword
Form of Worship and Holidays: Lavish ceremonies held on High Holy Days. Regional and local festivals held
according to the traditions and customs of individual noble families.
Typical Worshipers: Many nobles, Foerdewaith traditionalists, some magistrates and judges in remote
provincial areas of the Kingdoms of Foere
Archeillus once stood below only Thyr himself in the pantheon of the ancient Kingdoms of Foere. Though the
first overking, Macobert, claimed familial descent from the sea god Quell, it was by virtue of the laws and
customs of Archeillus that he claimed rightful rule over all the kingdoms and their client states. Despite these
once heady heights of influence across the whole of Akados, with the decline of Foere, so too has the worship
of Archeillus seen its decline. This has arguably been furthered by the slow increase of support for the foreign
deity Mitra as the divine patron of the Foerdewaith sovereignty, a trend whose beginnings can be traced back
to the time of the great, great, grandson of Macobert, Osbert II, some seven centuries ago.
Still an important god of the Foerdewaith, his religion is now often seen as old-fashioned or outdated, though
he remains revered among many of the old noble families, especially in the more backwater areas. This devotion
often even includes noble families that are not of Foerdewaith descent or rulers of lands outside Foere’s sphere
of influence. This is in large part because veneration of Archeillus is traditionally seen as a support of the current
ruling class and serves to justify maintenance of the status quo of power among adherents. As a result of this
common understanding, despite the fact that Archeillus is inherently a god of law and good, his religion is used
by many a less-benign tyrant as means to consolidate and hold power with a veneer of legitimacy. The
established church of Archeillus officially finds this practice repellant but also finds it prudent to not try and
identify those who should or should not rule because of the inherent risk of opposing a true believer who has
merely been mischaracterized by his subjects or, even worse, finding themselves forced to choose sides and
ending up on the losing end of a political power struggle.
With its loss in influence over the last few centuries and the inevitable reduction in the number of followers,
the clergy of Archeillus has learned to step carefully and walk a fine line between clearly upholding the morality
and rule of just law represented by Archeillus and stepping cautiously to avoid upsetting the apple cart of local
politics that could result in them being completely removed from the halls of power and spheres of influence
altogether. Many priests of Archeillus take comfort in the oft-quoted axiom, “he that rules does so but by the

will of Archeillus,” allowing responsibility for the issue of rightful rulership to fall squarely upon the shoulders
of the god himself. They trust that Archeillus’s wisdom will sort out the details rather than muddying the waters
by the machinations and inevitable disasters wrought by imperfect mortals, which is perhaps what the god has
intended all along.

Belon the Wise
God of Travel; Wanderer in White
Lesser God
Alignment: NG
Domain: Knowledge
Symbol: Clear quartz crystal or flawless diamond
Garb: Travelers clothes and long white traveling cloaks
Favored Weapon: Quarterstaff
Form of Worship and Holidays: Offerings of silver given at the beginning and end of long journeys.
Typical Worshipers: Rangers, bards, wandering wizards, those who make their living traveling
Belon appears to his worshipers as an elderly man wearing flowing white robes and carrying a walking staff.
Belon is the embodiment of things learned upon the road, be they magical or mundane knowledge. Priests of
Belon often serve as guides, educating themselves in local customs in order to afford better traveling conditions
for those in their care. As such, Belon is patron of both journeys and knowledge, exemplified in the wisdom that
can be gained by being well traveled. An emphasis on common sense ensures that he finds adherents among
the stolid common folk of the world rather than only the scholars and learned.
Belon the Wise was not originally a god of the Hyperborean or Foerdewaith pantheons. He seems to have been
an Eastern god of some as yet unidentified Libynosi pantheon. Some scholars speculate that he was a lesser god
of the Gohtra of Far Jaati. Other evidence seems to suggest that he was perhaps once an apprentice to Thasizier,
the Libynosi Master of Good Magic and ancient enemy of the witch-goddess Hecate. Whatever his origin, it
seems likely that Belon became introduced to the folk of Akados after having been carried back home by
Foerdewaith crusaders sojourning in eastern realms.
Belon’s earliest influence in Akados seems to have been in and around the city of Bard’s Gate where he enjoyed
some popularity as a god of travel among a burgeoning city of merchants and travelers. Over time, however, his
worship waned in favor of other gods that hold mercantilism and commerce among their areas of interest,
deities such as Sefagreth and Tykee. Recently, however, the church of Belon has been on the rise again as
interest in him as a god of arcane knowledge who can perhaps provide secrets of the ancient magic of the East.
Less a travelers’ god, it is now more in vogue for wizards who consider themselves to be sophisticated and welltraveled to venerate the White Wanderer. This upsurge has been noticed by the clergy of the traditional god of
magic Jamboor, and discussions about what to do among that god’s scholars have been going on for years now
as more and more practitioners of the arcane arts turn to Belon as their patron.

Ceres
The Revered Mother; Goddess of the Home and Midwives;
Goddess of Healing, Mercy, and Patience; Goddess of the
Millstone
Greater God
Alignment: LG
Domains: Life, Nature
Symbol: A millstone
Garb: Simple robes of white
Favored Weapons: Flail
Form of Worship and Holidays: Simple services are held each week on Ardsdag followed by a family or
communal meal where freshly baked loaves of bread are broken in her honor. Half of each loaf is donated to
orphans or others in need.
Typical Worshipers: Human matrons and mothers, midwives, bakers, millers, orphans, the poor, farmers,
some civic
leaders, halflings
Ceres is an old goddess of the Hyperborean pantheon who has protected home and hearth since the earliest
recorded histories. She is seen as a motherly figure who protects her followers and their communities through
gentle guidance and nurturing. It is also she who the common folk turn to in prayer to avoid famine from a bad
harvest or natural calamities. Though not really a goddess of crops and weather like the god Telophus, her holy
writings and liturgy do universally speak of a bountiful harvest to fill the bellies of the community and the needy.
More concerned with the benign use of the harvest from the standpoint of community well-being and stability
rather than being seen as a matron of plant growth in general, Ceres is one of the few deities whose worship
involves active benevolence in the form of feeding and sheltering the needy. She is revered by many who are
not truly her worshipers (hence her title of “Revered Mother”) because she is seen as the divine caretaker and
overseer of healthy births, though she shares this role with the goddess Freya. So even those who venerate
other gods or are even diametrically opposed to her through alignment or creed are not above uttering short
prayer in her name at the birth of their own offspring. In her hands lies the well-being of the next generation,
which all humans recognize and generally respect. That her followers are not crusaders or violent radicals
seeking to bring judgment in her name makes this veneration by others more palatable.
For all of these qualities and that of providing succor to the sick, Ceres is often seen as the glue that holds
families and communities together. The few hospices that exist for the indigent or those unable to afford the
services of a personal physician are almost always established by her worshipers. Despite her recognized
benevolence, Ceres is seen as somewhat rustic, and has been in decline in some urban centers. She retains her
popularity and influence in the countryside among the simple folk, however. The halfling matron goddess Hester
serves as her handmaiden, and many rural halflings revere Ceres as well as a result.

Darach-Albith
High God of the Elves; Firstborn; Father of the Elves
Greater God
Alignment: CG
Domains: Nature, War
Symbol: A bow and sword hanging from the Eternal Oak
Garb: Garments in shades of gray, green, hazel, chestnut, and sable
Favored Weapons: Longbow, longsword
Form of Worship and Holidays: Major religious services are held on the solstices and equinoxes, while special
night festivals are held on the eve of every mid-month (Ides) during the summer.
Typical Worshipers: High and wood elves, elven warriors, wizards, and rangers
The father of all elves and firstborn of the race, Darach-Albith is portrayed as a handsome elven male draped in
a cloak of forest green leaves. His skin varies at different times between the gleaming white of birch bark and
any shades of brown or green found in primeval woodlands. Darach has keen golden eyes like those of an owl.
His sword Tian Tu Lan and his bow Fayar Nocht are said to never miss a target and to slay those of evil intent
instantly.
The ruler of the elven pantheon, almost all elves at least pay Darach-Albith lip service if not outright veneration.
Though his religion is very ancient and steeped in many-layered tradition and ritual, to most non-elves he is
known primarily for his legendary search for his wife Rialae-Aibaru (known as the Lost Queen of the Elves) who
abandoned him and her duties in the elven pantheon to seek out her missing daughter Karelis sometime back
in the mists of time. There are entire sects of elves who venerate the Lost Queen and her search through the
rare appearances of the blue comet Rialae, though Darach-Albith for his part seems to remain stoic in the face
of his unending grief.

Dre’uain the Lame
God of Craft and Smiths; God of Industry and Hard Work
Greater God
Alignment: LN
Domains: Light, Knowledge
Symbol: Three interlocked cogwheels
Garb: Crafter’s outfit (different outfits for different crafts)
Favored Weapons: Warhammer
Form of Worship and Holidays: Worshipers sacrifice one high-quality item per year (if they can afford it).
Worshipers without the means to create or purchase high-quality items for sacrifice can purchase small tin
replicas at local temples for use in sacrifices. Late summer craft festivals, earthquakes, and volcanic eruptions
are also occasions when sacrifices are made to Dre’uain.
Typical Worshipers: Human, gnome, dwarven, and halfling craftsmen, inventors, laborers, union organizers,
maimed workers, wounded veterans, beggars

