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Introduction

“Th rough the ages Valara has dealt with the choices of 
our ancestors. Some have shaped her and others have 
broken her, but she still lives on. Our homes are fi lled 
with majesty but danger lurks in the shadows. Th e 
world may seem so small in the eyes of those living 
peacefully behind their walls. Th e world is not small 
or lovely; beauty can be just as deadly and the scum 
of the world can be just as friendly. Each of the cul-
tures creates their own scar upon Valara; it is merely a 
task to keep all of them in check. We leave the world to 
our children, those who will make the choices of Valara 
once we are gone.  We leave our faith with our cho-
sen Paragons and we will fi ght on for what we believe 
in. Only time and patience will reveal our future.” —
Donari Valius Guthar, Historian of Valara

Valara is a world that is steeped in history, rich in cul-
ture and diversity, and waiting to be explored.  Th is 
compendium, compiled from the observations of Elven 
scholars, seeks to provide the average student with an 
overarching guide to understanding Valara, how Valara 
is connected to the cosmos at large, the races and cul-
tures that inhabit this world, and a basic primer of the 
major religious beliefs practiced by the Valaran people. 

Th e world of Valara is composed of seven continents, 
eight bodies of water and several unclaimed or un-
charted islands. Most of the islands are tiny land mass-
es, unable to sustain populations. Th ese islands are ex-
tremely rocky and desolate and have been left  largely 
unexplored through the ages.

Th e continents are a mix of lush forests, open grasslands, 
rivers that crisscross the landscape and miles of moun-
tain ranges, as well as harsh deserts, swampy marshes 
and icy landscapes. Each continent is described in fur-
ther detail and the major Valaran settlements are noted. 
Th ese descriptions are intended to accompany the map 
that precedes this guide. 

Valara’s Continents

Altour — Th e continent of Altour is composed of 
grasslands, forests and a large mountain range that 
spans almost the entire length of the land mass. Mod-
erate weather and terrain have made this continent one 
of the most settled and racially diverse areas on Valara. 

Th e Lunar Mountains are home to the Moon Elven cit-
ies while the Human kingdom of Ironwall sits on the 
coast of the Caras Ocean. Barbarian clans have made a 
winter settlement in the Varen Forest and Dragonkyn 
have established a city at the northern base of the Lunar 
Mountains, abutting the Korr Grasslands. At the base 
of the Khowa River is the small Feralkyn fi shing vil-
lage Agluentia. Th e Valaran Elves have an established 
city, Ria Al’eni, located near the Anturi River. Dotting 
the landscape of Altour are ruins from the time of the 
ancient Anturi Elves. In close proximity to Altour are 
the Serpent Isles, two small land masses that are said 
to have been raised from the depths of the ocean by the 
will and power of the ancient Anturi Elves. 

Serpent Isles – Rocky and sparsely wooded, the Drag-
onkyn have established the settlement Vodahsh on the 
southernmost isles while the Feralkyn have a small set-
tlement, Seejay, on the northern isle.

Sudareth —In the northern part of the continent is the 
area known colloquially as Turnip Hills. Most of this 
land is rich, fertile soil, ideal for the agricultural soci-
ety of the Briarfolk, who have two established towns: 
Mossy Valley and Rosevale. In the southern part of the 
continent are Felwater Swamp and Barrow Marsh. Th is 
portion of Sudareth is more diffi  cult to inhabit as the 
land is too wet to support most agriculture and plays 
host to a variety of vile creatures and diseases. Th ese 
lands are claimed, in part, by the Ogrelings, who have 
an established settlement named Rosk.

Isillia — Th is small continent is home only to the 
Goblinfolk, who live in the settlement of ZeeZak. Th e 
small hills and forest off er great defenses and hiding 
places and Goblinfolk have learned to use the terrain 
to its utmost advantage. Since the time of Frostfi nger, 
Goblinfolk have dominated this continent and are not 
welcoming towards other races who may wish share 
this territory. Due to its extreme northern location, the 
weather remains cold almost year round. 

Alberna — Th e continent of Alberna is covered in a 
mix of dense forests and mountainous terrain. Home 
primarily to Dark Elves and small Human settlements, 
this continent is rumored to be rich in uncharted ter-
ritory and resources. Th e large expanses of unoccupied 
territory make travel by land too time-consuming and 
risky, so most travel and shipping is relegated to the wa-
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terways. Humans have capitalized on the fast-moving 
rivers that crisscross the continent by building the city 
of Timberwall along the banks of the Pinral River. Dark 
Elven settlements are located primarily in the Emerald 
Forest and small mountains in the northern portion of 
the continent. At the extreme north is located the small 
settlement of Vetur, one of the winter homes of several 
Barbarian clans. 

Nurahln — Th is continent is composed of a vast desert 
on the western half, centered by a large body of wa-
ter known as the Crimson Sea, all surrounded by three 
distinct mountain ranges: the Garnet Mountains, the 
Jag’dtooth Mountains and the Sunset Mountains. Th e 
Garnet Mountains play host to small Dwarvenfolk 
and Feralkyn settlements while the Jag’dtooth Moun-
tains are the undisputed territory of the Orklings’ city 
known only as Maw. Th e Dragonkyn settlements of 
Pozeph and Tahth are located at the edges of the Sun-
set and Garnet Mountains. On the eastern coast of the 
Crimson Sea is the Human settlement of Auster Port. 

Survahl — Th is continent stretches from the Sunset 
Mountains in the north to the Gastholme Mountains in 
the south. Primarily made up of dense forests and jun-
gles, these are the homes of the Florakyn:  Bry, Chloro, 
Flax, Liverwort Fen and Raspberry Hallow. To the far 
south, nesting in the base of the Gastholme Mountains, 
the Faekyn live in Valholme. Th e small Feralkyn settle-
ments of Krome, Ryllria and Slyvarth are nestled at the 
foothills of the Sunset Mountains. On the western coast 
of Survahl is the only known Gearling enclave, Alloy 
City. 

Th e Winterlands — Th e two land masses that comprise 
the Winterlands are unexplored and assumed to be un-
inhabited. Th e waters surrounding Th e Winterlands 
are freezing cold and an endless defense of ice fl oes 
stop incoming ships. It is rumored that these lands are 
only inhabited by the souls of the dead; should the liv-
ing venture onto these lands, they risk having the soul 
ripped from their body. 

World’s Furnace — Th is small island is dominated by a 
large volcano. Long thought to be dormant, only time 
will tell if the fi ery heat will be felt again.   

Nexus Point — A large island found on the back of fl y-
ing leviathan called the Sa’dakal. Gateways cover the 

surface and are maintained by the Phagian, the keeper 
of the gates, who identifi es which gate travels to a spe-
cifi c world. Th is island appeared during the Fourth Age.

Valara’s Bodies of Water

Caras Ocean — Th e Caras Ocean has long been con-
sidered to be both the shallowest of the oceans and the 
warmest. It is the primary source of travel for those go-
ing back and forth between the continents for trade. 
While it is generally known to be one of the safest bod-
ies of water, due to a mixture of cold water from the 
north and south, storms in these waters are oft en fi erce 
and deadly.

Kaal Ocean — Th e Kaal Ocean is the largest and deep-
est ocean on Valara. Once away from the coast, the 
waters look almost black and it is rumored that many 
monsters of the deep dwell here. Ship captains have re-
ported seeing leviathans and large krakens.  As a result 
of ice melt from the northern Winterlands, this ocean 
remains cold year round. 

Azkara Ocean — Th e Azkara Ocean is one of the least 
travelled bodies of water, primarily due to the cold wa-
ters and the dangerous conditions resulting from the 
glaciers that fl oat in its waters. Glaciers break away 
from the Southern Winterlands and travel up to 100 
miles from the shores. Th ese large icebergs can sink 
ships that run afoul of them.  

Sea of Hallows — Th is sea is known for the mysteri-
ous happenings that are rumored to occur in its wa-
ters. Merchant ships that travel these waters claim to 
have seen strange lights, heard haunting cries for help 
or seen apparitions of other ships on the water. Some 
ships that have ventured in these waters have disap-
peared completely. 

Chernaal Sea — Th is sea has warm, almost tropical, 
waters and is known for many varieties of fi sh and crus-
taceans. It is an excellent source of seafood for many 
Valaran races. Bordered by small islands and coves, 
these waters are a known refuge for pirates who patrol 
the coast and seek to plunder wealthy merchant vessels 
or any ship unfortunate enough to cross their path.

Crimson Sea — Surrounded by mostly desert, the 
Crimson Sea is known for its crystal clear, red-tinted, 
waters. Th e Crimson Sea most likely gained its name 
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from the red seaweed that grows along the sea fl oor. 
Orklings believe, however, that people who died in the 
Aesner Desert stain the waters red with their blood.

Sea of Vines — Th is sea is known for the massive for-
mations of vegetation that grow on the sea fl oor. Th e 
main belief among the Florakyn is that the trees of the 
nearby jungles drove their roots deep into the land, so 
deep that the roots pierced the land mass and fi lled the 
surrounding area with water, creating the sea. Th e Sea 
of Vines is the only freshwater sea on Valara. Most of 
the vegetation formations are edible and are considered 
a delicacy among Valaran Elves and Humans. 

History of Valara

To better understand how Valara has been shaped 
into its present form, one must study and understand 
the rise and fall of ancient Valaran civilizations. Elven 
scholars believe that the world of Valara has been in 
existence for almost 8000 years. During this time there 
have been four major occurrences that mark the shift s 
in power among past civilizations. Scholars break the 
history of Valara into four Ages: Th e Age of Learning; 
Th e Age of Regret; Th e Age of Power; and Th e Age of 
Mists. 

The Age of Learning
(The First Age — 3129 years) 

Th e Age of Learning lasted 3129 years and marks the 
time when Valara was given form and the children of 
Valara were fi rst shaped by the Paragons. Created by 
the Paragons Cragmathe and Ga’lar, Dragons were the 
fi rst race shaped. Granted longevity bordering on im-
mortality, at fi rst the Dragons were content to roam 
Valara; however, they soon grew bored and began to 
develop an insatiable hunger for energy and power. 
Seeking to set themselves up as new Paragons, Drag-
ons threatened the very existence of Valara when they 
took up residence on the chains linking Valara to the 
outer Realms and began to devour the energy infused 
in these chains. Th e Paragons agreed that the Drag-
ons could not remain unchecked and thus Anima 
used her powers to stop the Dragons and banish them 
into mortal bodies so they could never again harness 
the power they misused. Seeing the shape that Anima 
gave the Dragons, the other Paragons decided it was 
time to withdraw from Valara, return to their Realms, 
and allow Anima to continue to shape Valara and give 
form to the other races.  Th e second race created was 
the Anturi Elves, followed in time by the Dwarvenfolk 
and Florakyn. Th e shorter-lived races were created last, 
including the Humans, Briarfolk, and remaining Kin-
dred races.  When she was done, Anima withdrew from 
Valara. Some say that she sits resides at the center of 
Valara and continues to protect the chains.  