Dre’uain appears as a clubfooted gnome with strong but fine-fingered hands. His flame-red hair and beard
always appear singed from his labors over the forge. He has a long nose and piercingly curious eyes and wears
a soot-covered apron. Hammer Mittelschmerz claims to have learned all he knows of crafting and invention
from Dre’uain.
Considered by many to be one of the oldest deities, Dre’uain embodies the creative mind and its ability to
fashion objects and devices. Dre’uain is honored by creators, inventors, smiths, architects, and other craftsfolk
of all races. His connection to earthquakes, volcanoes, and other seismic events seem to be a holdover from his
earliest days as a mighty giant and earth deity. In that capacity early myths say that he battled the primordial
earth spirit Demogorgon for supremacy. The result of the battle was the crippling of Dre’uain and the reduction
to his current stature as well as his loss of mastery over the earth, turning instead to mastery of its resources in
invention and crafting. Demogorgon faired perhaps worse, losing his mastery over the earth in exchange for
knowledge of its deepest secrets instead but at the cost of having his psyche split into two competing halves
and being cast into the Ginnungagap.
Since then Dre’uain has succeeded in one of the most difficult tasks in all the multiverse; he was a gnome god
who ascended to a position of respect and major worship among humans, with many adherents among dwarves
and halflings as well. While dwarven crafters and inventors are more likely to venerate Dwerfater or Crugas and
Dre’uain has not been adopted into the Dwarven Pantheon as a result, there are still a fair number of dwarven
craftsmen and smiths who prefer to follow his faith than the more magically oriented tenants of Crugas or the
distinctly racial patronage of Dwerfater, especially among the hill dwarves who work more closely with other
races.
Among humans, Dre’uain not only receives veneration among inventors, craftsmen, and smiths, but his
propensity for hard work and virtue of honest labors has endeared him to all manner of manual laborers. Many
such laborers follow Stryme, seeing the work of the god of strength in their labors, but for those whose work is
less reliant upon physical prowess and more reliant on dogged determination or dedication to tedious or
repetitive tasks, Dre’uain strikes a chord. The laborers or many manufactories turn to Dre’uain for their common
beliefs and has resulted in the formation of labor unions in some locales.
The presence of Dre’uain’s own clubbed foot as a model, and the tendency of some of his followers to unionize
has created a following of maimed workers among his followers. This has likewise contributed to a growing
number of wounded veteran soldiers among those who follow him, turning away from their former soldier gods
in their disability and looking instead to Dre’uain to sustain them. An unexpected side effect of this is that an
ever-growing number of beggars — crippled and healthy alike — are beginning to flock to faith. This latest
development has created a great deal of discomfort and growing resentment among his clergy because many
of these beggars are seen as individuals who eschew hard work in favor of the charity of others, which flies in
the face of the very tenants of Dre’uain. Despite many temples openly preaching against the sin of sloth to
discourage this or any affiliation with those they see as ne’er-do-wells, any number of almshouses and soup
kitchens continue to pop up in Dre’uian’s name, though not formally associated with actual members of the
clergy. The church hierarchy has yet to come up with a good solution to this situation and are divided as to
whether a solution is even necessary.

Dre’uain is frequently associated with the elven deity known as Wayland the Smith (Weland the Smith among
the Tuatha De Pantheon). Many assume they are the same god by different names and in different aspects. The
dwarves vehemently deny any suggestion of this, and the churches of Dre’uain and Wayland maintain
themselves as entirely separate entities. If there is a connection between Dre’uain and Wayland, neither deity
has deigned to comment.
Dre’uain’s temples always contain an altar composed of large metal gears intended to represent the eternal
mechanisms of the cosmos, which Dre’uain is said to understand and perhaps even serve as caretaker over.
True members of Dre’uain’s clergy can be identified by their ability to disassemble the interlocking cogs of
Dre’uain’s holy symbols or connect them back together. This secret, known as the “Blessing of Dre’uain”, is given
to them directly from the god. Others who attempt to do so must make a successful DC 35 Intelligence or
Thieves' Tools check.

The Father
Primeval God of Violence, Strength, and Warfare (Lost)
Greater God
Alignment: NE
Domains: Tempest, War
Symbol: A triangle
Garb: Skins of hunted animals or enemies
Favored Weapon: Stone greataxe
Form of Worship and Holidays: Blood sacrifices at solstices and equinoxes, before and after battles, and upon
the birth or death of a chieftain
Typical Worshipers: Neolithic tribes (mostly extinct), Vanigoths of the Wilderland Hills, some Wildmen of the
Mistwood, possibly others
The Father has existed as long as there has been life on the world now known as Lloegyr and has often been
associated as an embodiment of the world itself or its primordial oceans. He has been known by many names
through the ages, The Father simply being the most universal and enduring. To the ancient Phoromyceans who
knew of him only through their own ancient legends, he was known as the Demiurge. To the Hyperboreans,
who came along an age later, he was known as Boros and represented the planet upon which they lived as well
as their home continent to the north. To the ancient peoples of the North before the coming of the Northlanders
he was Buri, the grandfather of Wotan. To the Khemitite priest-kings of old he was Nun. The even more ancient
Ashurians called him Engur or Abzu. The most ancient writings of Far Jaati refer to him as Dyaus Pitra, and to
the Ancient Folk of Akados he was Lir.
Worship of The Father predated the formation of pantheons and culturally defined religions; in fact, the
existence of The Father seems to predate the concept of worship or even the existence of humanoid life on
Lloegyr. To these early cultures, The Father was known as patron of tribal warfare, competition for scarce
resources, survival, dominance, and rulership by might, and he was seen as a primal creator of the world, life,
and the gods themselves. The Father was typically not so much revered as feared, for the savage world was
harsh and unforgiving with an equally harsh and unforgiving god for the strong to cling to and the weak to perish

before. Ritual bloodshed marked the holy times and sites of The Father, and human sacrifice became a standard
practice under his stern gaze.
Despite this near hegemony of devotion in the earliest ages of the world, worship for and even memory of The
Father eventually died out, supplanted by belief in younger, gentler gods, many of whom are believed to be his
children or even their offspring. Only in the most ancient records and esoteric circles is mention of The Father
even found and usually then only disjointed and incomplete references. To those few with the depth of
scholarship or requisite age (a few of the oldest elves and assorted dragons and undead beings) to even know
of The Father, it is believed his eventual decline and erasure from the consciousness of humanity was in large
part to the heroic and selfless actions of an equally primeval creator deity known only as The Goddess, mother
of many of the oldest gods and both mate and mortal enemy of The Father. Thanks to her efforts, knowledge
of The Father was forgotten from the world to the point that he is now considered a “lost” deity. None in this
day and age revere The Father, nor is there liturgy available to revive his worship, except among a very few small
and scattered tribal societies that exist as holdovers from those most ancient of times. Even in these cultures
worship of The Father is corrupted and inexact due to lack of any written record, and such peoples themselves
are in decline is well so that it is only a matter of time until The Father ceases to exist as a deific entity upon
Lloegyr.

Freya
Goddess of Love and Fertility; Freyja
Lesser God
Alignment: NG
Domains: Life, War
Symbol: Falcon
Garb: Robes and cloaks of white, trimmed with white fur
Favored Weapons: Longsword, longbow, spear
Form of Worship and Holidays: Harvest moon feast and before large hunts. Feast of Freya at spring equinox.
Secret rites at the new moon. The Calends of the third month is devoted to Freya and serve as a special
holiday in her honor.
Typical Worshipers: Human females, farmers, midwives, hunters, druids
Freya is a lesser goddess of love and fertility. Freya is also the leader of a great band of women warriors —
known as valkyries. Freya represents fertility in all its forms. In the Southlands, Freya represents the cycle of
death and rebirth. She is a goddess of the coming harvest, as well as of sexuality and procreation. Her beast is
the falcon, though she is fond of the winter wolf and the hind. She appears most frequently to her worshipers
as a beautiful human woman dressed in robes and a cloak of winter wolf fur, though she occasionally appears
as a hunter in leather armor with spear and bow or as a warrior in shining mail with a glowing sword. She can
take the form of a falcon — or any other bird — at will, as well as that of a huge winter wolf.
Freya is a transplant to the Foerdewaith pantheon from the Vanir of the Northlands, where she is called Freyja.
Despite this foreign origin, Freya is one of the single-most popular deities worshiped by the peoples of Akados.
She is slowly but surely replacing the Hyperborean goddess Zadastha as the goddess of love. As a goddess of the
harvest, there is natural friction between her followers and those of Telophus, though this rarely comes to open

conflict. She and Ceres likewise share dominion over midwives and the birthing process, though Freya
approaches it more from the procreation aspect and Ceres from the aspect of a healthy family and community.
As such, there is little conflict between the followers of these faiths, and small villages tend to lean towards one
or the other as a whole rather than having shrines of both in the same community.
Though not an inherently violent faith (at least not outside the Northlands), Freya despises any kind of arachnid,
and her battles against the drow goddess known as the Queen of Spiders are legendary. Her followers also
frequently conflict with those of the arachnid deity called The Spider, though that deity is too bestial and
unsophisticated to truly carry a grudge against the goddess.

Jamboor
God of Knowledge, Magic, and Death; He Who Hears the Secrets
of the Dead
Greater God
Alignment: N
Domains: Death, Knowledge
Symbol: An eclipsed sun
Garb: White robes trimmed in green and black
Favored Weapons: Quarterstaff, dart
Form of Worship and Holidays: Regular worship on the last day of the week, holidays at the end of each
month, and
the major holiday of Reckoning at the end of the year, funerary rites, and solemn observances of the dates of
death of significant historical figures
Typical Worshipers: Arcane spellcasters, sages, seers, mediums, spies
Jamboor is a god of death, but only in the regard that death is a part of life and should be revered as such. It is
not unusual for the clerics of Jamboor to multi-class with one or more arcane classes. Kings and noblemen
consider it a true feather in their cap to have a priest of Jamboor as an adviser.
Jamboor is an ancient god of Hyperborea who has clung to his influence tenaciously since the earliest of days.
This mysterious deity is seen as a benign or malignant entity depending on the standpoint of the viewer. To
some folk, a god of death must be evil and, therefore, to be feared, while to others he merely maintains the
proper order of things in the cycle of life and death. And still to others he is simply a god of magic and arcane
knowledge which can be the faith of benevolent local wizard or a power-mad necromancer. Regardless, all rulers
and leaders value his faith because his priests are known to possess a great many secrets and are willing to offer
wise counsel to any ruler without regard to political or religious affiliation.
Many local superstitions find their roots in the practices of the followers of Jamboor, and entire sects of his
priesthood are tasked with sussing out the secrets of existence through listening to the whispers of the dead.
The dates and times for the High Holy Days of the continent of Akados are determined and published each year
by the priests of Jamboor and are recognized by those of all faiths. While the Wheels of Inquiry used by his

followers to determine local omens and auguries can be found in almost any community for use by any who
know the secrets of their interpretation.
Despite his long and ongoing influence, Jamboor’s age-old mastery of those who study the magical arts is now
being challenged as the traveler deity Belon the Wise gains more and more followers among arcane
practitioners. This situation has caused no small amount of consternation among the normally staid Jamboorites
not only because of the encroachment upon their traditional sphere of influence but even more so because they
did not foresee its coming.