The Age of Regret
(The Second Age — 2417 years) 

Th e Age of Regret lasted 2417 years and is generally re-
garded as the saddest and darkest time for Valara. It was 
during this Age that the Anturi Elves made great ad-
vancements in magic and in shaping their society. Th ey 
accomplished amazing feats such as raising islands 
from Valara and building cities in the sky. Th eir study 
of magic and their far reach led them to construct the 
Gates, primarily as a way to speed travel from one city 
to another. Unfortunately, in their hubris, the Anturi 
activated the Gates without truly understanding the 
theoretical magics they had harnessed together. Th e re-
sult was a series of catastrophic explosions, now known 
as the Cataclysm. Th e explosions all but destroyed the 
Anturi race and the remaining Elves spent most of the 
next age reshaping their identities and reforming their 
societies.
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The Age of Power
(The Third Age — 2395 years) 

Th e Age of Power began the time for control and the 
rise of new world leaders. It was a time for war as dif-
ferent races began a fi ght to claim territory or uncover 
and gain control of the Anturi secrets and knowledge. 
Th e remaining Elves, scarred or altered from the Catal-
cysm, began to rebuild. Much of this Age was marked 
by turmoil and strife until fi nally each race had staked 
their claims and developed their societies into some-
thing stronger than a mindless entity thirsting for vio-
lence. Resources that were once closely guarded by the 
Anturi were now available for all and the world was 
fi lled with power once again. Th e most signifi cant ac-
complishment during this age was the creation of new 
Gates. Th ese Gates were built upon the rudiments of 
Anturi knowledge, however these Gates were smaller 
in size and powered by a collection of magic, primarily 
Prime in nature. Further knowledge of the creation of 
these Gates has been rigidly suppressed by the Valaran 
Elf organization known as C.O.M.E.T. Th e end of the 
Th ird Age was marked by the appearance of the strange 
mists.

The Age of Mists
(The Fourth Age — 14 Years (Current)

Th e Age of Mists, as the Fourth Age is called, has just 
begun. No one knows what the mists are or where they 
came from and the only records indicate that these 
mists appear and disappear, seemingly at random. No 
discernible patterns have been discovered and no sam-
ples of the mists can be contained for study.  Sometimes 
these mists leave behind people who claim to be from 
other worlds while other times the mist only leaves be-
hind ruins unlike any seen on Valara before. 

On December 6, 13 the mists began crackling with 
power.  Deep in the cities of ZeeZak, Lunea Majora and 
Valholme ancient archways sparked to life.  Ancient 
runes began to glow and the space under the archways 
seemed to warp and break.  Th ose that gazed through 
the archways could see only mist.

Meanwhile deep within the Crimson Sea a giant crea-
ture rose from its depths.  Th e creature surfaced, looked 
around and then raised its red scaled wings and took 
fl ight.  One lone sea captain witnessed this event. He 

described the creature as a humongous turtle with the 
head of an eel and wings of a bird.  On the back of this 
ancient creature’s shell, the sea captain could barely 
see a small grove of crumbling archways with glowing 
runes of various colors.  At the center of the grove sits a 
tall hooded fi gure, meditating, upon a small rock.  His 
body resembles an insect’s exoskeleton that glistens in 
the light. As the creature, now known as the Sa’dakal or 
turtle-eel in the language of the Anturi, took fl ight it 
was surrounded by a heavy shroud of mist.

An intrepid, adventurous young Faekyn discovered 
the ancient archway glowing in Valholme and decided 
to explore. Much to his surprise, the ancient gateway 
linked with one of the gateways on the Sa’dakal’s back.  
Th e small grove was named the Nexus Point, for each 
of the Gates are small connections to other worlds. 
Looking through the Gates reveals the other world, but 
only the Phagian, the hooded being, knows which Gate 
leads to which world and which Gate returns to Valara 
and will freely give the information if asked.  Some 
Gate connections are more solid than others.  Some 
Gates allow travel to and from the worlds with only mi-
nor changes in a person’s being while others fracture 
the consciousness and only a fraction of one’s true self 
travels through the Gate.

Th e mist that shrouds the Sa’dakal has an odd eff ect on 
all those that enter the grove—they immediately be-
come weak and can’t seem to concentrate. Th ese eff ects 
disappear within one hour aft er passing through one of 
the gateways.

Th e Sa’dakal continually moves throughout the skies of 
Valara, only resting on the surface of large bodies of 
water long enough to absorb nutrients from the water.  
It is rumored that the creature needs to keep fl ying in 
order to breathe.
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The Cosmology of Valara

Valara was created by the combined eff orts of the 
Paragons of the Realms. Desiring a neutral world where 
each Paragon would be given free reign, Valara was 
seated in the center of the universe, directly between 
the Realms of Essence and tethered by ethereal chains 
to the four outer Elemental Realms and the Veil. Th e 
Essence Realms of Life and Death, contain within the 
sphere of their infl uence the Elemental Realms and 
the Veil. Th e Elemental Realms are composed of Fire, 
Water, Stone, and Air. Th e Veil is composed of mirrored 
shells known as Ereholme and Nurholme, which act as 
buff ers to the outer Realms. 

The Realms

Each of the outer Elemental Realms is connected to 
Valara through ethereal chains of power. Th ese chains 
were forged by the Paragons to hold Valara in stasis 
and to connect Valara to the Realms. In exchange, the 
chains radiate streams of Essence and Prime Magic 
directly into the core of Valara. 

In the forging of the ethereal chains, a power fl uctuation 
caused a rip in the cosmos which brought forth the 
Veil and the Realms of Ereholme and Nurholme.  
Scholars speculate that the Veil is the reason the 
ethereal chains are rendered invisible to normal mortal 
eyes. Scholars believe that magic cast under specifi c 
conditions, especially when in conjunction with strange 
phenomenon, will render the chains visible, although 
the visibility is fl eeting. Other scholars posit that a state 
of madness is required to see the chains and to look on 
them in any other state would be to render a rational 
being insane. 

Th e Veil’s primary purpose is to fi lter the infl uence of 
the Elemental Realms and serve as a buff er to prevent 
the denizens of the Realms from crossing in to Valara. 
It has been noted that during specifi c times of the moon 
phases the Veil appears to weaken and the Elemental 
Realms slip into Valara. Th e most noted visible example 
of this occurrence was discovered in the northern 
portion of Isilla and manifests as a series of ghostly 
lights, hovering at the edge of the horizon.

8

Th e Paragons of the Elemental Realms oft en exploit 
the weaknesses in the Veil to send vassals to Valara and 
attempt to set up a foothold allowing for a direct pathway 
from their home Realm. Th ese are not open portals 
but seem to resemble a type of magical teleportation 
that scholars do not understand. Th e footholds that 
are established are usually created from and refl ect a 
specifi c element. Th ese footholds can be destroyed 
using the opposing element, which counteracts the 
presence of the original element.

While the Elemental Realms seek to infl uence Valara 
by creating footholds of specifi c Elemental energy, the 
Realms of Life and Death do not intentionally establish 
similar connections. Th e fl ow of energy between the 
Realms of Life and Death and Valara is slow to gather, 
however if left  undisturbed or unnoticed this energy 
can concentrate into reservoirs.  In the last 3000 years, 
only a few of these repositories have been discovered.  
At the site of each, a temple dedicated to the appropriate 
Paragon has been established. Th ese temples seek to use 
the reservoir of energy to establish a more meaningful 
connection to the Paragons and the Realms. 

Realms of Essence

Life

Th e Realm of Life is split in two by a fast-fl owing river 
that stretches across it. In the center of the river sits 
a large golden city, the pinnacle of the Life Realm.   
Residing within this city are the denizens and creatures 
of Life as well as the twin Paragons who oversee the 
Realm. Called the Fountain of Life, the city is named 
for the large waterfall that pours from the northern end 
of the city walls. Like much of this Realm, the city is 
divided equally in half. Inside the city each structure is 
made of gold.  Living establishments are found on the 
western side of the city. 

Outside the city, the western portion of the Realm is 
fi lled with  lush fi elds of grass and groves of white-gold 
colored trees. Th e glowing gold seems to emanate life 
energy, healing anything nearby. Th e eastern side of the 
Realm is overgrown and rampant with vines, bushes, 
and weeds. Th is side has its own darker, alluring beauty, 
appearing overpowering but with a hint of danger, 
much like a rosebush lush with fragrant blossoms 
hidden amidst the thorns. . Th e Realm of Life is always 
lit by daylight. Th e bright vivid light refl ects the positive 
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energy of life. Th is energy appears as small motes of 
light fl oating in the air.

Th e western side of the Realm serves as a repository 
for the Vitae (VEE-tay) that comes from cleansed souls. 
When a soul is gathered by the Paragon of Death, the 
life energy that powers the soul returns to the Realm 
of Life. Th is life energy is then cultivated and returned 
to the plane of Valara as either a new life or as part 
of the magic used to heal. Th e western portion of the 
Realm is guarded day and night by to prevent the theft  
of Vitae, which can be misued or stolen and used to 
create undead. 

Th e eastern side of the Realm is full of wild and 
untamed plants that tend to lash out and constrict 
those who wander too close. It is used primarily as a 
training ground for the soldiers of Life who protect 
the Realm and serve the Paragons.  Roaming amidst 
the overgrown plant-life are creatures known as Lapis, 
glowing blue behemoths whose sole purpose is to 
devour anything with a life force. Consuming Vitae 
increases their own life essence and and causes them to 
grow larger. Lapis are hunted by the Paragon’s soldiers 
at regular intervals to keep the population in check.  

Th e two Paragons who rule the Realm of Life are 
named Ga’lar (ga-LAR) and Ge’lina (ga-LEE-na), the 
former adorned in shining armor and the latter in 
silken robes with wisps of life fl owing around them.  
Long locks of golden hair beautifully braided run down 
Ge’lina’s back, her robes embroidered with golden 
symbols and incantations. Ge’lina rules the western 
side of the Realm which radiates with an organization 
of life. Ga’lar’s golden hair is cropped to refl ect that of 
a soldier. His armor is polished white gold and etched 
with similar symbols and incantations as Ge’lina.  Ga’lar 
rules over the eastern side strengthened by power of 
growth. Th e two Paragons are twins and reside within 
a temple at the heart of the city. Th e temple is split 
down the middle with two thrones for the siblings to 
sit on. While the two of them represent Life they also 
portray two diff erent aspects of it. Ge’lina represents 
the positive power of Life and its abilities to heal and 
revitalize. Ga’lar represents the natural order of Life 
and trains his armies in the ways needed for slaying 
threats that disrupt Life energy on both the Realm and 
Valara. Ga’lar also believes that one who cannot respect 
life does not deserve life and can rot in the Realm of 
Death. It is said that Ga’lar does not see eye to eye with 

some of the other Paragons, and his sister Ge’lina is the 
one who communicates between the other Realms.

Non-natives cannot survive long in this Realm. Without 
protection, non-natives will rapidly develop cancerous 
growths and succumb quickly to the eff ects. Th ose 
transported to the eastern half of the Realm combust 
instantly due to the amount of life energy present.

Death

Th e Realm of Death is fi lled with a sea of dark sand 
sift ing between large canyons. Th e massive desert 
contains a large pyramid shrouded in shadow. Small 
structures dot the land surrounding the pyramid that 
house inhabitants of the Realm. Th e sky is always in a 
state of dimming twilight and a thin layer of negative 
energy fl ows through the air. Th e pyramid has one 
entrance that masks the presence of a large and 
dangerous labyrinth. Th e maze leads to the heart of the 
pyramid, guarded by a large Minotaur shrouded in the 
essence of death.