Kamien
Goddess of Rivers, Streams, and Springs; The Sparkling Maiden;
Old Widemouth; The Water Lady
Lesser God
Alignment: N
Domain: Nature
Symbol: A fish riding upon three wavy lines upon a green copper amulet
Garb: Robes of turquoise, brown, and azure with bracelets and anklets of blue
Favored Weapons: Javelin, spear
Form of Worship and Holidays: Spring and fall floods bring sacrifices to Kamien to ensure that rivers do not
rise too high. At midsummer Rising, followers gather at rivers to appeal to the goddess to keep them flowing.
Typical Worshipers: Women, nymphs, sprites, nereids, other water creatures and fey, prostitutes, boatmen,
bargemen, fishermen, river giants
Kamien is the embodiment of springs, streams, and rivers, appearing as a woman with skin like silvery rippling
water — earning her name as the Sparkling Maiden — or as a great silvery scaled fish — usually called Old
Widemouth for resembling a massive bass. Bargemen and fishermen who ply her waterways toss coins into
streams, fountains, and brooks to ensure safe passage and plentiful catches.
Kamien is one of the earliest Hyperborean deities, even predating that civilization, representing the springs and
streams that provided plentiful water sources that allowed early humanoid settlements to be established and
thrive. As such she became a community deity and was seen as protector of the town well, spring, or other
water source required for their continued survival. As societies advanced and maintenance of water sources
and the ability to find them became more sophisticated and reliable, her role as the protector of the community
transformed somewhat into that of protector of travel and trade upon the waters of her streams and rivers. It
is this aspect that is most frequently seen in her worship today, though settlements that greatly rely upon yearly
flooding or preservation from such floods still revere her in the older incarnations through semi-annual flood
festivals and the yearly Rising ceremony at midsummer to beseech her to keep the waters flowing throughout
the dry season.
Already considered an ancient deity among humans, Kamien’s reach extends even farther back into the mists
of time beyond even human civilization. In her earliest incarnation she is considered to be the mother of the
nymphs and sprites and is a member of the Court of the Fey as a protector of fertility. Knowledge of this aspect

is largely lost among human cultures today, though some prostitutes (usually in riverside communities) venerate
the Sparkling Maiden for her seductive qualities, probably related to her relation to fey such as nymphs and
nereids that are known for their beauty and allure. Her ancient background is further recalled vaguely in old
wives’ tales about the dangers of visiting the local spring or well at night because the Water Lady might come
and steal the foolish visitor. That this could be a reference to Kamien and the sometimes predatory fey among
her followers is a possibility, though it could just as easily be nothing more than a parental admonition to
children to avoid drownings and other water accidents while unsupervised.

Mick O’Delving
God of Halflings; The Little Miner; Mickey Two-Cups
Greater God
Alignment: CG
Domain: Trickery
Symbol: A candle in a cave
Garb: Breeches, shirts, and waistcoats of browns, yellows, oranges, and other earth tones but always
barefoot. For underground ceremonies a miner’s helmet is worn.
Favored Weapons: War pick
Form of Worship and Holidays: Few formal worship services, followers of Mick O’Delving tend to offer up
short personal prayers for luck when needed or spill a bit of libation in his honor before feasts. Most festivals
honoring Pekko include some nods to Mick O’Delving as well. On one High Holy Day a year, a formal ceremony
is held in a mine, basement, or other underground setting to praise the halfling patron, celebrate his
tumultuous marriage to Mother Hester, toast his relationship with Vergrimm Earthsblood, and memorialize his
late wife Suzanne.
Typical Worshipers: Halflings, some burrowing creatures, drunks, Barefeet assassins
The plucky and puckish God of Halflings, Mick O’Delving is the consummate prankster and ne’er-do-well.
However, whereas the gnomish god Hammer Mittelschmerz represents the gnomes’ propensity for elaborate
jokes and tricks, Mick is much more about finding the advantage in any situation by hook or crook and making
his way with a smile on his face, a twinkle in his eye, and always one eye on the authorities. His ability to get
into trouble is surpassed only by his ability to get out again. He exemplifies the halflings’ ability to survive under
almost any circumstances while maintaining a certain humorous and affable outlook on life.
According to fables, Mick’s first appearance occurred when some of the dwarven miners serving in the mines of
the god Vergrimm Earthsblood complained to him about one miner who refused to wear his boots. Vergrimm
descended into the depths to investigate where he found the unusually short, barefoot miner hammering away
at a workface with his pickaxe while humming a jaunty tune, much to the annoyance of the dwarves laboring
around him. When Vergrimm lifted the brim of his too-large helmet he met the eyes of the grimy-faced halfling
god smiling merrily. Why Mick was laboring away in the dwarven mines is a question that the fables fail to
answer beyond the fact that he thought it would be a grand joke upon the dwarves. Regardless, his propensity
for delving and interminable sense of humor served as a perfect counterpoint to the dour dwarven god such
that the two became fast friends and known drinking companions. The fact that Pekko often attends their latenight drinking bouts only adds to the legendarium of Mick and is probably the source of his nickname in many
a drunken toast as Mickey Two-Cups, for the ale jack that he holds in each hand. His peculiar origins cause many

dwarves to refer to him as the Little Miner, an appellation to which halflings usually take umbrage, though if it
bothers Mick himself he has never said so.
Despite his merry, even happy-go-lucky reputation, all of the mythology of Mick is not so jolly. The god’s first
wife was the goddess Sotheryn, known as Lady Suzanne among the halflings. A goddess of community, fertility,
and the life-death cycle, there’s was a marriage of balance and happiness with her calming, quiet demeanor
serving to offset and soothe his over-enthusiastic, almost manic nature. Yet eternal happiness was not to be
even among the gods, for one of Mick O’Delving’s many pranks mortally offended the Queen of Spiders,
vindictive goddess of the drow, and she plotted to murder him. Lady Suzanne managed to learn of the plot at
the last second and drank the poison intended for him, saving him but at the cost of her own life. Perhaps the
most famous composition by any halfling bard is the Lay of Sotheryn, penned in honor of the Lady Suzanne.
This incident is also what has spawned own of the most peculiar organizations in the history of halflings, a secret
society of halfling assassins known as the Barefeet. These folk lead seemingly normal halfling lives as farmers,
brewers, bakers, or any other mundane and otherwise humble trade typically found among halflings, but all the
way they wage a clandestine war against the drow and the clergy of the Queen of Spiders in particular. Spying,
gathering information, and training in secret, these seemingly ordinary folk carefully plan and orchestrate deadly
attacks against their hated foes at opportune moments. The local tailor might close up his shop one day to “go
visit his cousin in the next town over.” Meanwhile in the next town over a halfling barber closes up shop to
“attend his aunt’s funeral in the city,” with the pattern repeating itself again and again across multiple
communities. Then a week or so later, they return to reopen shops and resume business and life as if nothing
out of the ordinary had occurred, while in some other location not far away a drow caravan or delegation of
drow clerics is found completely slaughtered by unknown assailants.
After the death of his first wife, Mick O’Delving later married the halfling goddess Hester, Handmaiden of Ceres
and Mother of the Hearthfire. Theirs is a relationship less ideal than that of his first marriage, with the calm and
dignified Hester providing counterpoint to Mick’s often wild ways, but lacking the serenity enjoyed by her
predecessor. Legends speak of the arguments that have occurred in the household of Mick O’Delving, and
halfling children say that the thunder is another pot or pan flung by Hester at her wayward husband. Despite
these high-spirited bouts their love is genuine, though some quiet whispers speak of Hester finding love with a
mortal halfling causing clerics of both faiths to offer up prayers seeking shelter from any coming turmoil.

Mitra
God of Law, Justice, and the Sun; Sun Father; The Truth-Speaker
Greater God
Alignment: LG
Domains: Life, Light
Symbol: A golden sunburst surrounded by the trifoliate leaves and thorns of a myrrh tree
Garb: A seamless linen tunic and hood of pure white without ornament or footwear
Favored Weapons: Longsword
Form of Worship and Holidays: Worship services are held on the first day of every week with congregational
singing and prayer followed by acts of service among the community. The Calends of the eighth month is
devoted to Mitra and are when a sacrificial collection of material wealth is made among the faithful for the
purpose of establishing and funding hospitals and almshouses.
Typical Worshipers: Common folk, Foerdewaith knights and rulers, magistrates and judges, healers, the sick
and disabled
Mitra has become one of the most commonly worshiped gods in Akados, despite being a transplant from eastern
lands. Part of Mitra’s appeal is his emphasis on humility among his worshipers while at the same time
championing justice and rule of law. Thus while the powers-that-be worship Mitra to uphold their rightful rule
and the laws of the land, he is appealing to the common folk for his insistence on the principles of mercy and
fairness among the high and low alike. Another god that probably found its way into Akados through the
crusading knights of the Foerdewaith, Mitra’s true rise to prominence in the West undoubtedly stems from a
single incident some 700 years ago when he allegedly appeared to the Foerdewaith overking, Osbert II, before
the pivotal battle of Oescreheit Downs promising victory for the beleaguered Foerdewaith against the vastly
superior numbers of the Heldring horde. When the Heldring were defeated and their threat finally broken once
and for all, many took Mitra’s appearance to mean that he favored the rightful rule of the Foerdewaith overkings
and adopted him as the patron of Macobert’s dynasty.
The shift as a result of this changing attitude was gradual and took place only in small incremental steps, but its
progress has been inexorable. The adoption of Mitra as a specifically Macobertian sponsor largely pushed the
traditional recognition of Quell in that role to the side until recent centuries when the most devout loyalty to
the Sea King has largely shifted to the maritime Empire of Oceanus. Other gods that have felt the greatest
decline as a result of Mitra’s rise are the sun goddess Solanus (to such an extent that many folk of Akados have
begun to refer to the sun as Mitra in the Eastern fashion rather than as Sol or Solanus as has been traditionally
done in the West), Muir as a Lawful war goddess, and Thyr in his role of Lawgiver and god of justice. At point in
time, virtually every judge and court in Akados looked to Thyr as its patron, but now Mitra predominates in that
role by a narrow margin, and his influence in the areas of the sun and healing ensures that his adherents’ growth
continues even as Thyr’s declines.