Death is ruled by the Paragon Seneroth (SEN-er-roth), 
a tall, looming male with the mask of a jackal and a 
scythe unusable by any but himself. Beneath the mask, 
his eyes are like pools of black oil, but his face has the 
oddness of a lanky young man. His hair is black, his 
skin grey, and his mouth has the crook of one who may 
be preparing to smile, but whether in jest or kindness 
is unknown. If one has the opportunity to look closely, 
scars are present on much of Seneroth’s torso. Th ese 
scars are rumored to link him to several particular 
individuals in his Realm. In their life, Seneroth warned 
these particular subjects that part of their body would 
at some point fail and keep them from protecting their 
loved ones. He off ered them a choice to replace the part 
of them that would fail with his own, but in exchange 
for eternal service in his Realm. Th ese individuals are 
known as Th e Body and serve to escort souls through 
their fi nal journey. While Seneroth can maintain a 
watchful eye over his domain there are many that 
would threaten the process of purifi cation. 

Seneroth, as the Paragon of the Realm of Death, is oft en 
thought of as ruthless and cold, however while he can 
be lethal and swift  when it comes to threats upon his 
Realm, he has an endless compassion that calms even 
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the most frightened young soul. Th ose who avoid 
Seneroth in his Realm are the tricksters and connivers 
who think they can make it back to Valara. He allows 
them to skulk in the shadows because he knows they 
will return to him in the end. 

Valaran souls are granted entrance to the Realm of 
Death aft er their Vitae has been weighed by the Denizen 
of Death and found to be weak. Upon crossing into the 
Realm, the soul enters the Sea of Sand, which makes 
up a large portion of the Realm. Dunes roll in a tide 
of unending black and crystalline sand. Occasionally 
writhing and fl ailing fi gures appear in the surface of 
the waves, only to be dragged under again as the waves 
crash.  Some of the fi gures are grotesque and corpse-
like.  Others appear as they did in life or as translucent 
remnants of themselves.  Th ese fi gures fi ght against the 
waves, for days, weeks, or even years, actively denying 
their death and longing to return to the world of the 
living.  Each soul takes its own amount of time to go 
through this process, but eventually the soul will give up 
its thrashing and sink through the sands and be washed 
onto the shore of the Realm of Death, exhausted.

As the soul-fi gure lies on the shore, recovering their 
strength, they are met by the fi rst member of Th e Body.  
He is a sturdy Dwarvenfolk, who never gives a name, 
but invites the “water-logged” soul into a small hut on 
the shore of the Sea.  Within lies a fi re, a meal, and a bed 
for the weary soul to rest.  Aft er eating the meal, the 
Dwarvenfolk stokes the fi re and tucks the soul into bed, 
excusing himself to smoke a pipe outside.  When the 
soul wakes the fi re has burnt out and the Dwarvenfolk 
is gone.  At this point, many souls rage, thinking the 
friend and possible companion has abandoned them.  
Oft en souls rend the hut to pieces in their rage.  Upon 
leaving the hut, the soul must next enter the Jungle of 
Flesh.  Th is Jungle is unlike any on Valara; the densely-
grown trees and vines are dead, and leaves are actually 
strips of fl esh upon closer inspection.  Th e Jungle serves 
to test a soul and many souls emerge with their skin 
hanging in tatters and several pieces of fl esh left  behind.

At the exit of the Jungle, a chasm appears. Th e chasm 
appears to be miles deep and is too wide to cross with 
a normal leap. On the opposite edge of the chasm, in a 
stand of dead trees, stands the second member of Th e 
Body.  A Goblinfolk female appears and off ers the soul 

a vine to swing across the chasm on. Th is vine serves 
as another test for the soul, meant to wear down any 
remaining strength. No matter how hard a soul tries, 
they never make it across the chasm and instead will 
come to a stop dangling over the bottomless canyon.  
Pleas and attempts to cajole the Goblinfolk into 
returning to help do not succeed. Th e soul is taunted 
with snickering instead. Rewards and off ers of service 
receive no response.  When the soul’s last reserves of 
strength are gone, they slip from the vine and fall into 
the chasm.

Th e soul falls for what feels like hours in the darkness 
before landing in a lightless pool of tepid goo inside a 
massive, cave-like room.  Dragging itself out of the mire, 
the soul feels a sense of hopelessness and desolation.  
Berating themselves for trusting the Goblinfolk, they 
wonder how they ended up here.  And although they 
have mustered up the strength for all of the previous 
portions of their journey, it seems, at this point, that 
they simply cannot go on.  Many souls lie near the 
pool of muck for exceptionally long periods of time, 
wallowing in the misery they feel. Eventually, however, 
the soul rises and realizes that there is one exit in the 
cave-like room.  Th e exit leads to a rise overlooking 
a sand-fi lled valley.  An enormous pyramid sits in 
the center of the valley and gleams as though made 
of polished obsidian.  A few small structures dot the 
sand around the pyramid.  As the soul approaches 
the pyramid, it is met by one of the many children in 
the care of a female pheasant Feralkyn.  She is also of 
Th e Body.  Th e children run around her and she holds 
two babies within the folds of her wings.  None of the 
children are of the same race as the Feralkyn, but she 
treats all of them as if they are her own.  She may talk to 
the soul, but typically has plenty to do, gathering up the 
smaller souls of the children and not letting them stray 
too far.  If asked who is in charge, she gestures towards 
the opening of the pyramid.

Standing guard are two large Cerberus, who sniff  the 
soul, but allow it to continue on towards the maze 
inside. Th ose who trespass inside the pyramid are 
mauled to pieces by its guardians.  Within the labyrinth 
is a large Minotaur, who may aid or hinder the soul as 
it completes the maze.  Th e Minotaur does not approve 
of mortal visitors however, and swift  retribution fi nds 
those who transgress.  As the soul reaches the center 
of the maze, much of what once made it has been 
stripped away.  At the heart of the maze waits Seneroth, 
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and the last of Th e Body, a red-scaled Dragonkyn.  Th e 
breath of the Dragonkyn hits the soul, searing away any 
remaining impurities.  What each soul sees at the heart 
of the maze is diff erent; some see a door and some a 
great light.  As each soul approaches the heart of the 
maze, Seneroth steps forward with a bowl.  “You must 
leave your Vitae behind now.  It will live on, to create 
life anew, but it is no longer yours.”  Seneroth collects 
the Vitae and the soul enters the heart of the maze, and 
where it goes aft er that, is unknown.  Th e Vitae itself is 
returned to the Realm of Life, for use in new creation.

Realms of Prime Element

Fire

Th e Realm of Fire is made up of vast active volcanoes 
that spew lava fl ows which run constantly down the 
sides of the rigid rock and pours into seas of molten 
rock.  Petrifi ed trees burn eternally, forging a forest of 
obsidian torches and magma deep within the Realm 
gushes forth, dousing the surface in fl ame.  Denizens 
of the Realm live within the cracks of the volcanoes, 
which give the appearance of an endless mountain 
range.  Among the volcanic peaks, one stands as a 
giant over the rest and is considered the epicenter of 
the Realm.  Valarans refer to this particular peak as 
Mount Charathan (CHAR-a-thun).  Two wide rivers of 
lava constantly fl ow down the ridges of this volcano..  
Ash seems to rain down from a sky that is always full of 
black, roiling clouds. Th e heat is so intense that those 
not of this Realm burst into fl ames instantly, leaving 
nothing behind but puddles of melted fl esh and ash.  
Th e intense conditions create many rare, precious gems 
and metals that are unique to the Realm of Fire.  Th ese 
materials are said to exhibit magical properties and are 
highly prized by Valarans.  

Deep within the belly of Mount Charathan is the 
Keep of Living Embers.  Th is structure looms, blacken 
and charred, from the magma as an imposing edifi ce 
meant to weaken the knees of anyone foolish enough 
to cast their glance into the mouth of the volcano.   At 
the center of the Keep is the throne room.  Framed by 
a waterfall of lava, an obsidian throne rises from the 
river of molten rock that bisects the entire room.  Th e 
Paragon of Fire, Ra’tol (RA-toll), rules from atop this 
throne.

Ra’tol appears as a humanoid composed of crackling, 
hissing fl ame clothed in obsidian armor.  An ashen 
mask sits upon his face, controlling his fi ery features 
and allowing only the orange-red fl ame of his eyes to 
show through. Th e wary learn to read Ra’tol’s emotions 
through his eyes. His temper is a refl ection of his Realm, 
quickly erupting in a fi restorm when his passions are 
roused.   

Th is Paragon in his own Realm is all-seeing and all-
knowing of all that occurs within his dominion.  He 
has no need of advisors or generals or armies to keep 
his denizens in line.  Th ey, being of the Realm and 
therefore of Ra’tol himself, never question his rule and 
live as he commands.  

Valaran followers of Ra’tol believe that the Realm of 
Fire, in addition to being the source of fl ame on Valara, 
has a metaphysical defi nition as well.  Th ey believe 
that the heat of passion, desire and hatred are fueled 
by Ra’tol himself.  Much as a wildfi re brings death and 
destruction to the forests of Valara, it also nurtures and 
cleanses the land and allows for new life to spring forth.   
As such, Valaran followers believe that fi re clears away 
the unnecessary weight of useless emotions and makes 
way for new passions.  Ra’tol’s followers are ardent 
about their cause in life and stop at nothing to reach 
their end goals.  Th ey tend to act with controlled chaos.

Devotees of Ra’tol follow the mantra: “Ra’tol is all and 
all is Ra’tol.”

Water

Th e Realm of Water is a vast ocean with no visible 
land masses.   Th e depth of the ocean varies although 
most areas seem to be bottomless.  Beneath the surface, 
however, is a landscape that mimics the rolling hills 
and valleys of Valara.  Denizens of the Realm reside 
in structures grown out of huge reefs of living coral, 
warmed by the passing currents, or in the cool, dim 
stretches of the sandy, rocky bottom. Watery forests of 
seaweed and meadows of ocean dwelling ferns wave 
their fronds in the passing currents while infi nite 
varieties of colorful algae fl oat lazily on the surface. Th e 
most vile and dangerous denizens dwell in deep pits 
and dark, icy trenches, miles below the surface.    
Native beings have developed the ability to “see” in 
little to no light by sensing the natural auras of other 
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denizens.   Th ere are underwater caverns and naturally 
occurring pockets of breathable air but anyone not 
native to the Realm of water will drown or freeze in the 
ocean’s icy depths.

 In one of the valleys of the reef grows a palatial sized 
structure that Valarans call the Coral Castle.  Th is 
living castle is riddled with smaller structures that 
house endless varieties of aquatic creatures as well as 
native beings that live to serve the Paragon.   Naturally 
growing plants sprout from the mounds of rocky coral.  
It is from Coral Castle that the Paragon of Water rules.

Th e Paragon Undinae (OOHN-di-nay) is diffi  cult to 
identify in her natural form. As a manifestation of the 
Realm she is as changing and fl uid as the water in which 
she reigns.  She can take any form she desires, from the 
smallest fi sh to the largest leviathan.  It is said that when 
she comes to the surface she transforms herself into the 
most beautiful mermaid with fl esh the deep blue of the 
ocean and waving, fl oating seaweed as her hair.  Due to 
the nature of her being, she never rises completely from 
the water. 

Undinae, unlike Ra’tol of the Fire Realm and 
Cragmathe of the Realm of Stone, maintains a Court 
in the Coral Castle.  She has Advisors, who appear as 
aquatic-humanoid hybrids, to counsel her in matters 
of the Realm; Lieutenants, who take the forms of large 
water-dwelling beings not unlike the huge sea turtles 
of Valara, who lead her armies; and Knights, in the 
various forms of fi sh-like creatures, who act as her 
soldiers.  Beyond this court, there are Aristocrats who 
oversee to the needs of Undinae’s people residing far 
outside the expanse of Coral Castle.  

Valaran myths hold that Undinae brought the waters to 
Valara at the time of creation. Undinae originally only 
shaped lakes and rivers through the land and would 
use these waterways when she wished to visit Valara. 
Before the Paragon’s agreed to retire to their Realms 
for good, Undinae could oft en be found on Valara in 
the guise of a water creature. As time passed, Undinae 
found herself returning oft en to the same lake where 
she would fl oat in the water and watch the sandy beach 
for the appearance of a mortal man. She was enraptured 
by this young fellow.  Each day for a fortnight, the man 
came to the beach to fi sh, standing waist deep in the 
gentle currents of the tide and each day she came to 

watch him.  Without ever speaking a word to the man, 
she came to love him, enchanted by his quiet, gentle 
manner and delighted with his two-legged form that 
moved surely and gracefully on solid ground.  Desiring 
to speak with the man and know him, Undinae took 
the form of a mermaid and rose from the water, hailing 
him.  Aft er his initial fright, he came to know that this 
creature meant him no harm and he came to love her 
as she loved him.  She was unable to leave the water 
to live on the land and he could not leave the land to 
live under the water, but their love was so deep and so 
pure that he never took a Valaran wife, instead coming 
to meet her on the shore when the tides came in. But 
Valarans are fragile, mortal things and the mermaid was 
immortal.  One day, the man did not come to the shore.  
Th e mermaid waited for many hours.  She returned 
day aft er day in hopes of fi nding her love, but he never 
came to her again.  In her grief, Undinae’s tears fi lled 
the lake, causing it to overfl ow its banks and fl ood the 
land. So great was her grief that water began to cover 
Valara, threatening to fl ood all the land. Before Valara 
could be overrun by water, the Paragons Seneroth, 
Ga’lar and Ge’lina banded together and retrieved the 
Vitae of Undinae’s mortal love and fashioned it into the 
shape of a merman, for merpeople are rumored to live 
extraordinary long lives. Undinae stopped her tears, 
but choose to leave much of the water in place so that 
she might have more places to roam in with her love. 
In time, Undinae and her love retreated to the Realm 
of Water. Some say that merpeople still live in the 
deepest parts of Valaran waters while others claim that 
merpeople are the ancestors of aquatic Feralkyn.

Once or twice a century, Undinae leaves the Coral 
Castle and journeys to unknown, or untold, places 
within her Realm. It is during these times that the water 
titans, beings who live in the deepest, darkest pits of 
the Realm, seek to remove Undinae from the throne 
and replace her with a more constant ruler.  Th e battles 
are fi erce and violent, but thus far, Undinae and her 
Lieutenants have kept the titans at bay, maintaining her 
reign in the Coral Castle as Paragon of the Realm of 
Water.

Valaran followers of Undinae believe that the deep 
oceans of the Realm of water are a source of calm and 
peace.  Th ough it is ever-changing, it is the easy fl ow 
from one state of being to another that calls to her 
devotees.   Th ey draw from water the inner strength of 
the tides, feeling the unstoppable pull of the currents.  
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Just as water erodes away the tallest mountain, even the 
biggest obstacle can be overcome with persistence and 
patience, helping Undinae’s follows remain calm even 
in the direst of circumstances.

Followers of Undinae follow the mantra: “Undinae is 
the calm that belies the under-current of my strength.”

Air

Th e Realm of Air is a vast sky fi lled with ever-changing 
masses of clouds that seem alive.  Th e clouds are packed 
so tightly that they form a surface upon which one 
could walk.  Th e weather in this Realm is as varied as 
the clouds.  A constant wind gusts in the outer reaches 
while random storms move throughout.  Moving from 
the outer edges towards the center of the Realm, the 
storms become darker and heavier until there is naught 
but the roaring of gale-force winds, blinding fl ashes of 
lightning and deafening claps of thunder. Th is is the 
mighty hurricane that twists and turns at the heart 
of the Realm.  All varieties of avian creatures form 
the natives of the Realm. Th ey make their homes in 
the cloud banks and spend much of their days in the 
sky in a constant patrol.  Travel through this domain 
is diffi  cult if one does not have the ability to fl y.  Th e 
cloud masses shift  and change abruptly, leaving wide 
gaps that are impossible to jump.  If a traveler should 
miss a step, they would be caught up in the winds of the 
Realm and lost forever in the howling hurricane. 

In the eye of the hurricane is a place of odd contrasts.  
A gleaming, white cloud palace stands alone in relative 
stillness with the soft est of constant breezes drift ing 
through the open archways and wide passages.  Held 
aloft  by pillars of swirling wind, streaked with silent 
lightning, Ilmaerie (ill-MY-rhee) Palace is the ruling 
seat where Paragon Elyssinu (EE-liss-in-nu) reigns 
over the Realm of Air.   

Like her sister Paragon Undinae, Elyssinu  can shift  her 
appearance to any creature with the power of fl ight. She 
has a humanoid shape that she prefers, but it is said that 
she only uses this form in dealings with mortals.  At 
such times, she appears as a stunningly beautiful and 
graceful woman dressed in gowns that are a bit too 
long.  Her hair is long and pale blonde, almost white, 
and is left  unbound so that the tresses can blow in the 
wind. Th ough no one has ever been brave enough to 
fi nd out the truth, legend says that her gowns are left  

long because they hide the fact that, from the waist 
down, Elyssinu is not a woman at all.  In the place of 
legs, is a column of air, a human-sized cyclone that 
fl oats from place to place.

Elyssinu maintains a Court within Ilmaerie Palace.  
Her Dukes advise her on matters of the Realm, but 
also act as ruling bodies in the outer reaches of her 
domain, maintaining law as she requires.  Generals 
and Soldiers make up her standing army.  Th ese beings 
appear as large birds of prey: Eagles, Hawks, Falcons, 
and Condors.

Th e Realm of Air is in a constant state of turmoil.  
Paragon Elyssinu is locked in a struggle against the Five 
Raven Lords and their legions of Crow-men.  Nivhita, 
Ventego, Sunka, Uragano and Nesrec were once the 
wisest of Council to Elyssinu, Paragon of Air.   Th ese 
fi ve beings have the bodies of men, but the heads of 
Ravens with eyes dark as night and beaks sharp as 
razors.

Th e fi ve Raven Lords tried to guide her where they felt 
the winds desired, but Elyssinu, the true embodiment 
of wind and storm, defi ed their wisdom and ruled 
her Realm according to her whim.  Th e Raven Lords, 
having forgotten that their Paragon is and will always 
be the manifestation of the Realm, decided amongst 
themselves that Elyssinu was not what was best for the 
denizens and creatures of Air.  Th ey felt she was too 
fl ighty, prone to fi ts of unpredictability and lacking in 
wisdom. Only they, with their vast knowledge of the 
language of the wind, could guide the Realm to its true 
greatness above the lesser Realms.  But the Paragon was 
adept at defl ecting their attempts to control her, rather 
than allowing her to fl oat on the breezes of destiny.  

Nivhita, the oldest and wisest of the Raven Lords, began 
to plot against his Paragon, gathering the other four into 
his plans.  Together, they approached one of the lesser 
beings of Air, one worshipped on Valara as the deity 
of storms, Vindurinae.  Vindurinae was in agreement 
with the Lords, believing Elyssinu too forgetful of the 
power of Air, the strength and dominance that the 
storms held.  She, who drift ed along like a butterfl y, was 
too oft en found playing in the clouds and singing like 
the thrush instead of ruling.

Vindurinae off ered to share his power over storms with 
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the Raven Lords, if they would put him on the throne of 
Ilmaerie Palace.  Nivhita, speaking for the fi ve, agreed, 
provided Vindurinae would take the Raven Lords as his 
advisors when the deed was done. 

And so, for time unmeasured, the Raven Lords, with the 
secret aid of the deity of storms, have pitted themselves 
against Elyssinu.  Th ey know that to strike at her directly 
would be their undoing, for despite her almost constant 
delight in where the winds take her, her fury, should it 
be roused, would bring the deadliest storm the Realm 
has ever seen.  She allows them, in her own wise way, to 
play their game of tactics and strategy, deft ly winging 
away from their harmful intent in a dance of wind and 
thunder, lightning and rain. 

Valaran followers of Elyssinu believe that the wide open 
spaces of air are a source of direction and of change 
as the wind blows them where they need to be.  Th e 
beauty of air is in its volatile nature: at once calm and 
gentle with the potential for sudden fervor, storms that 
loom on the horizon or crackle in the clouds without 
warning.  Her followers believe that there is no such 
thing as fate, only the direction and guidance of the 
winds of Elyssinu.  

Devotees of Elyssinu follow the mantra: “Elyssinu is the 
wind that guides me and the storm that transcends me.”

Stone

Th e Realm of Stone appears as an enormous 
underground cavern with tunnels beyond counting 
that seem to go on without end.  Th e ceiling is lost 
in the darkness above, but light radiates from gems 
permanently implanted in the rock walls.  Small bodies 
of water are found throughout the caverns and streams 
fl ow through cracks and crevices in the stone, leaving 
the rocky walls damp.  Few plants grow in the dark so the 
cavern is barren of greenery except for a small whitish-
colored fern that requires little light, and a pungent 
smelling fungus that produces a faint glow when 
handled.   Native creatures of this Realm take either the 
forms of man-shaped, rock-like beings or Valaran cave-
dwellers.  Th ese denizens live in the tunnels that twist 
and turn throughout the entire Realm.  

Many of the winding passages lead deep into the 
center of the Realm and open onto a vast grotto full 

of magnifi cent rock formations and sparkling gems.  
In the middle, surrounded by a gently fl owing stream, 
sits a massive geode formed from quartz and agate.  
Th is geode is protected by two guardians composed 
of granite and covered with colored diamonds that 
reinforce the densely made bodies.   Within this geode, 
known as Slieganach (SHLEE-gah-naiche) Crag, resides 
the Paragon of Stone, Cragmathe (CRAG-muh-thuh).  

Interlopers who trespass in this Realm will be crushed 
under the weight of the rock and the depth at which the 
Realm resides. 

Cragmathe appears as a great, hulking tortoise made 
of black marble veined in deep brown with a shell of 
perfectly faceted emerald.  He is wise in his rule of the 
Realm, just and yet fi rm.  He is patient, but unyielding 
and has the power to bring down mountains should his 
authority be threatened.  Unlike Undinae of the Realm 
of Water and Elyssinu of the Realm of Air, Cragmathe 
does not maintain vassals.  His rule is absolute.