Muir
Goddess of Virtue and Paladins; Eostre
Greater God
Alignment: LG
Domains: Light, War
Symbol: Blood-red upraised sword on a white background
Garb: White wool robes with an upraised sword and hand in red
Favored Weapons: Longsword or greatsword
Form of Worship and Holidays: Regular worship and fasting on the eve before known battle or before
confirmation or promotion of the ranks of the faithful. The Calends of the fourth month is devoted to Muir.
Typical Worshipers: Humans paladins, Heldring soldiers, Alcaldrich knights, Justicars
Muir is the twin sister of Thyr and one of the fabled Three Gods of old. While he represents law and peace, she
represents the martial valor necessary to make that peace a reality. As such, she is the goddess of paladins and
the principle martial deity of the Heldring. She is often depicted as a dark-tressed maiden warrior in shining mail
with an upraised (often bloodstained) sword. She is noble and single-minded of purpose. The tenets of her
worship include honor, truth, and courage. A great order of Hyperborean paladins known as the Justicars were
sworn to her service but are believed to have died off at the time of the Battle of Tsar and the fall of Tircople
some three centuries ago. She and Thyr serve as the combined state religion of the Empire of Alcaldar in Libynos
and is seen as the matron of the martial Church Militans of its Holy Ecclesia Inquisitorial. The knights of the
Church Militans see themselves as the modern incarnation of the Holy Order of Justicars, though followers of
Muir outside Alcaldar do not support this claim.
Like her brother-deity Thyr, Muir has lost some of the predominance that she once enjoyed in Akados and
throughout the Hyperborean Empire. Her High Altar was moved to the vicinity of Bard’s Gate after the fall of
Tircople and has since fallen into decline there as well. However, like Thyr she has enjoyed a resurgence of
popularity among the now-devout Heldring of the Helcynngae Peninsula, where she is known as Eostre, and
within the Empire of Alcaldar in Libynos. Both the Heldring hledwalda and the Alcaldrich empress press for
relocation of the High Altar of Muir to their respective domains, but the goddess has yet to make a
pronouncement on the matter so for now it remains in its diminished state in the city of Bard’s Gate.
Muir expects self-sacrifice, humility, and charity as well as unswerving loyalty, and her worshipers must be lawful
good. Her standards are extreme and she quickly turns her back on any who fail to live up to them. Those who
maintain her standards, however, may strive to become Justicars, an order of paladins imbued with even greater
holiness if the means to reviving that order can be discovered somewhere in the ruins of lost Tircople.
Her symbol is a blood-red uplifted sword on a white background, symbolizing her endless fight against evil, and
the falcon is a sacred animal to her for its noble bearing and relentless pursuit of its prey. She is the tireless foe
of all evil creatures, and undead, demons, and devils in particular are her sworn enemy.

Narrah
The Lady of the Moon; The Pale Sister; Luna
Greater God
Alignment: N
Domains: Nature
Symbol: The Sickle (a crescent moon)
Garb: Dark hooded robes, midnight blue cloaks
Favored Weapons: Sickle
Form of Worship and Holidays: Prayer services held weekly on the night of Sistersdag. Regular worship and
fasting on nights of the full moon. Lunar eclipses and other astronomical events such as the new moon and
the double moon (when Narrah and Sybil are both full), are sacred to Narrah. Each month on Moonless Night,
the followers of Narrah hold a short prayer vigil at sundown and then go forth in numbers, armed and
armored, to battle the followers of Cybele and defend against raids by the Nocturnals.
Typical Worshipers: Druids, stargazers, lycanthropes, oracles, bards, some fey
An ancient and oft-forgotten goddess, Narrah has looked down upon the face of the lands as the greater moon
known as the Pale Sister, since the beginning of the world. Worshiped by star-gazers, lycanthropes, and lovers
alike, the Lady of the Moon is neither good nor evil, light nor dark. She represents neutrality is its most natural
form. She is the moonlight in the dark, the push and pull of the tides, and the navigation point when one is lost.
Actively worshiped by druids who remember the ancient traditions of the Old Way, she imparts the secrets of
the universe under the cover of night. Though most folk refer to her only as the Pale Sister or, perhaps, Luna
and think of her only as the larger and brighter of the two moons rather than as an actual goddess.
Alongside her twin moon, Sybil the Dark Sister, Narrah has hovered over the world since the beginning. Her
earliest followers were the fey and primitive humanoids, and since that time she has warred with the smaller
moon for the dominance of the night. Narrah does not seek power, but Cybele the deity associated with the
other moon has long sought the means to destroy Narrah and assume total dominion over the night sky. To this
end she has allied with her idiot twin Shupnikkurat to seek away to devour Narrah whole and remove her from
the sky forever.

Solanus
Goddess of the Sun and Healing
Greater God
Alignment: NG
Domains: Life, Light
Symbol: A blazing sun inscribed with an open palm
Garb: Pale robes bearing the symbol of Solanus. The color of robes changes as adherents progress through the
hierarchy of the church. Initiates wear robes of red which are then changed to those of orange, then yellow,
and then white for the high priest. There are even multiple subtle shades between these main colors to
denote gradations within their ranks.
Favored Weapons: Mace, quarterstaff
Form of Worship and Holidays: Regular worship on the first day of the week (Solsdag), special observances for
the clergy at each dawn, major holidays on the summer and winter solstices (High Sol and Low Sol,
respectively), and the Ides of the eighth month is devoted to Solanus as well.
Typical Worshipers: Rangers, bards, healers, soldiers, undead slayers
Solanus is the benevolent goddess of the sun, Sol as it has traditionally been named in Akados. She is a goddess
of ancient Hyperborea who, as a founding deity of that culture, has known great popularity in Akados across the
breadth of the empire. Her priests have often served as field medics in armies and once comprised an entire
Legion of ancient Hyperborea. They have also commonly been the local healers in villages and small towns.
Some hospitals were established in Solanus’s name in certain imperial centers (namely Remenos and
Curgantium), but the practice never caught on in more remote settings where sufficient funds from the imperial
coffers were frequently unavailable. As a result, her rural clergy remained principally scattered as individual
practitioners while her central high church maintained a rigid hierarchy that often looked with disdain upon the
rural church as disorganized or even bumpkins. Perhaps the church’s greatest claim to notoriety over the
centuries, however, has been the propensity for members of her rural clergy to join adventuring bands. At one
time in the empire’s history, it is likely that as many as 8 out of 10 adventuring parties, mercenary companies,
or freelance knights was accompanied by a cleric of Solanus, bringing great acceptance and goodwill among the
common folk far beyond what could have been managed by the central offices of the church tucked away in the
great cities of the empire. Many of the older bardic hero tales composed in the classical style of those times
include a warrior of Thyr, a wizard of Jamboor, a paladin of Muir, and a cleric of Solanus as heroic archetypes.
(They also typically include a scoundrel character devoted to Moccavallo, though this is less likely to be
acknowledged in polite company.)
In recent centuries the church of Solanus has seen a steady, and in some cases precipitous, decline. This can be
directly attributed to the equally steady rise in the encroaching faith of Mitra from the far reaches of the East
after being embraced by the Foerdewaith overkings several centuries ago. In general her worship becomes more
common the farther west one travels across Akados, as the faith of Mitra has not yet spread that far. Solanus is
one of the three matron/patron deities of the great city of Reme (alongside Dame Torren and Mithras) and still
enjoys a great degree of popularity and worship there. Her High Altar remains in that city at the venerable
Hospital of St. Jethra the Martyred which still maintains 1,220 beds and accepts the sick and infirm from all over
Akados who make their way to its doors.

Telophus
Lord of Crops and the Seasons
Lesser God
Alignment: LN
Domains: Light, Nature
Symbol: Raining cloud partially obscuring a radiant sun
Garb: Green and earth tone woolen robes and vestments
Favored Weapons: Sickle or scythe
Form of Worship and Holidays: Harvest and planting celebrations as well as special devotions at the first frost
and the first thaw.
Typical Worshipers: Farmers and halflings, some druids revering his natural cycle aspect
This Hyperborean god is the embodiment of the uncaring changing seasons. He is prayed to not so much to
bring good crops, but to be convinced to hold off the early frost or bring the spring thaw. He requires
appeasement and devoted following, being known to test his followers’ faithfulness and resolve when it suits
him. Telophus and Freya are natural antagonists to each other between his uncaring detachment and her
personal interest in the well-being of her faithful. This translates into occasional confrontations and difficulties
between the moribund priesthood of the Lord of Crops and Seasons and the fiery devotees of Freya.
Telophus has long been credited with bringing the orderly advance of the seasons for planting, growing, reaping,
and storing. Farmers almost universally propitiate this god, though interestingly, as a primarily neutral diety;
the bounty of this process is often accredited to Ceres or Freya, whereas Telophus seems simply to be more
concerned that the natural processes continue as they should. The lawful aspect of his nature reflects this
adherence to the strict natural cycles of day and night, sun and storm, and the endless revolution of the seasons.
One result of this detached view of the process is that some strange druidic cults of Telophus have emerged
over the centuries that take a distinctly anti-civilization view. Whether this more-malicious interpretation of his
faith is bothersome to the deity is unclear, as he has never commented to his priesthood on it in one way or the
other.

Thyr
God of Law and Justice; The Lawgiver; Tyr; Tiwaz
Greater God
Alignment: LG
Domains: Life, Knowledge
Symbol: Silver cross on a white field
Garb: White robes trimmed with silver, purple or gold — the colors of kingship
Favored Weapons: Mace (bladed weapons are forbidden)
Form of Worship and Holidays: Worship services held on the last day of every month. Midwinter eve (called
Commons) is set aside for the common folk to have their grievances heard before the highest courts of the
land.
Typical Worshipers: Human royalty, ruling and legislative bodies, some magistrates and judges