In the vast history, or mythos, of the Realms, only 
one being has ever dared to threaten Cragmathe: 
Gorwyn, the Gold Dragon. As their creator, Cragmathe 
believed that the dragons would help bring beauty 
to the new world and shaped each from a diff erent 
colored gemstone found in his Realm. Cragmathe 
enlisted Ga’lar’s assistance to give his creations life. 
Unfortunately the dragons came to believe, in their 
arrogance, that they were the superior race and tried to 
equate themselves with the Paragons, desiring to rule 
Valara as the Paragons ruled each of their own realms. 
Cragmathe, in his infi nite patience, tried to show the 
dragons that this was not possible. Gorwyn, whom 
many believe was the leader of the dragons, challenged 
Cragmathe. Th e winner would be declared the Paragon 
and could choose as his realm either Valara or Stone. 
Th e loser would accept whatever punishment the 
other Paragons choose. For days, battle raged between 
Cragmathe and Gorwyn. Th e two beings used Valara 
as their battlegrounds, fi ghting at the northern and 
southern most land masses where no creatures live. 
While the Gold Dragon was a formidable opponent, 
in the end he was unable to defeat Cragmathe. In 
punishment, the remaining Paragons choose to strip 
Gorwyn of his form and banish him to Cragmathe’s 
realm so that the Paragon of Stone could maintain an 
eternal vigil over the creature he created. 
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Valaran followers of Cragmathe fi nd stability in 
the dependable, unyielding, unchanging nature of 
stone.  Th ey believe that it is unnecessary to concern 
themselves with things that are beyond their control as 
the Paragon of Stone will give them the strength to ride 
out the most dangerous storms.  Th ey are unyielding in 
their belief, patient and unpersuadable.  

Devotees of Cragmathe follow the mantra: “Cragmathe 
is my pillar of stability.  Unchanging. Forever.”

The Veil

Th e Veil is rumored to be created from a special magic 
that the Anturi once tried to harness to power the Gates. 
So uncertain is this magic that the Anturi failed in their 
attempts and almost single-handedly destroyed their 

own race. It has been noted that traveling to either of 
the Realms of the Veil results in the removal of magical 
enchantments and the only magic that continues to 
fl ow is that of pure skill. Conversely, magical items from 
one of these worlds do not retain their magic when 
crossing over to Valara. Th e Veil creates three kinds of 
energy: light, darkness, and dream. Th ese energies fl ow 
from the Veil and are much weaker than other magical 
sources such as Prime and Essence. While creatures 
and beings from both Veil Realms use these energies, 
Nurholme denizens are more attuned to darkness while 
Ereholme denizens are more attuned to light. While 
the Veil Realms of Ereholme and Nurholme are easy 
for Valarans to access, they are just as dangerous as the 
Elemental Realms. 

Figure 2-1.  Valaran Cosmology
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Ereholme

Ereholme is the fi rst Realm that forms part of the Veil 
surrounding Valara. As if seen from the refl ection of a 
mirror, Ereholme mimics Valara, although similarities 
are only surface deep. Th e sky is always in a state of dawn 
to dusk. Some even say that Ereholme is the reason for 
day in Valara. Foliage appears to mimic Valaran plant 
life, although colors are reversed. Mountains, lakes, 
rivers and forests are found to be in reverse of their 
location on Valara and the continents appear upside 
down.

Natives of Ereholme are collectively called Fae by 
Valarans, however the Fae themselves go by many 
diff erent names and designations. Th e Fae of Ereholme 
have a variety of appearances. Some Fae look similar 
to Valaran Elves and with pointed ears while others 
may appear similar to Feralkyn with their horns, tails, 
cloven feet or wings. Two of the most prominent groups 
are the Seelie and Unseelie Coteries (co-TER-rees) who 
reign in Ereholme. Th ese two groups are in a constant 
battle for land, power and control over the Wells 
of Vigor. Unlike Valaran confl icts, the Fae Coteries 
conduct fi ghts more like a chess game than an outright 
clash of arms. Th e Fae consider themselves the Kings 
and Queens, Faekyn are considered Bishops, Knights, 
and Rooks, and all other Valarans are the Pawns.

Th e Wells of Vigor are located on opposite sides of 
the Realm and each  radiates large sources of magical 
energy. Th is magic is vital to the overarching power 
that each Coterie controls. It is a constant struggle 
to gain control of both these Wells, although neither 
side has ever succeeded.  Th e Fae that live closest to 
the Wells are known as the Royal Braid. Each Coterie 
has a Royal Braid: the core members of the royal family 
and powerful agents that act as the supreme authority 
over the whole Coterie. Members are diff erentiated by 
their ornate hair braids, styled with green or orange 
jewels and accessories in their hair or beards; those 
with a higher status are decorated more ornately. Green 
represents an alignment to the Seelie Coterie and 
orange represents an alignment to the Unseelie Coterie.  

Th e closer the members of the Royal Braid are to 
the Wells, the less freedom they have to move about 
Ereholme. It is almost as if some invisible bond keeps 

them from moving too far away from their Well. It is 
believed that the Fae of the Royal Braid cannot leave 
Ereholme. 

Each of the Coteries has a Bruiden (broo-yen) which 
acts as a large meeting hall around the Well. Th e Bruiden 
are surrounded by towns and fortresses making them 
well fortifi ed and lively. Th e Seelie Bruiden is built from 
rose colored marble veined with white, topped with a 
translucent glass dome. Light radiates from the dome, 
brighter than the brightest sunlight. Th e Unseelie 
Bruiden is made from steely gray hematite, cold as 
ice, and radiates a mist from its walls. Any place that 
the Seelie congregate sits in either eternal summer or 
spring, while any Unseelie settlements remain in either  
eternal autumn or winter. 

Ereholme is also home to many creatures not under the 
control of either side. Both Coteries attempt to rule over 
these creatures in their power struggles. Fae who are 
not sided with either of the ruling Coteries may regard 
themselves as a part of Th e Nameless Coterie. Members 
of Th e Nameless Coterie attempt to either break down 
the political and social barriers between the other 
two Coteries or ignore the reign that oppresses them. 
Unsided Fae use silver adornments to represent that 
they have no allegiance to either Coterie. 

Fae are unpredictable to Valarans. Th ey do not 
understand Valaran concepts and morals. As a result 
Valarans are oft en confused by Fae. Fae also have 
the ability to manipulate mortal dreams and see the 
manipulation of these dreams as great fun.  Dream 
manipulation is one of the major tools the Fae employ 
in their power struggles, by trying to infl uence Valarans 
to act for or against a specifi c side of the Coteries.

Every positive story and happy tale that is mentioned of 
the Fae is from the Seelie Coterie. However, this does 
not necessarily mean the Seelie are all good creatures. 
Th ey seek to guide and inspire mortals, but their 
reasons are not always revealed. 

V
a

l
a

r
a

n
 C

o
s

m
o

l
o

g
y



V
a

l
a

r
a

n
 C

o
s

m
o

l
o

g
y

17

Th e common ideals of the Fae have been recorded as 
accurately as possible: 

Seelie Ideals: 

Th e light is the guide, and should never falter. 

Honesty in all things.

Defend love at all costs.

In life, fi nd the beauty in everything.

Your word is your oath, and it must always be upheld. 

If a debt must be paid, then you must pay it.

Let honor preserve you and keep your spirit pure.

Where the Seelie seek to inspire, the Unseelie seek to 
sow chaos, fear and doubt. Master manipulators and 
tyrants, the Unseelie are one of the reasons why most 
beings fear the Fae.

Unseelie Ideals: 

Secrets and power lie within the unknown; become the 
fear others see within dark times.

Tradition is a cage.

Chaos brought us life, and we return the blessing.

Defend your passion and slaughter those who threaten 
it.

Accept the horror of life.

Honor is the chain that binds.

Give so that others may hold a debt, for a debt must 
always be repaid.

Strengths:

Fae’s primary strengths lie in their innate magical 
abilities and manipulative powers. It is quite common 
for stronger Fae to use other, weaker Fae creatures 
as tools to meet their goals. Th ese tools are used 
for guiding people; forcing someone into working 
eternally; stealing children or babies; and uncovering 
magical appearances.

Weaknesses:

Valarans have discovered one major weakness among 
the true Fae: iron. Weapons made of iron seem to deal 
a considerable amount of damage and Fae cannot seem 
to pass over iron rails or bars. It is almost as if it acts as 
a repellent. 
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Nurholme

Nurholme is the second Realm that creates the Veil 
surrounding Valara. Unlike Ereholme, there is little in 
the way of foliage and trees and few, if any, similarities 
to Valara. Th e only area with foliage is a dark forest 
that rests between canyons and a large swamp. Th is 
forest is home to many Unseen Fiends. In Nurholme 
the sky is always in a state of dusk to dawn. Some say 
that Nurholme is the reason for night. Th e commonly 
used terms to describe the creatures that come from 
Nurholme are Fiends. Th e Fiends of Nurholme are either 
highly intelligent or run on base instincts. Th ere are two 
factions: the Pahndir and the Unseen. Nurholme has 
no known ruler and is in a constant state of chaos and 
power struggles. Th ese struggles are primarily between 
the Pahndir and the Unseen. Th e Pahndir vary in size 
but maintain physical looks similar to Valarans. Some 
have horns protruding from their head, spikes running 
along their body, tails, or leathery wings. Pahndir eyes 
are usually blood red or black in color and blackened 
fi ngers, scars, and other gruesome marks are common.

Th e Pahndir determine leadership by the ability 
to dominate and overpower others. Some Pahndir 
consume other Pahndir on order to gain more power. 
It is believed that feasting on the fl esh of vanquished 
foes strengthens a Pahndir.

Th e Unseen Fiends, unlike the Pahndir, do not have 
physical forms. Th ey are best described as grotesque 
fi gures, smoky forms, or shadows. Th ese Fiends live in 
extremely dark places or underground and oft en have 
no eyes.  Th e Unseen communicate using telepathy. 
Th ey attempt to gain power over mortals using veiled 
promises of riches, glory or other desires. It is said that 
some Unseen can see inside a mortal, learning their 
darkest secrets and deepest dreams or desires and use 
that information to gain any advantage possible.

Th ere are no established cities or settlements in 
Nurholme. Sometimes groups of Fiends will congregate 
in the same location for a period of time. Some develop 
crude communes while others continue to live alone. 
Unseen Fiends and Pahndir Fiends do not enter each 
other’s territory.

One of the greatest strengths that Fiends of Nurholme 
have is the ability to cross the Veil into Valara on the 
nights of the New Moon and the Full Moon. Th ese 
times allow for the easiest passage because the shadows 
are strongest and act as doorways to pierce the Veil. 
While extremely diffi  cult during other phases of the 
Moon, Fiends can fi nd their way to Valara outside the 
New Moon and Full Moon. 

Fiends cross into Valara for many reasons, primarily 
to gain control over mortal Valarans  either through 
willing acceptance or through deceit. Gaining control 
over mortals allows Fiends to sow chaos and open more 
dream-energy channels back to Nurholme to feed the 
populace. A mortal who has fallen under the control of 
a Fiend can be identifi ed by the sigil etched into their 
skin,  marking the mortal as property. Once a seal is 
in place, the Fiend is able to speak to that individual 
from anywhere and control their actions as if they were 
enslaved. Individuals under the control of a Fiend have 
black eyes and cry black tears.  

Some Fiends have discovered that by placing small, 
hidden shrines on Valara they can infl uence and 
cultivate a specifi c emotion in an area and feed off  that 
emotion while on Nurholme. Th ese shrines are diffi  cult 
to fi nd and destroy, as they are protected and cared for 
by enslaved mortals. 