Thyr is the god of wise and just rule. He is normally depicted as a wizened king seated on a great throne, holding
the Rod of Kingship in one hand and the Chalice of Peace in the other. His principles are justice, order and peace.
He represents proper and traditional rule and as such was once worshiped (at least in name) by all human
royalty. He is the embodiment of the enlightened human caste system where each person has a fairly
determined role in a lawful society intended to create the greatest good for the greatest number.
Thyr’s symbol is a silver cross on a white field, symbolizing the upturned cross-haft of his sister’s sword, which
he thrust into the earth to end the Gods’ War at the dawn of time. Upon seeing the blood of so many gods shed,
Thyr foreswore the use of swords and his priests, for this reason, may not use bladed weapons. Many favor
reinforced rods, similar to light maces, modeled after Thyr’s own Rod of Kingship. The noble eagle and lion are
his sacred creatures.
The Lawgiver, Thyr is a god that has transcended culture and appears in different aspects among different
groups on the world of Lloegyr, spanning cultures from the Northlands to the Helcynngae Peninsula in the south.
To Northlanders (and the Andøvan before them) he is known as Tiwaz and is depicted as having only one hand,
the other having been bitten off by a powerful Godspawn of Chaos while Tiwaz distracted it and allowed it to
be bound for the good of the world.
Thyr has actually been a part of the Hyperborean pantheon for thousands of years and for much of that empire’s
history was considered among its chief gods and most influential in its civilization alongside Muir and Arden
(and later Solanus). Thyr is also one of the ancient trinity of deities known as the Three Gods that predates the
Hyperboreans. The Heldring venerate him as Tyr in much the same aspect as Thyr, though they depict him as
one handed like Tiwaz.
It is unknown whether Thyr is truly a Northlands transplant or if his worship in fact developed concurrently but
separately in the two different cultures. Or for that matter if it didn’t develop long prior to either of them existing
only to diverge somewhere along the way. In fact, it is not entirely certain that he is truly aspects of the same
god (though the belief of that is near universal). Regardless, Thyr does not seem to raise any objection to the
correlation, and his Thyr identity has by far been his largest church historically. The modern Heldring have
formed an almost-theocratic society devoted to Tyr and Eostre (their name for Muir), and their hledwalda
petitions annually for the High Altar of Thyr to be moved from Bard’s Gate to Kingsgardt in the Kingdom of the
Helcynn, while the empress of the actual-theocracy of Alcaldar likewise presses for it to be established in the
imperial capital of Mhaltra. To date Thyr’s clergy have remained silent on the subject of relocation, though
patience wears thin among the royalties of those respective nations.
Despite his millennia of success and the establishment of no less than two current monarchies largely based on
his faith, Thyr has seen a near-continuous decline across the breadth of old Hyperborean lands, especially since
the rise of the Eastern god Mitra. However, his high priest notes that this decline cannot be fully laid at the feet
of the upstart Mitra, because it actually precedes his dramatic appearance to Overking Osbert II seven centuries
ago. Rather, High Priest Bofred of Bard’s Gate points out that the first hints of the decline had occurred even
before the end of the Hyperborean Empire, much less the current decline of the Foerdewaith in recent centuries,
pointing to a subtle but pervasive omnipresent diminishment in civilization over this time period. A
diminishment that Bofred and others fear may be a harbinger of worse things to come.

Yenomesh
God of Glyphs and Writing
Lesser God
Alignment: N
Domain: Knowledge
Symbol: A gleaming silver scroll
Garb: Gray scribes’ robes
Favored Weapons: Quarterstaff
Form of Worship and Holidays: Worship is through study, teaching, and learning. The last day of the week
(Thingsdag) is given over to quiet contemplation. Monastic orders of Yenomesh set aside the High Holy Days
of the Cusp of Freya (vernal equinox) and the Cusp of Mithras (autumnal equinox) for day-long ceremonies
that take place in total silence.
Typical Worshipers: Loremasters, wizards, scribes, authors, historians
Yenomesh is the aged sage of the gods. He is said to have been the first to gain knowledge of the sacred runes
of the Language Eternal which he taught to the gods and elevated them from the Original Chaos. Likewise it was
he who created the written characters of the language known as Foundation, allowing the concepts of the
Language Eternal to be grasped by mortal minds and brought the light of knowledge to the world. He is likewise
credited with being the inventor of all written language since it is derived from the characters of Foundation,
and his priests are often fluent in writing and speaking many different tongues. For his role in imparting
knowledge upon the mortal races, libraries and archives are often dedicated to Yenomesh, and many have at
least one small shrine in his honor.
Despite the universality of Yenomesh’s contributions to the world in the form of writing, he was not always
considered to be a part of the Hyperborean pantheon. Originally Yenomesh was found only in the ancient
religions of the East. It was during the Hyperborean expansion into Libynos some three-and-a-half thousand
years ago that the West encountered the monastics of Yenomesh. They later recognized the value and
contributions of the Yenomeshi faith when Hyperborean scholarship realized that all known languages were
derived from a script that the monastics used to write their own scrolls. As scholars practiced in the arcane arts
discovered that this Foundation language also served as the basis for magical writings, western wizards began
to show interest in the faith as well. Yenomesh has never had sufficient popularity among magical practitioners
that it threatened the faith of Jamboor or later Belon the Wise, but he has also had a small and devoted following
of these spellcasters who delve deeply into the mysteries of alternate forms of magical writing.

New Racial Sub-Type
Street Dwarves
Street Dwarves are a relatively new addition to the city. The so-called street dwarves are immigrants from the
distant human cities of Swordport and Hawkmoon. Descended from a portion of the scattered Great
Mountain Clan Targ who settled in the lowland south of the Forlorn Mountains, these dwarves proved to be
particularly adept merchants and traders among the lowland races. After a few centuries of such practices,
they became a significant force in the economy of the Domain of Hawkmoon. With Bard’s Gate’s
everexpanding trade alliances and Hawkmoon’s own trade connections, it was only a matter of time before
ships from the Moonsilver Sea landed in ports belonging to the City of the Lyre and dwarven traders from that
southern land disembarked to conduct their business. Over time many of them stayed in Bard’s Gate as
factors and negotiators for their own houses back in Hawkmoon until now a generation of street dwarves born
as natives to Bard’s Gate is beginning to reach adulthood.
Street dwarves are of mountain dwarf stock and so are taller than their hill dwarf cousins, yet they are
slimmer of frame than a typical mountain dwarf. Likewise their beards which grow in shades so dark as to be
almost blue-black ranging to simply dark brown grow less thick and are typically cut shorter. While no selfrespecting street dwarf would go clean-shaven, there are more than a few with a mere stubble on the jaw and
more attention given to a luxurious handlebar moustache or set of sideburns. Most have eyes of blackest coal,
though some bear a startling shade of blue with varieties of blue and gray between. These dwarves are also
much more likely to favor a more human style of clothing with comfortable shoes and robes over the more
rugged hob-nailed boots and leathers or mail of their mountain kin.

Street Dwarf Racial Traits
Ability Score Increase. Your Intelligence score increases by 1.
Age. Dwarves mature at roughly the same pace as humans. They are considered young until the age of 50 and
can live between three and four centuries.
Alignment. Street dwarves tend towards lawful alignments as the most reliable course to success among
civilized folk but have no real leaning towards good, neutrality, or evil beyond their own individual moral
compass.
Size. Street dwarves are among the tallest of the dwarves, their height averaging almost 5 feet but never
shorter than 4 feet. They are stocky and broad and often weigh 150 pounds, sometimes more. Your size is
Medium.
Speed. Your base walking speed is 25 feet.
Darkvision. Under dim conditions, you can see up to 60 feet as if the area were brightly lit, and in darkness as

if it were dim light. You see shades of gray instead of color under darkness conditions.
Greed. You have advantage on Intelligence checks made to determine the price of nonmagical goods
regardless of what they’re made of.
Grudge. Someone or something crossed you at some point in your life and you will never forgive or forget that
slight. Little did they know, dwarves hold grudges like no other. Pick a person (NPC or character) or creature
that represents an injustice or harmful treatment you have endured. Regardless of whether they actually
wronged you, they are the object of your violent obsession. When you score a critical hit against your hated
foe, you can roll one additional damage dice (based on weapon type) and add it to the extra damage of the
critical hit. Because of your hatred of this foe you have disadvantage on Charisma-based skill checks against
them.
Streetwise. You have advantage on Wisdom (Perception) checks to potentially notice hidden watchers,
ambushes, or traps while on the streets of a city.
Urbanite. You can add your proficiency bonus to Charisma (Deception), Wisdom (Insight), and Charisma
(Persuasion) checks when used in urban surroundings.
Weapon Familiarity. You have proficiency with short swords, rapiers, and whips. This replaces Dwarven
Combat Training.
Languages. You can speak, read, and write Common and Dwarvish.

Peoples
Foerdewaith
The Foerdewaith are by far the most commonly found ethnicity in the Borderland Provinces, as in the Sundered
Kingdoms to the east. These humans represent the many indigenous tribes that dwelt in the lands and were
assimilated by the Hyperboreans when the Hyperboreans took over the region thousands of years ago. It was
these tribes who were left behind when the Hyperboreans withdrew from Akados, and who later became part
of the hegemony of Foere started by the first Foerdewaith overking, Macobert. Although the Foerdewaith were
identified as a single people during the height of the Foerdewaith monarchy, this was only true as an ethnicity
and a broadly shared cultural heritage from the Hyperboreans and the later rule of the overkings. Most
Foerdewaith in the Borderland Provinces identify themselves as members of smaller regions, such as
“Aachenlanders.” The term Foerdewaith is now commonly used to refer to the inhabitants of the Kingdoms of
Foere and those (mainly the nobility) who can trace ancestries leading back to the Kingdoms. These
“Foerdewaith of Foere” consider the bloodline to be a sign of superiority.

Gaeleen
A people unique to the Gaelon Valley, these are riverfolk first and foremost. They ply the waters of the mighty
Gaelon, selling their catch at the great trade-road bridges, in the markets of wealthy Endhome, or among the
innumerable villages that line the shores up and down the river and its countless tributaries. They typically fish
in large family groups from light, flat-bottomed skiffs, sometimes made from only woven reeds sealed with pitch
for small families or lone fishermen, and are as comfortable with line and hook as they are with nets. Unlike the
Foerdewaith fishermen who trawl the river with net-dragging fishing scows, they use their fishing nets in the
old way, casting them into the waters and hauling them in by hand without benefit of block or tackle. The
Foerdewaith fisherman often resent the smaller, more agile Gaeleen craft and their masters, and tend to look
down on them as a people. The Gaeleen deny any relation to the peoples of the Kingdoms of Foere, instead
claiming to have been born of the river itself and using their tendency to be skilled swimmers as alleged
“proof” of the fact. Scholars scoff at this and surmise that the Gaeleenmay be a remnant of a much earlier
people called the Phoromyceans who once inhabited the region of Endhome and the Duskmoon Hills before
disappearing from the historical record long ago. The Gaeleen are a smaller folk than the typical Foerdewaith,
with skin tones that easily hold a tan from working on the waters under the sun all day long. Their hair ranges
from dirty blonds to dark browns, with darker shades frequently being sun-bleached to a much lighter hue due
to their chosen vocation, and eyes tend towards greens and blues. The Gaeleen are great story tellers and
renowned singers, often claiming to “sing the fish into their nets” as they ply the waters of the Gaelon.