Fiends have few weaknesses. All Fiends are susceptible 
to golden or magical weapons. Golden weapons have 
a highly refl ective surface that refl ects light at Fiends. 
Since Fiends prefer darkness, light is considered 
harmful to them. Th ey also dislike salt and cannot pass 
through circles or portals that have been sealed with a 
salt line.
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The Religions of Valara

Th ere are seven major religions on Valara. Six reli-
gions are based upon worship of the deities from the 
elemental Realms that surround Valara:  Undinae, 
Ra’tol, Elyssinu, Cragmathe, Ge’lina and Ga’lar, and 
Seneroth.  Th e seventh major religion is devoted to 
Anima.Th e highest leaders of each of these religions 
are called the Embodiments and they sit in convoca-
tion to keep Valara in balance.  Th e Convocation of 
Embodiments is always led by the White Tree Em-
bodiment, the designated leader of the Anima faith, 
who speaks for Valara itself.  Th e White Tree is al-
most always represented by a Florakyn. Many believe 
that Anima ties the elemental Paragons together and 
thus the White Tree Embodiment is accepted as the 
primary leader of the Embodiments. Th e White Tree 
also stands as the representative of any minor reli-
gions practiced on Valara. 

The Convocation of Embodiments

Th e Convocation of Embodiments meets for one 
month every fi ve years at an ever changing secret lo-
cation. Th e primary purpose of the Convocation is 
to discuss items that threaten the balance in Valara.  
If one of the Embodiments is not in attendance, the 
meeting is postponed for 30 days and the Embodi-
ment’s religion must donate goods or services as a 
penalty.  During the 30 day hiatus a messenger is sent 
to the Embodiment’s primary location to identify 
the reason for the Embodiment’s absence. If, aft er 30 
days, the Embodiment or a designated representative 
still has not arrived then the religion is expelled from 
the Convocation for threatening the balance of Va-
lara. A new Embodiment must be chosen following 
the rules of the specifi c religion and must be affi  rmed 
by the White Tree before the off ending religion is al-
lowed to attend future Convocations.

Aside from discussing threats to the balance of Va-
lara, the Embodiments also discuss their own goals 
for the coming years. Th e White Tree has the fi nal 
decision-making power as his or her decision counts 
as fi ve votes.  Th e only way that the White Tree’s de-
cision can be overturned is if all six of the Embodi-
ments vote together against the White Tree.

The White Tree

Th e White Tree Embodiment is chosen by Valara 
though Wild Magic.  Th e chosen Embodiment is 
marked by the appearance of a multi-pointed star that 
appears on his or her chest upon reaching his or her 
20th name day. Th e newly chosen Embodiment seeks 
out the current White Tree, or travels to the Ancient 
Grove to begin preparing for the next Convocation 
meeting. Th e Ancient Grove, known only to the cur-
rent or soon-to-be White Tree Embodiment is a sacred 
place. From inside the Grove, the White Tree is able to 
commune with Valara through meditation and prayer. 
Th is communion allows the White Tree to gain insight 
into the goods and ills of the land. It is believed that 
Anima appears to the White Tree during times of un-
rest or great illness in the land, oft en taking the form of 
nature spirit or animal.

Th e year before a Convocation occurs, the White Tree 
emerges from the Grove and walks the land. Th is is the 
time when the minor faiths can meet to air grievances 
or ideas and be assured they will be presented at the 
Convocation.

Th e symbol for the White Tree is the multi-pointed star.

Figure 3-1.  Symbol of the White Tree

The Overflowing Spring

Religion of Water and Ice

“Undinae is the calm that belies the under-current of my 
strength.”

Th e Overfl owing Spring is a religion of inner peace 
and hidden strength.  Life is constantly changing and 
one cannot step in the same ocean twice.  Success and 
failure, gain and loss, comfort and discomfort all come 

V
a

l
a

r
a

n
 R

e
l

ig
io

n
s



21

and go and there is little that can be done to control it. 
One can, however, decide to cease the struggle against 
the tides of life.   Like Water, one must strive for inner 
peace while maintaining an underlying strength.  One 
must be patient, but persistent, and while it is wise to 
seek out the path of least resistance, one should not 
hesitate to carve out a new path if necessary.  

Temples for the Overfl owing Spring are called Reefs and 
their names are chosen from the beautiful and fl owing 
nature of Undinae.  Two of the more prosperous Reefs 
are known as the Living Reef and the Shimmering Reef.  
Every Reef is built either along a stream or, barring a 
source of running water nearby, over a well.  Blocks of 
stone are set into the fl oor of the temple to create a pool 
that collects water from the stream or well to be used 
for mediation and refl ection.   Th ese pools are required 
to be kept clean and clear at all times.  Th e pools are 
also used for initiation rituals performed by the clergy.   
Th ey serve as a reminder of the peace and calmness 
that Water provides.

Initiates are known as Streams.  It is the duty of the 
Streams to keep the pools clean as well as help new 
congregation members learn the process of pool medi-
tation. Th e priests are called Waves and there are four 
Waves per Reef who teach the ways of Undinae.  Th e re-
ligion of Water has a central fi gure head, known as the 
Tide, who provides supreme guidance and direction as 
the Embodiment of Water on Valara.  Th e current Tide 
is a Moon Elf by the name of Yadira who resides within 
the Living Reef, south of Pozeph.  

Th e Embodiment for the Overfl owing Spring is chosen 
from among the Waves through a special pool ceremo-
ny. Any Wave may submit him or herself for consid-
eration. To those who submit themselves for choosing 
the water will feel cool and refreshing. Th e Wave des-
tined to become the Embodiment will feel the water of 
the pool turn warm and accepting. Th e Embodiment 
for the Overfl owing Spring serves for life. 

Th e symbol for Overfl owing Spring is a downward tri-
angle.  Th is symbol is worn on necklaces by all devotees 
of the religion.

Figure 3-2.  Symbol of the Overfl owing Spring

The Scorching Conflagration

Religion of Fire

“Ra’tol is all and all is Ra’tol.”

Th e Scorching Confl agration is a religion of purity and 
perfection.  It is believed that once there was the perfec-
tion of fi re, lost on Valara when Ra’tol gave of himself 
to create this new Realm.  Worshippers are taught that 
they must strive for purity in spite of their imperfect 
natures which are caused by the amalgamation of the 
elements.  Th eir lives must be devoted to fi nding per-
fection so that when their time on Valara has ended, 
Ra’tol will restore them to primordial purity by burning 
away the dross of life.

Houses of worship for the Scorching Confl agration are 
called Chantries and their names are always a refer-
ence to fi re, such as the Blazing Chantry.  Each Chantry 
has, at its heart, a throne made of volcanic glass, with 
the more prosperous temples boasting thrones made 
of such material from the Realm of Fire itself.   A fi re 
that burns high around the throne is kept going at all 
times in the hopes that one day Ra’tol himself might 
appear to the congregation.  Th is also serves to heat the 
Chantry to an uncomfortably warm degree and causes 
the worshippers to sweat, another symbolic cleansing 
of impurities.

In each Chantry are Embers, or priest initiates.  It is 
the duty of the Embers to keep the fi re around the 
throne burning. Th e priests are known as Flares and 
each Chantry has seven Flares to guide believers on 
their own path to purity.  Th ere is no centralized place 
or person that serves to lead this religion as no Flare 
would ever dare presume he could speak for Ra’tol di-
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rectly, as they themselves are still far short of perfec-
tion.   Th e Embodiment of Ra’tol is chosen every fi ve 
years among the Flares by majority vote. No one Flare 
may serve as the Embodiment at Convocations more 
than twice in their lifetime.

Th e process for becoming a Flare is a long and ardu-
ous journey of self-refl ection.  Most commonly, those 
who set themselves upon the path to becoming a Flare 
have seen some catastrophe involving fi re and have 
seen something within the fl ames that has called them 
to the service of Ra’tol. 

Over time, what defi nes ‘perfection’ has changed, given 
the local Flare’s interpretation of what it might mean.  
As example, Flare Flug, an Orkling from the Scalding 
Chantry in Th e World’s Furnace teaches that perfection 
is found in the strength and surprising beauty of fi re.  
To reach perfection, one must hone their bodies to be-
come as strong and as powerful as possible.  Another 
example is Flare Adorellan, a Moon Elf from the Smol-
dering Chantry in Th e Aesner Desert, who teaches that 
perfection comes with knowledge and enlightenment, 
a purifi cation of the mind that involves a symbolic 
burning away of excess and unnecessary thoughts and 
emotions, leaving behind the passion of truth.

Th e symbol for Scorching Confl agration is an upward 
triangle.  Th is symbol is usually branded on all devo-
tees’ skin.

Figure 3-3.  Symbol of the Scorching Confl agration

The Exalted Tempest

Religion of Air

“Elyssinu is the wind that guides me and the storm that 
transcends me.”

 Th e Exalted Tempest is a belief system of ever chang-
ing and oft en unpredictable activity.  It is taught that 
with life comes change, sometimes on the back of a 
gentle breeze and sometimes in the midst of a raging 
storm.  One can either fl oat along with the wind like 
a fl uttering leaf or one can stand against it and use the 
power of the storm to lift  themselves above the mun-
dane routines of everyday life.   Devotees of Elyssinu 
are encouraged to step into the wind to let it guide 
them towards new experiences.  Like the volatile na-
ture of Air, oft en the winds of change can confl ict with 
each other and cause a tumult of new sensations and 
emotions.  Th e congregation is taught to experience 
these fl ashes of high emotion so that they may learn 
the full range of emotional capability.  

Th e houses of worship for the Exalted Tempest are 
called Aeries and are almost always open air pavilion-
like structures. Th e Aeries are named for the wind, such 
as the Twister Aerie in Bok’la high in the Garnet Moun-
tains or the Whirlwind Aerie on Lunea Majora. Th ey 
are oft en made of a series of archways that are built in 
a circle.  Sometimes there is a roof, more oft en there is 
not or the roof is not a solid construction, but a series 
of inner arches to allow full movement of the winds of 
Elyssinu.  Th e archways are usually carved with various 
shapes of birds and leaves and fl owers.  Th ere are no set 
times for worship.  Followers of the Exalted Tempest 
are encouraged to come to the temple whenever they 
need to feel closer to the winds of Elyssinu.

Initiates to the Exalted Tempest are referred to as 
Breaths.  While leaves and blossoms and other such 
natural debris are not to be cleared from the Aerie 
fl oors as they are oft en gift s from Elyssinu to remind 
her followers that the wind may carry anyone to any 
place, Breaths are responsible for not only learning the 
ways of guided refl ection, but also keeping dirt, dust 
and mud from the fl oors and pillars.

Th e priests of Elyssinu are called Gales and there are six 
Gales per Aerie.  Th ere is no ultimate leader of this par-
ticular religion as there is no set doctrine.  Th e Embod-
iement of Elyssinu is chosen from the collective priests 
and initiates. It is said that the Embodiment is chosen 
by the breath of Elyssinu herself and upon being chosen 
travels to the ruins of the oldest Exalted Tempest Aerie 
found high in the Sunset Mountains to receive more 
formal training. Th e Embodiment serves until such 
time that he or she no longer feels Elyssinu’s breath on 
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their skin. For some that may be for one gathering of 
the Convocation but for others it may be for close to a 
lifetime. Th e Gales provide advice that allows parishio-
ners to lead themselves to where they feel called. 

Th e symbol for Exalted Tempest is an upward trian-
gle with a line through it.  Th is symbol is worn on the 
clothing or in the hair of the devotees that follow this 
religion.

Figure 3-4.  Symbol of the Exalted Tempest

The Steadfast Crag

Religion of Stone

“Cragmathe is my pillar of stability.  Unchanging. For-
ever.”

Th e Steadfast Crag is a belief system that preaches re-
solve, patience and unwavering strength of character.  
Th e world may change, but it is not necessary nor wise 
to change every time the wind blows.  One should 
seek to control wayward emotions to become stable, 
dependable and unyielding to outside forces that seek 
to sweep the unprepared from their pillar of stability.   
Nothing can sway a disciple of Stone if they choose to 
stand fi rm.

Houses of worship for the Steadfast Crag are known as 
Grottoes and their names are chosen to refl ect the un-
wavering character of Cragmathe.  Th e Adamant Grot-
to of Fellmunr and the Persevering Grotto of Ironwall 
are two such examples. Grottoes are specifi cally built to 
replicate the deep feel of the Realm of the Paragon of 
Stone.  If a natural cave can be found, that is preferred, 
but a free-standing structure built with thick, stout 
walls and devoid of windows is acceptable.  Th e interior 
is left  dark when services are not being held and when 
they are, the only light that exists is the light brought 
into the cavern by the congregation and the clergy.  

Initiates to the Steadfast Crag are called Pebbles and 
part of their duty is to carry light sources in and out of 
the Grotto for services. Priests of the Steadfast Crag are 
known as Shards.  It is their responsibility to teach the 
ways of the stable, unyielding mind.  Th ere are three 
Shards per Grotto.   Th ere is also a central fi gure head 
known as the Diamond who guides the individual 
Grottoes on their way to following in the shadow of 
Cragmathe.  Th e Diamond serves as the Embodiment 
of Cragmathe during Convocations. Th e current Dia-
mond is a Dwarf named Durgim Tinmoor who serves 
his congregation in the Rooted Grotto in Skeborg.  

Th e symbol for Steadfast Crag is a downward triangle 
with a line through it.  Th is symbol is worn on metal or 
stone badges of the devotees that follow this religion.

Figure 3-5.  Symbol of the Steadfast Crag

The Fount of Vitae

Religion of Life

“Ge’lar is the blood that fi lls my veins.  Ge’lina is the 
breath that fi lls my soul.”

In the name of the Twins, devotees of Life seek to learn 
and protect Life’s place in the Valaran cycle of life, death 
and rebirth.  Like the Paragons, followers of Life gener-
ally fall into one half of the teachings.  Th ere are those 
that see Life as an infl uence of healing and revitaliza-
tion to be cultivated and revered.  Others embrace that 
Life, while wild and dangerous on its own, should be 
protected at all costs, especially from those who would 
seek to escape death by hiding in false life.  Neither half 
seeks to undermine or hold back death.  Instead, their 
purpose is to protect it so that cleansed Vitae can be 
returned to Valara and that the cycle may begin again. 
Houses of worship are called Chapels and are oft en 
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named for some aspect of vitality, such as the Breath of 
Life Chapel or the Vital Spark Chapel.  Th ese temples 
are oft en not temples at all, but merely an area of natu-
ral ground demarcated by four tall, white pillars usually 
carved from marble or granite.  Th ree sides of this area 
are allowed to grow naturally: rose vines are encour-
aged to twine around the pillars, grass is left  to grow 
tall and thick and brush and bushes are left  untamed.  
Th e fourth side is used as entrance to this sacred area 
and is maintained with lush grass and naturally grow-
ing fl owers and plants that extend into the interior of 
the worship area.  Roses are the preferred fl ower as no 
other plant represents better the delicate balance of 
beauty and danger.   Instead of an altar, there are two 
small thrones that represent the thrones of the Twins in 
the Fountain of Life.  More affl  uent Chapels can aff ord 
thrones of gold, but smaller Chapels content themselves 
with thrones of locally found white stone or wood.

Initiates of Life are known as Sparks, who also work 
in male-female pairs, and it is their responsibility to 
maintain the grounds with loving care as well as pro-
tect them from desecrators and vandals. Th e clergy 
that maintain these temple areas always come in male-
female pairs known as Vitals.  Th ere is only one pair 
per Chapel and they preach together, one standing be-
fore the throne of Ge’lina and one before the throne of 
Ga’lar.   While their message is the same, one preaches 
from the perspective of the beauty and sanctity of Life 
and the other from the perspective that followers must 
strive to protect Life from those that do not respect it.  

Th e Embodiment of the religion of Life is represented 
by the longest serving pair of Vitals in the faith. 

Th e symbol for Fount of Vitae is a jar with an opening 
in the top.  Th is symbol is worn as rings or bracelets on 
devotees that follow this religion.

Figure 3-6.  Symbol of the Fount of Vitae

Harvest of Vitae

Religion of Death

“Give of my Vitae.  Return me to Sand.  Death is a jour-
ney.  Seneroth is my guide.”
 
Th e priests of the Harvest of Vitae teach that Death is 
not an end, but a part of the cycle of Valara.   Life is 
not the enemy, but just another part of the same cy-
cle.  Th e dying are not to be pitied, but should rejoice 
in the knowledge that their Vitae will be cleansed, pu-
rifi ed and then reborn.  Vitae returns to the cycle of 
life, death and rebirth, but souls belong to Seneroth, 
the Paragon of the Realm of Death.   While the truth is 
uncertain, there are various beliefs about what happens 
to the souls that Seneroth collects.  Th e most generally 
accepted doctrine is that all are the same in the eyes of 
the compassionate Seneroth, but the theory also exists 
that souls are sent on to an aft erlife determined by the 
weighing of their souls.  No matter what an individual 
believes happens to the souls, all agree that the process 
of death is necessary for the cycle of Valara and should 
be embraced as natural, necessary and inevitable.

Places of worship for the Harvest of Vitae are called 
Cathedrals.  Cathedrals are castle-like structures built 
from dark stone.  Constructed with the majesty and 
power of death in mind, they are erected with sweep-
ing archways, and imposing towers.  Each wall of the 
elegant, imposing edifi ce is lined with windows of 
stained glass that depict endless seas of black sand, 
great chasms, black pyramids and, occasionally, an im-
age of Seneroth with the head of a jackal.  A ring of 
dark sand extends from the foundation, two or three 
feet wide, and behind each Cathedral is a larger pit of 
the same dark sand mixed with ashes that is used as 
a funeral pyre.   Inside, the fl oors are laid with black 
sandstone to replicate the feeling of the desert of the 
Realm of Death.  Each house of worship contains an 
altar that holds a miniature version of a black pyramid 
and a bowl of a clear liquid. More affl  uent Cathedrals 
may also place a mask of a jackal head as well as a pair 
of Cerberus statues next to the pyramid. 

Th e “priests” of Death don’t generally have a title for 
themselves, as that would set them apart from the con-
gregation.  All are the same in the eyes of Seneroth, 
right down to his clergy.  Th ey believe that they are not 
above being weighed in the heart of the maze and so do 
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not seek to put themselves above the followers.  All will 
be cleansed and purifi ed in the end.  

Th e Embodiment of Seneroth is chosen at random and 
serves for life. In order that the Embodiment remains 
nameless, the Embodiment wears a dark gray mask that 
covers his or her visage while in Convocation.

Th ose who seek atonement from Seneroth’s priests are 
met by a clergy whose face is covered in a light gray 
mask. Th e face of the mask is a stern countenance with 
a hint of compassion. Atonements are carried out in 
private, known only between the priest, the penitent 
and Seneroth.

Th e symbol for Harvest of Vitae is a jar with an open-
ing in the bottom.  Th is symbol is worn as tattoos on 
devotees that follow this religion.

Figure 3-7.  Symbol of the Harvest of Vitae

Anima

Religion of the Creator Deity

“Creator.  Protector.  Mother.  Anima.”

In the beginning, Valara was an empty, desolate husk.  
Th e Paragons gave of themselves to change this Realm 
into a living, breathing and ever-changing elemental 
utopia. Water fl owed, plants fl ourished, magma boiled, 
and the sky cried out in strikes of victory.  Valara had 
been born and she was young and beautiful.  A guard-
ian was chosen from the ranks of the elementals and 
given the powers of each to continue the paragons’ 
labors.  Known as Anima the Creator, this guardian 
helped to shape Valara.

Over time Valara birthed children to roam her lands 
and swim in her oceans. Th e fi rst of these creatures 
were small in form, but great in number. Centuries 

passed and Anima grew lonely. Th ough an eternal bond 
was shared with Valara herself, the guardian yearned 
for something more. Using the gift s bestowed by the 
Paragons, Anima shaped and sculpted raw materials 
collected from Valara and gave life to creatures who 
shared a similar form to the elemental Paragons, thus 
creating the races of Valara.

Th e religion of Anima is oft en a solitary practice for 
those that hold the Creator deity in highest regard.  
Th ere is no temple, no set time of worship, no congre-
gation and no clergy.   Devotees of Anima fi nd their 
peace and their purpose by communing in their own 
way with the life that the guardian has created.  Above 
all else, it is believed that all things have purpose, all life 
is precious and the cycle of Valara must be maintained.  

Th e Embodiment of Valara, and by extension Anima, is 
the White Tree. 

Th e symbol for Anima is a circle with curved lines in it.  
Th is symbol is worn in numerous places on devotees 
that follow this religion.

Figure 3-8.  Symbol of the Creator Deity

Minor Religions

Th ere are a multitude of minor religions practiced 
across Valara. Some are uniquely cultural beliefs while 
others have a broader appeal among many Valarans. 
During the Convocation of Embodiments, the minor 
religions are represented by the White Tree. Th ose with 
grievances to air or ideas to share seek out the White 
Tree. 
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Races of Valara

Th e world of Valara is populated by a diverse collec-
tion of races and cultures. It has been documented that 
there are at least 16 known cultures, spread among fi ve 
distinct racial categories. Scholars grouped these cul-
tures according to common traits found among the 
races. Over the ages, each racial grouping and culture 
has been studied and information gathered and com-
piled so that future descendents will have a better un-
derstanding of how these cultures evolved. 

Mankind — Human

Human has survived through war, natural disaster, 
and many other hardships, shaping them as a people. 
No matter where one calls home, one shares the same 
heart, resolve, and emotions as one’s ancestors. Th ey 
have learned that adapting to one’s environment is the 
key to survival of self and family. Th e ability to adapt is 
one of their strengths, positioning them into a special 
niche left  void by the Anturi Elves.

Human adaptations have taken a variety of forms. Th ey 
excel at using industry to create settlements, oft en in 
areas of the world thought to be harsh, almost unlivable 
environments. Human’s innate curiosity and ability to 
analyze their surroundings in order to build upon and 
improve the existing land has made them one of the 
stronger races on Valara. 

Humans categorize themselves into two classes: “high-
born” or “lowborn”, depending upon the circumstances 
of their birth. Highborn considered themselves supe-
rior due to wealth, power or connections inside their 
communities. Lowborn are considered common labor-

ers who provide the backbone support for highborns. 
Th is is not to say that lowborn are inferior. Without 
these “commoners”, most highborn would not be where 
they are today. 

While they excel at adaptation in general, Humans are 
oft en conservative in their thoughts and attitudes, es-
pecially concerning one’s standing in society.  Humans 
believe everything fi ts in its place: those of highborn 
society remain highborn and those of lowborn society 
will almost always remain lowborn throughout their 
lives. Lowborn can reach the heights of their highborn 
superiors through hard work or great deeds; highborn 
can choose (or be forced) to descend to lowborn status 
through their actions as well.

Out-of-Game Racial Requirements

Makeup — Th ere are no make-up or prosthetic require-
ments, but players should strive for appropriate period 
costuming, avoiding denim or other modern styles.