Vanigoths
The Vanigoths are a large but widely dispersed nation of human barbarians, predominantly found in the
Wilderland Hills and the plains between the Lorremach Highlands and the Forlorn Mountains. They are probably
mixed descendants of Heldring invaders and the pre-Hyperborean tribes of the Plains of Sull. The Vanigoths
speak their own language, although most of them can communicate in a rudimentary Common. It is extremely
rare for the disparate Vanigoth tribes to unite under a leader, although they have their own king in the fortress
of Aen Vani, deep in the Wilderland Hills. The Vanigoths take battle-trophies from their victims, usually the head
and some other trophy, often a hand or finger.

Dwarves
Dwarven clans of the Borderland Provinces are many and varied, generally living in the foothills of the great
ranges of the March of Mountains. Most clans are hill dwarves that live in underground halls, operating separate
mines that follow the ore. A single dwarven community might have two or three working mines. Additionally,
most clans have small herds of sheep or goats that provide the dwarves with food that need not be brought in
from the lowlands. Periodically, the dwarves load up a wagon with their forged blades, intricate jewelry, and
other metalwork, and head down to the towns and villages of the lowlands to trade their work for gold and
town-produced products. Cloth, beer, and leatherwork are all usually items the dwarven clans import, but some
of them have craftsmen who inexplicably delight in making such things themselves. Some of the small dwarven
caravans travel quite far to reach the markets they want, partly because their jewelry work is too expensive to
find buyers in rural villages. Thus, wandering dwarven caravans are not a strikingly unusual sight anywhere in
the Borderlands.
In addition to the foothill clans, there are a few large dwarven settlements, usually in the mountains themselves,
with populations as large as many human towns. These communities are deep miners for the most part, and
more isolated and insular than the foothill dwarves. They tend to trade their goods not with the human
settlements, but with clans of the lower-lying dwarven communities. They are cordial but not very welcoming
to non-dwarven visitors, for their redoubts hold secrets they prefer not to share.
The last group of dwarves in the provinces is possibly the most numerous, but also the most scattered; these
are the clans and villages settled in the small hill formations scattered throughout the plains, and at the
periphery of the Gaelon River Valley at the top of the watershed. As with the dwarves of the foothills, they are
generally miners and herders at the same time.
The only dwarven culture that differs significantly from the other clans of the Borderland Provinces may be
found in the Kal’Iugus mountain range, where there are significant numbers of mountain dwarves. These clans
are extremely unfriendly to lowlanders, and there are rumors that they are even friends to the giants and
barbarians of the northern reaches of that range.

Elves
There are a number of small elven communities across the Borderland Provinces region, living in the forests
scattered through the hilly plains. The highest concentration of these communities is to be found in the forested
parts of the Gaelon River Valley, often the river valleys of small tributaries that have supported forests for
centuries without being occupied by humans. Although the elves generally keep to themselves, they usually
have good relations with any nearby human settlements unless some past event has caused ill-will.
There are, however, isolated courts and shees where the elves are capricious and dangerous, well-attuned to
the powers of the fey, and not friendly to outsiders. In general, nearby hamlets and villages are aware of the
places where these elves live, and give them wide berth.
For the most part, the elves of the Borderland Provinces are high elves, dwelling in remnants of the primeval
forest that once covered most of the continent, its borders roughly along the path of the Trader’s Way. Because
this region was once forested, the concentration of elves in the Borderland Provinces is higher than in the
Sundered Kingdoms to the east, which were more predominantly plains-land even before the arrival of the
Hyperboreans.
The elves here are not fond of the Hyperborean Empire, for their history with it is almost exclusively one of war
and ruin. Unlike many humans, they do not view the relics or tales of Hyperborean antiquity with any reverence
at all. This animosity does not extend to the Foerdewaith or to present-day humans, but a certain distaste for
the Hyperborean gods might occasionally surface toward those who revere them.

Half-Elves
Half-elves are rarer in the Borderland Provinces than they are in the Sundered Kingdoms to the east, despite the
fact that full-blooded elves are more common. Most likely the reason is that the elves of the Borderland
Provinces tend to be a bit more isolated than the high elves of the Sundered Kingdoms region, living as they do
in forest redoubts. Half-elves are not treated with suspicion by humans (for the most part), and they are
generally assimilated into the community of the human parent rather than the elven one. Thus, while they are
not particularly common, half-elves are merely considered a bit exotic, not monstrous, even in small villages.

Halflings
As with the rolling plains of the Sundered Kingdoms to the east, the hillier grasslands of the Borderland Provinces
are well suited to halflings. Most halfling settlements are burrow-house communities in rural areas, within
traveling distance of a town. Many of these particular towns have a family or two of halflings who make their
living by taking care of visiting rurals, operating a halfling-sized inn, and buying the country goods for trade.
Halflings are rare in ordinary towns that do not have a burrow-town in the vicinity, for, in general, halfings are
not enthusiastic travelers and human-sized crowds can be a bit intimidating. Even small cities will often have
one or two halfling families, for the same reasons as the human towns near halfling burrow-towns; despite the
general homebody tendency of Borderlands halflings, there are always a few visitors in the city, whether they
are wanderers or traders.

River Giants
There are few places in the Lost Lands where civilized folk are known to consort regularly with giantkind, and
perhaps there are none where it occurs more frequently than the Gaelon River. There the river giants of the
Windrush Clan have lived and fished in a great extended family for as long as anyone can remember. When
Oerson first brought his Legion to the banks of the Gaelon, his journals relate how he was able to hire peaceful
river giants to ferry his army across, and in the Perilous March some years later he credited the river giants with
preventing the decimation of his Legion upon the river’s south bank by the pursuing wild elves. The river giants
of the Gaelon tend to be solitary or live in small family groups of no more than a handful and are known to keep
giant specimens of otters or beavers as trained pets. They are peaceful, if somewhat shy of the smaller races,
but will readily bring their great fishing hauls to riverside villages to sell and trade and never hesitate to scoop a
foolish swimmer out of the water who has found himself literally out of his depth. The giants avoid larger human
settlements and rarely carry passengers across the river, because they have learned that it angers the ferrymen
among the “little folk” who lose the opportunity to gain those tolls. They seem to have a particular affinity for
the Gaeleen and often laugh knowingly when those colorful fishermen speak of being “born of the river,” though
the giants never reveal any knowledge they may have on the subject, if any. River giants stand 10 feet tall and
weigh around 900 pounds. Their skin tones have a brown or greenish tone, usually with a yellowish tinge like
duckweed but sometimes deepening to an olive hue — especially when spending a great deal of time out in the
sun — and their hair is almost always black or brown. The giants spend their lives upon the river, fishing and
trading up and down its length on crude rafts and either live in rough shelters built upon these rafts or in simple
huts upon rocky islands or sandbars where river forks converge.

Languages
Gaeling
The language of the Gaeleen river people, they claim this rhythmic tongue is the song of the winds and the
currents. Though it has many borrowed words from Common and High Boros and even some Halfling, Gaeling
is clearly a language unrelated to any others known in Akados. Believed to have descended from a much older
language that predated the Hyperborean Empire and was largely lost even by the time Oerson’s Legion first
crossed over from the North, Gaeling is rarely beyond the valley of the Gaelon and has baffled scholars for years.
It does not have its own written script, so those speakers of Gaeling who are literate use the script of the
Common tongue to phonetically transcribe its sounds, leading to wild variations in spelling among speakers.

Gasquen
Gasquen was the language of the original tribe of Foere from whom Macobert descended. Unique in its linguistic
etymology, its scope of use was originally limited to central Akados around the Star Sea. With the spread of the
Foerdewaith empire, Gasquen was picked up in many places to identify with the new overking. But even
Macobert himself realized that Gasquen was inadequate to communicate within his growing empire and set
about establishing the Westerling military tongue as a vernacular to be used commonly among all his disparate
peoples. Gasquen is now found only in isolated areas or noble courts that wish to strongly identify with Old
Foere. In the Sundered Kingdoms, the Ramithi, who hate the Heldring influence on the Common tongue, speak
Gasquen almost exclusively as a means of emphasizing their cultural identity in the face of generations of
invasion of their island.

Vanigothic
The barbarian Vanigoths speak their own language, which is derived from an ancient mix of Old Suli and
Helvaenic, but no longer sounds much like either one. It is possible to establish a very rudimentary
understanding between a Heldring speaker and a Vanigothic speaker, but the Vanigoths generally speak enough
of the Common tongue to make it a better means of communication.

Westerling (Common)
The common language of most of Akados, Westerling (as it is known outside of Akados) or Common (as it is
more commonly known locally) is the language handed down to the civilizations of the continent by the Kingdom
of Foere. The language of the overking’s court as High Boros lost popularity among the aristocracy, and
Westerling pervaded trade, diplomacy, and soldiering. It was from this last that it spread throughout the
continent as Foerdewaith armies marched forth and the local auxiliary conscripts needed a means of
communicating with their commanders. Related to Gasquen and High Boros with an unusually strong influence
from the Heldring Helvaenic, Common began as something of a pidgin only to develop into a full language and
the lingua franca of the West.

Gender and Culture
The Borderland Provinces are relatively stable in terms of risks and politics, but this status is maintained by
rough people who fight for a living and are generally quite good at it. The society is thus divided along the lines
of those who fight, and those who are defended by them. This societal division is the primary one that
supersedes all others in a world where battle training and experience are far more important than raw strength.
Especially in the nobility, females are just as likely to be in the “those who fight” category as men. Rulership in
the Borderland Provinces usually requires fighting prowess, so a noble’s daughters generally receive the same
training as their sons do; it’s a simple matter of ensuring that the noble family can show a dangerous front to
rebellious peasants and rival noble houses alike. The more lance-carrying, plate-mailed riders in the family’s line
of battle, the better.
Among the peasantry and the middle classes in the cities, there might have been a bit more differentiation by
gender except for the fact that everyone, to whatever extent they can manage, follows traditions established
by the nobility. Over the centuries, this has led to a profound disregard for what you might think of as
“traditional” gender roles, even among the non-fighting social orders. It still tends to be a distinction between
those who are “tough” and dress more in clothes suitable for brawling (trousers, closely fitted sleeves, etc.)
versus those who dress in whatever clothes might be traditional for their professions and cultures. The “tough”
group is evenly divided between men and women, and so are the non-combatants. It is generally only among
the “non-combatant” groups where one sees much difference between traditionally male and female clothing.
There is virtually no societal influence or expectation on the way spellcasters dress and act. It is never wise to
annoy unknown spellcasters, and this lesson has been delivered enough times for society to catch on.

Barony of Lornedain Map

Village of Lornedain Map

House Rules
Long Rests Don’t Auto-Heal!
This is the “Slow Natural Healing” rule from the Dungeon Master’s Guide, page 267.
The long rest is still an 8-hour period of extended downtime, as described in the Player’s Handbook on page
186. Characters don’t, however, automatically regain all lost hit points at the end of a long rest. Instead, the
hero can spend Hit Dice to heal at the end of a long rest, just like they can during a short rest. This healing still
requires the use of bandages, so a single use of a healer's kit is required to burn hitdice after a long rest.
Each character still regains spent Hit Dice (up to a number of dice equal to half their total Hit Dice) at the end of
the long rest. If it seems appropriate, I might allow this to happen BEFORE they are spent for healing… but it’s
really depends on the situation.
Sometimes, I might be generous and award you a full Hit Point recovery after a long rest – for example, after
staying in a completely safe and comfy inn instead of resting on the road – but it’s totally at my discretion based
on the situation you are resting in. However, pestering me about this will tend to make this less likely, however.

Using Hitdice to heal!
Bandages Needed!
A character can’t spend any Hit Dice after finishing a short or long rest until someone expends one use of a
healer’s kit to bandage and treat a character’s wounds.

Shields Shall Be Splintered!
Your last line of defense!
Shields work. They are (along with the helmet) among the poor warrior’s most trusted items. In this setting,
however, shields act as a form of ablative armor. Shields still add +2 to your Armor Class, as per the main rules.
In addition, any time that you take damage from an attack that would reduce you to 0 hitpoints, your shield will
be used to bore the brunt of the blow. The shield then shatters, or is damaged beyond repair and must be
discarded, but you don’t take any damage from that strike. This works against any damage except psychic that
is caused by an attack roll, including spells. (This does not apply to AoE spell effects, etc. where an attack roll is
not made.)
If you have an enchanted shield (such as a +1 or +2 shield), every time the shield has to absorb damage in this
manner, it loses one of its pluses (or other magical effects). Once reduced to +0, it becomes a mundane shield
and will splinter the next time it bears the brunt of a blow as described above. You know, some adventurers
whisper that some very talented armorers can repair magical shields… but whether it’s true or not you will have
to explore in game.

Critical Hits and Breaking Armor!
Some armor is better than no armor!
Armor is great! It also gets battered and, from time to time, breaks. Your AC works just as described in the
Player’s Handbook, meaning that armor usually makes you harder to hit, but there is an additional rule. Every
time you take damage from a critical hit (usually a natural 20 on the attack roll), your Armor Class is reduced by
1. The armor has been damaged. If the armor’s base value is reduced to 10, then the armor is ruined and must
be discarded. Thus, for example, a heroine wearing a chain shirt (13 + Dex modifier) can suffer three critical hits
before her armor is ruined. She still gets to add her Dexterity modifier to her AC, but the armor is of no further
use.
Armor that is not ruined can be repaired – I will decide what the cost of such armory services might be in the
local community – if you can find a suitably trained armorer. Sometimes the costs are very high depending on
the competition.
This rule affects magic armor, such as from a Mage Armor spell, too. Magical armor (such as +1 suits of armor)
is never broken by crits, and cannot be reduced below an AC equal to 10 + the bonus of the armor. Thus, for
example, +1 Leather cannot be reduced below AC 11.
If you have a armor point to absorb a critical hit then the damage done is as per the critical in the PHB (Roll all
damage dice twice, plus modifier once.)
If you do not have a armor point available (shields do not count) then the damage done by a critical hit is
calculated by maximizing the initial damage and then rolling the die again. In other words, if your weapon
normally does 1d8+3 slashing damage, then on a critical hit against an unarmored opponent the damage would
be 11 (the maximum normal damage) + 1d8.
Against beast and other creatures with naturally tough hide (AC above 10) then it works the same as above as
far as reducing its AC with a critical hit until it is considered unarmored (AC 10 + dex)
In the case of a critical hit against a class that has unarmored defense or another feature that sets their AC to a
certain amount above AC 10 when not wearing any armor. The AC modifier of -1 will still apply until they reach
a AC of 10 + dex as their defenses are wore down. This 'simulated' armor damage repairs itself at the rate of 1
point per long rest.

Lingering Injuries
STOP! Don't pick that scab!
Your character might suffer a lingering injury when the following occurs:
1. When your character is struck by a critical hit while your character is incapacitated.
2. Your character is reduced to 0 hit points.
3. Your character rolls a 1 on a saving throw against a spell (except a cantrip), magical, or trap effect that deals
damage to you.

Ok I qualify for one of the above, so what happens now?
When you suffer an effect that would cause you to roll for a lingering injury, first the DM will roll a d20 for you.
If the roll is a 1-9, roll on the Lingering Injuries table below as normal. If you roll a 10-20, the effect does not
cause you to suffer a lingering injury.
d100 Lingering Injury Table
1 Lose an Eye.
You have disadvantage on Wisdom (Perception) checks that rely on sight and on ranged attack rolls. Magic such
as the regenerate spell can restore the lost eye. If you have no eyes left after sustaining this injury, you're
blinded.
2 Lose an Arm or a Hand.
Roll a d6, 1-2 left hand, 3-4 right hand, 5 left arm, 6 right arm.
You can no longer hold anything with two hands, and you can hold only a single object at a time. Magic such as
the regenerate spell can restore the lost appendage.
3 Lose a Foot or Leg.
Roll a d6, 1-2 left foot, 3-4 right foot, 5 left leg, 6 right leg.
Your walking speed is halved and you must use a cane or crutch to move unless you have a peg leg or other
prosthesis. The cane requires one of your hands to be used strictly for that purpose. You fall prone after using
the Dash action. You have disadvantage on Dexterity checks made to balance. Magic such as the regenerate
spell can restore the lost appendage.
4-5 Lose an Ear.
You have disadvantage on Charisma (Persuasion) checks and Wisdom (Perception) checks that rely on hearing.
You have advantage on Charisma (Intimidation) checks. Magic such as the regenerate spell can restore the lost
ear.
6-7 Lose Nose.
You have disadvantage on Charisma (Persuasion) checks and Wisdom (Perception) checks that rely on smell.
You have advantage on Charisma (Intimidation) checks. Magic such as the regenerate spell can restore the lost
nose.
8-15 Blurred Vision.
You have disadvantage on Wisdom (Perception) checks that rely on sight and on ranged attack rolls. The injury
heals if you receive magical healing. Alternatively, the injury heals after you spend three days doing nothing but
resting.

16-20 Broken Arm or Hand.
Roll a d6, 1-2 left hand, 3-4 right hand, 5 left arm, 6 right arm.
You can no longer hold anything with two hands, and you can hold only a single object at a time. The injury heals
if you receive magical healing. Alternatively, the injury heals after someone sets the bone with a DC 15 Wisdom
(Medicine) check and you spend thirty days of not using that appendage.
21-25 Broken Foot or Leg.
Roll a d6, 1-2 left foot, 3-4 right foot, 5 left leg, 6 right leg.
Your walking speed is halved and you must use a cane or crutch to move. You fall prone after using the Dash
action. You have disadvantage on Dexterity checks made to balance. The injury heals if you receive magical
healing. Alternatively, the injury heals after someone sets the bone with a DC 15 Wisdom (Medicine) check and
you spend thirty days not using the appendage.
26-30 Ringing Ears.
You have disadvantage on Wisdom (Perception) checks that rely on hearing. The injury heals if you receive
magical healing. Alternatively, the injury heals after you complete three long rest.
31-35 Limp.
Your walking speed is reduced by 5 feet. You must make a DC 10 Dexterity saving throw after using the Dash
action. If you fail the save, you fall prone. Magical healing removes the limp.
36-40 Lose a Finger.
Roll a d10, 1-left pinky, 2-left ring, 3-left middle, 4-left index, 5-left thumb, 6-right thumb, 7-right index, 8-right
middle, 9-right ring, 10-right pinky.
You have disadvantage on Dexterity (Sleight of Hand) checks and Dexterity checks to use fine tools (such as
thieves' tools) using the hand with which you lost the finger. Magic such as the regenerate spell can restore the
lost finger. If you lose all the fingers from one hand, then it functions as if you had lost a hand.
41-45 Break a Finger.
Roll a d10, 1-left pinky, 2-left ring, 3-left middle, 4-left index, 5-left thumb, 6-right thumb, 7-right index, 8-right
middle, 9-right ring, 10-right pinky.
You have disadvantage on Dexterity (Sleight of Hand) checks and Dexterity checks to use fine tools (such as
thieves' tools) using the hand with the broken finger. The injury heals if you receive magical healing.
Alternatively, the injury heals after someone sets the finger with a DC 10 Wisdom (Medicine) check and you
spend ten days not using the appendage.
46-50 Break an Item.
A randomly determined nonmagical item you hold, wear, or carry on your person is broken or ruined. Roll a d10.
On a roll of 1, the item broken is a weapon, on a roll of 2 the item is armor or a shield, and on a roll of 3-10 it is
an item that's not a shield or weapon.
51-55 Teeth Knocked Out.
You have disadvantage on Charisma (Persuasion) checks. When you cast a spell with a verbal component there
is a 25% chance the spell will not work. If the spell fails, you still used your action to try to cast it, but the spell
did not use any slots or material components. The injury heals if you receive magical healing.

56-60 Festering Wound.
Your hit point maximum is reduced by 1 every 24 hours the wound persists. If your hit point maximum drops to
0, you die. The injury heals if you receive magical healing. Alternatively, someone can tend to the wound and
make a DC 15 Wisdom (Medicine) check once every 24 hours. After ten success, the injury heals.
61-65 Open Wound.
You lose 1 hit point every hour the wound persists. The injury heals if you receive magical healing. Alternatively,
someone can tend to the wound and make a DC 15 Wisdom (Medicine) check once every hour. After ten success,
the injury heals.
66-70 Skull Fracture.
Whenever you attempt an action in combat, you must make a DC 20 Constitution saving throw. On a failed save,
you lose your action and can't use reactions until the start of your next turn. The injury heals if you receive
magical healing or if you spend thirty days doing nothing but resting.
71-75 Punctured Lung.
You can take either an action or a bonus action or your turn, but not both. The injury heals if you receive magical
healing. If you puncture both lungs your hit points drop to 0 and you immediately begin dying.
76-80 Internal Injury.
Whenever you attempt an action in combat, you must make a DC 15 Constitution saving throw. On a failed save,
you lose your action and can't use reactions until the start of your next turn. The injury heals if you receive
magical healing or if you spend ten days doing nothing but resting.
81-85 Broken Ribs.
This has the same effect as Internal Injury above, except that the save DC is 10.
86-90 Horrible Scar. You have disadvantage on Charisma (Persuasion) checks and advantage on Charisma
(Intimidation) checks. Magical healing of 6th level or higher, such as heal and regenerate, removes the injury.
91-95 Painful Scar.
You have a scar which gets painful whenever it rains, sleets, hails, or snows. Whenever you attempt an action
in combat and your scar is giving you pain, you must make a DC 15 Constitution saving throw. On a failed save,
you lose your action and can't use reactions until the start of your next turn. The injury heals if you receive
magical healing.
96-100 Minor Scar.
The scar doesn't have any adverse effect, but chicks dig it. Magical healing of 6th level or higher, such as heal
and regenerate, removes the scar.

Player Skill Over PC Skill
Role over Roll!
Ok, so I realize that your character might have a very high investigation skill, or he has arcana knowledge out of
the whazoo, or even has the best persuasion modifier in all the last lands.
It doesn't matter. I do not want to see a single skill check rolled in this game by a single player. NOT ONE.
D&D has always had attribute or skill checks. Want to persuade a guard to let you in to see the Lord Mayor?
That's a Charisma check in an old school game. Want to do it in 5e? That's a Persuasion (Cha) check. There's no
difference.
The only difference lies in how the DM handles the scene.
I want your character to talk to the guard, paln out your argument (player skill) and put it into play. If I think you
have a justification to see the Lord Mayor and you role-play that justification, then I don't need to make you roll
the dice. You just get to go in based on how well you played the scene and how convincing of your argument.
On the other hand, if you're just trying to bullshit your way in and your argument is not convincing? Well, then
perhaps I need to make a Charisma check for you, or an insight check for the guard.
Likewise, I never ever want to see the phrase, I search the room. That is a cop out that leads to a rolling of the
dice. NEVER EVER will I let that work. You need to describe in character, exactly what your actions are, i.e. "I
move slowly toward the desk and rummage about the contents on it, to see what lies atop. I then open each
drawer slowly and methodically searching through each, then I will remove each one to check for a false
bottom."
Isn't that much better than, I search the room.... roll the dice.
If I need a check from you, I will roll one. I have your modifiers right in front of me.
Story over dice. Always.

Death and Dying
Where you going? Don't run away now!
In the unfortunate event that your character dies and cannot be brought back, any replacement characters will
come into the game at 1 level lower than the character that died.

Feats, Stat Boosts and Magical Items
This campaign will rely more heavily on magical items and relics found for advancement of power than a normal
5e game.
Magic will also be more mysterious and have more of a hands on, trial and error approach if not using identify.
Potions will be completely non-magical and be 100% alchemical in nature, with ways to identify them by things
learned or by using alchemy tools.
That being said, we will not be using feats as an option for the ASI increase at levels 4,8,12,16, etc.
However, feats will be available to take in the place of bonus ASI boost such as the fighter gets at 6th and 14th.
The number of magical items that you can be attuned to will also be increased from 3 to 5.

Six Tips on Character Creation
A few things to keep in mind when creating 1st level characters for City of Brass.
1. Your character does not know the City of Brass exist at the start of the campaign.
2. Your character is from the Metropolis of Bard's Gate so they should be more comfortable in a city
environment than the rural area the campaign will start in, unless you were raised outside of Bard's Gate before
moving there.
3. Your character works for a detective/investigation agency that has a contract with the city of Bard's Gate.
After getting complaints of missing children in the Barony of Lornedain, missing children that the sheriff is
incapable or unwilling to help with. (At least that is what was mentioned on the complaint.) Since the Barony
falls under Bard's Gate's protection the city has hired your agency to investigate. In turn the agency has
dispatched your group to undertake the 325 mile journey to the Barony in question.
4. The group will get to name the detective agency during session #0.
5. This campaign will be intrigue and investigation heavy.
6. Mechanics don't matter to me much. Make the character interesting. He/she should be unique with quirks
and flaws along with his/her strengths.

Creating a Character
To create a character for this campaign, follow the steps below.
This guide is supposed to supplement the Player’s Handbook—not replace it.
-

-

Starting Level: New characters begin play at 1st level.
Available Books to Build From: All WotC Hardcovers (PHB, Sword Coast, Volo's, etc.). NO UA. (Don't Ask)
No Ravinca. No Eberron, No Flying Races, No Variant Humans
Alignment Requirements: No evil.
Starting Equipment: You must buy all equipment, starting gold is below based on your class. You do not
get any equipment or items from your class or background.
o Barbarian (50gp)
o Paladin (120gp)
o Bard (120gp)
o Ranger (120gp)
o Cleric (120gp)
o Rogue (100gp)
o Druid (50gp)
o Sorcerer (70gp)
o Fighter (120gp)
o Wizard (100gp)
o Monk (12gp)
o Warlock (100gp)
o
o Plus ALL characters begin play with a riding horse and a ridding saddle. Feel free to name your
horse.
Ability Scores: Ability scores can be generated using the 27 point buy as featured in the PHB.
Hit Points: Maximum at 1st level, average each additional level.
Backgrounds: Choose a background as normal. (No equipment comes from background or class as all
equipment must be purchased.)

Creating a Rich Backstory
Since this is a story driven campaign, it is often a great benefit that your character has a great and rewarding
backstoy as well. We know from earlier in the guide that most of the player characters will hail from Bard’s
Gate. Below are some questions to ask yourself when writing your character’s backstory and please share them
with your DM so he can more tie your character into the plot and storyline during the campaign.
Description/Personality: (Feel free to describe your character (physically) in any terms you wish. When
describing your character’s personality, consider the following questions: How do others view you in social
interactions? How optimistic is your character? How trusting? How assertive are you when it comes to making
major decisions? How conscientious are you about following rules? How empathetic are you? How courageous
are you in dire straits? How do you feel when faced by setbacks? How are your nerves?)
Character Questions: (To help you I have included an outline below, feel free to use it to help you write your
backstory for your character.)
Step 1: Write 5 background and concept elements that you feel are important to your image of the character.
These can be a concept overview, a list of important life events, a physical description, a personality
profile...whatever you need to get an image in your mind. 5 is just a minimum...more elements are encouraged!
[Example: Martin Tenbones]
1) He is a former pirate and retired adventurer and now owns a tavern in the city of St. Clarice.
2) He is outgoing and charismatic, and attempts to keep abreast of all the local gossip and juicy secrets that
pass his way, because he believes that knowledge is power.
3) He and his former adventuring band fought against the forces of the pirate captain Craven, who was a
major lieutenant for the current Dread Pirate Hellbeard. He used the wealth that he acquired to build
his tavern, but he sometimes worries that the pirates may one day decide to find him and extract
revenge.
4) Though he is still friends with most of his former adventuring mates, some of them parted the group on
bad terms. His girlfriend went back to the sea to fight pirates once more, but he received word that her
0vessel was taken by Hellbeard and believes she was killed. He mourns her death.
5) Although he is retired, he can be convinced to adventure again if he hears that Sasha (his lost love) may
still be alive, or if he is contacted by the White Foxes during a crisis (see secrets).
Step 2: List at least two goals for the character. At least one of these goals should be one that the character
has, while another should be one that you, as a player, want to see developed over the course of the game.
[Example]
1) I would like to see Martin reunited with his lost love and perhaps able to mend fences with some of his
former adventuring buddies over the course of this campaign.
2) It would be cool to have Martin face and possibly defeat the Dread Pirate Hellbeard once and for all.

Step 3: List at least two secrets about your character. One is a secret the character knows; one is a secret
that involves him but that he is not actually aware of yet. This will help me in creating plots that center
around your character.
[Example]
1) Martin is a member of the White Fox Society, a secret society dedicated to keeping Coralton free of
tyranny and evil, as well as keeping local governments honest. He provides information and rumors to them
but can be convinced to take a more active role if pressed.
2) Sasha LeBell, Marin's lost love, is still alive. She was captured by the Dread Pirate Hellbeard and has been
kept as his captive for all these years.
Step 4: Describe at least three people that are tied to the character. Two of them are friendly to the
character, one is hostile. If you like, you can include an enemy of yours here as well, so I have an instant NPC
nemesis to throw at you.
[Example]
1) Martin's friend Audric Cwellen was one of his adventuring mate. Audric, a holy warrior in the service of
the Goddess of Love, is the leader of the local cell of the White Fox society, and provides Martin with
information and adventure hooks.
2) Another of Martin's old traveling companions, Aubrey LeVaine, is not as helpful as Audric, because they
quarreled over the love of Sasha, and Aubrey is still bitter about losing her to Martin. Still, he can provide
some magical support if Martin can convince him to let go of his hate.
3) Yebin Thistledown is a strange little creature from the Feywild called a gnome. Martin met the gnome in
the Shroudmist Forest and saved him from a pack of Howlers. The Gnome makes all sorts of alchemical items
and gadgets, and loves collecting odd souvenirs and items, as well as "recreational herbs." He operates a
bizarre patchwork shop in the Rue Angélique district.
Step 5: Describe three memories, mannerisms, or quirks that your character has. They don't have to be
elaborate, but they should provide some context and flavor.
[Example]
1) Martin remembers growing up in a tavern as a young boy, helping his mother with the cooking. This
started his own interest in the culinary arts.
2) Martin remembers the panic he felt when he discovered that the ship he signed on to was a pirate ship
after a brutal attack on a merchantman. He vividly recalls the smell of blood and burning timbers.
3) Martin often recalls the goodbye kiss he gave Sasha when she left him. No kiss he's had since ever
compares to that memory.
[design notes for the example character]
Martin began life as an atypical barkeep. He was a retired adventurer, but still young and vigorous enough
to accompany the party on their adventures. His tavern became the party's base for a while, until the BBEG
of the game let off a necromantic bomb that killed most of the townsfolk and turned the town into a Zombie
Apocalypse nightmare. Martin survived, and he turned into a secondary character for one of the players as

he became more important to the ongoing storyline. Most of his background came from this transition from
NPC to part-time PC. After the campaign reboot, Martin returned to his role as the barkeep of the party's
favorite hang-out, but the players like him enough that he might return to adventuring status in the future.