Preferred Skills — Humans tend to prefer skills in 
which they are familiar or have been exposed to in a 
way which inspired them. Humans believe they can do 
most anything, and those who work for it will succeed. 

Other — Humans gain 12 additional skill points to 
spend at character creation. Once every ten skill points, 
Humans may choose among three racial advantages: 
Resist <Prime Element>; Resist Vulnerable; and Resist 
Feared.

General Facts about Humans

Lifespan — Th e average Human lives sixty-fi ve to sev-
enty years. Humans are considered children until the 
age of fi ft een.

Primary Racial Traits — Humans come in all shapes 
and sizes, varying in skin, eye, and hair color. In ad-
dition, they are very devoted to their craft s. Humans 
have infi nite possibilities to break free from the limi-
tations placed on them at birth and become whatever 
their hearts desire.

Strengths — Human strengths center on sheer will-
power, the ability to learn from mistakes, and the abil-
ity to adapt to adverse situations. Th ey make good busi-
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nessmen, merchants, and adventurers.

Weaknesses — Human weaknesses include heightened 
emotions, superstitious natures and stubborn demean-
ors. Coupled with their lifespan, this leads most to rush 
into things, which sometimes lead to unintended con-
sequences.

Names and Naming Traditions

Humans take pride in their names. Th e most important 
part of a name is the surname which denotes the family 
line and the status which comes with it. Highborns in-
dulge in aristocratic-sounding fi rst names, especially if 
a family’s surname is considered distinguished. Others 
may have surnames combined from two houses, which 
signifi es that the two families were joined. 

Lowborn surnames, if used, typically imply one’s trade. 
First names vary greatly. Some may choose to name 
their children aft er heroes and people of power while 
others may name their children aft er things they like 
or use shortened version of common highborn names. 

Highborn Male Names: Michael, William, Patrick, 
Christopher, Robert, Karl, Gustave, Phillip, Richard, 
Edward, Matthew.

Highborn Female Names: Elizabeth, Annette, Isabella, 
Rosalynn, Eliza, Alexandra, Marie, Cordelia, Diana, 
Margaret, Aubriella.

Notable Highborn Surnames: McKellard, Alrena, Gur-
rand, Watts, Cahrhold, Durham, Hollander

Lowborn Male Names: Tad, Will, Ted, Robbie, Teddy, 
John, Samuel, Ed, Benjamin, Levi

Lowborn Female Names: Liz, Petunia, Emily, Rose, 
Lily, Anna, Samantha, Ella

Lowborn Surnames: Th atcher, Carter, Cooper, Wag-
goner, Farmer, Th resher, Chandler, Smithson

Garb

Humans are very particular about clothing. One’s cur-
rent position or job commonly determines what is 
worn. Highborn tend to wear colorful and decorative 

clothing of expensive fabrics such as silk and velvet and 
favor embellishments such as jewels, feathers or other 
adornments. Lowborn wear what is readily available, 
comfortable, and easy to work in such as linen, cotton 
and wool. Lowborn fabrics should be sturdy and oft en 
earth-tone in color so as not to show stains. Most low-
born clothing lacks adornments, patterning, jewels or 
other accessories. 

Use of Language

Humans are considered the originators of the globally-
used “Common” tongue. Created as a way for Humans 
to be able to converse with all races, it has seen many 
alterations in its existence but still remains the most 
widely known and used language on Valara.

Humans tend to judge others based on their under-
standing and ability to speak Common. Privileged and 
well-educated humans use proper grammar and com-
plex sentence structures. Th ey take pride in using met-
aphors and long-winded speeches to show off  their sta-
tus in society. Lowborn Humans speak in less polished 
language and use simpler sentence structures.  

Highborns use titles as a show of respect, especially for 
those of higher status. Lowborns are expected to use 
“Master” or “Mistress” or “Sir” and “Ma’am” in defer-
ence to those whose position is considered above their 
own in society. Highborn Humans may take off ense if 
those of lower birth or those they consider to be of a 
“lower” class than themselves ignore their titles. 

Male and Female Interactions

Humans have a variety of expectations and rules which 
traditionally govern men and women and the roles 
each gender holds in society. Th ese customs may vary 
depending on the country, community, or specifi c fam-
ily:

1.  A man is considered the head of the household and 
is expected to provide for the family in all ways. He 
holds land and titles freely. When the head of the house 
passes, his eldest son or brother typically inherits his 
title and estate. 

2.  A woman is considered the caretaker and prepares 
meals, cleans, and educates the children. She also main-
tains the estate expenses either solely or in partnership 
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with her husband. Among highborn Humans, a wom-
an may not always do the work herself but may oversee 
others who handle the daily tasks of meal preparation, 
cleaning and child-rearing. While women may own 
property or titles on their own, these instances are less 
common. 

3.  Young men and women are oft en married to each 
other out of family necessity or to strengthen a family’s 
position. A woman inherits her husband’s family and 
leaves her own or the two families merge into a sin-
gle household. Th e expectation to marry is deeply in-
grained among Humans. Only those who pledge their 
lives to deities, various organizations, or the military, 
are considered exempt from marriage. 

Interracial Interactions

“Th e enemy of my enemy is my ally.”

Humans have learned and adapted their own culture 
through their interactions with the other races. Th ough 
they can easily embrace others with open curiosity, they 
can just as easily push them away. Humans oft en project 
the lighter side of their personality; however, there is 
also a darker one that resides in them as well. Humans 
are quick to seek out allies, especially among those with 
strong militaries. While some alliances are built upon a 
foundation of good faith and trust, Humans will exploit 
other alliances to their advantage whenever possible. 
Th ere is a saying among Humans: “Th e enemy of my 
enemy is my ally.” Th ey have been known to start wars 
with other races and even among themselves for what 
may seem like trivial reasons to others.

Elves:  “Th eir kind is weak and slow to act.”

Wanderers, Barbarians, Briarfolk:  “While related to us 
in some way, we are clearly the most superior.”

Faekyn: “Th ose sparkley little tricksters are always try-
ing to take advantage of me. I’ve reported so many to 
the merchant guilds I’ve lost count.”

Dragonkyn: “Don’t get on their bad side. Th ey’re quick 
to anger, and frankly I’m afraid of them.” 

Ogrelings and Orklings: “Green, black, red, and yellow 
skinned monsters. Th ey’re always at war with everyone, 
including themselves!”

Gearlings: “Th ey are beautiful and mysterious. I really 
want to fi nd out how they were created.”

Goblinfolk: “I’ve never really talked to a Goblinfolk. 
Th ey take great care of my coin, but they’re a bit creepy.”

Florakyn: “All they ever seem to talk about is Mother 
Valara. I’ve never seen them working indoors.”

Feralkyn: “No two are alike. Be careful who you trust. 
I’ve only ever seen them picking up my trash.”

Dwarvenfolk: “Th eir craft smanship is unmatched. I 
commonly hire Dwarven masons when I am working 
on new buildings.”

Crafts and Trades

Humans excel in the business of trade. Many of the 
wealthiest merchants on Valara are Humans. Th e sheer 
variety of trade and craft  skills practiced among Hu-
mans can be inconceivable to other races. Many of these 
skills are passed down through family lines or through 
an apprentice system, although it is not uncommon for 
Humans to follow diff erent craft s either through choice 
or through hardship. To aid Humans in learning new 
trade or craft  skills or to keep the knowledge of specifi c 
trades from being lost, schools exist to provide train-
ing, especially for those who are unable to fi nd a men-
tor to teach them. Other races have been known to seek 
out training from these schools.

Many Humans specialize in one or two craft s or trades, 
becoming Masters of those skills. Others may choose to 
focus on multiple areas, preferring to dabble at a wide 
variety of craft s and trades at the expense of becoming 
truly knowledge in a few areas. 

Magic

“Magic is the great equalizer and everyone has the poten-
tial to master its power.” – Damian Markal, founder of 
the Order of Markal

Humans are skilled magic users who rely on strong 
will and ambition to improve their magical prowess. In 
this regard they may train and master any of the three 
magical schools. For many highborn learning magic is 
an escape from forced marriage, and for the lowborn, 
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magic can be a stepping stone on the path to greatness. 
Th ere are several options available for those Humans 
who wish to pursue magic. Many choose to attend 
C.O.M.E.T. schools. Others seek out training from 
Masters with the Order of Markal. Th ose seeking to 
learn magic begin formal training around the age of 
thirteen. Th ose who apply for a position in the Order 
of Markal must pass a series of trials. 

Once a year during the spring equinox, a banquet is 
held in honor of the Order’s founder, Damian Markal. 
All eligible sages, regardless of their birth are invited 
to attend. During the banquet all Humans are declared 
equals in order to participate in the trials of initiation. 
Th e fi rst step to initiation is the Path of Clairvoyance. 
During this trial each candidate draws a stone from an 
unlit brazier. Th ese stones radiate the inner power of 
the mind and magical capabilities of the one holding 
it. Only those who hold glowing stones remain while 
the rest are dismissed. Th e second trial is known as the 
Path of Temptation. Th is trial is conducted by putting 
the candidate to sleep while they are still holding the 
power stone. In this sleep the young sage is confronted 
by deeply rooted feelings and challenges meant to test 
his or her resolve. If the sage fails this trial the power 
stone ceases to glow, and the sage is escorted out of the 
trial.

Th ose who pass both trials are considered an Initiate of 
the Order. At this point the Initiate is moved into the 
Order’s barracks where they begin their training and 
wait to be selected by a Master. Most Initiates gain a 
Master aft er six months to a year of training. Once se-
lected by a Master, the Initiate is considered an Acolyte 
and spends the next two weeks with his or her Master, 
getting acquainted. During this time, Acolytes usually 
learn more about themselves and their own potential 
rather than the ways of their Masters.

Once the Acolyte is ready to begin formal training, the 
Master conducts a ceremony known as Th e Binding. 
Humans believe this ceremony connects Master to Ac-
olyte through a magical bond which helps in the educa-
tional process. Th e two train together for years until the 
Acolyte is fi nally ready to attain Ascension. Th e time it 
takes to attain Ascension varies from person to person, 
but training usually lasts at least several years. Once an 
Acolyte attains Ascension they can then become a Mas-
ter and take on an Acolyte of their own. 

30

If an Acolyte or a Master ever reaches a time when they 
disagree or wish to leave the Order, they may choose to 
leave. Th ose who leave are considered Apostates and 
may never rejoin the Order.

Codes of Behavior

Humans tend to have strong beliefs or follow strict 
codes of conduct. One such code is known as the Code 
of Chivalry where men and women train to be respect-
ful and honorable. Both highborn and lowborn may 
learn and practice the Code, but the highborn are of-
ten thought to be more devoted to the Code. Common 
practices in this Code are helping those in need and 
defending those who cannot defend themselves.

Both classes follow a strict regimen of using titles and 
proper names to address each other and those of higher 
rank. For instance, a highborn woman should never be 
called by her fi rst name unless by family. She is to be 
called “Miss”, “Mistress”, “Ma’am” or “M’lady” depend-
ing on who is addressing her. While also true for men, 
who should be addressed as “Sir” or “Master”, it is seen 
as a greater sign of disrespect when not followed when 
addressing a woman. Highborns expect lowborns to 
address them properly at all times in public.

Life, Customs, and Traditions

Childhood

Th e diff erence among Human childhoods depends on 
whether a Human child is highborn or lowborn. 

A highborn child spends much of their childhood be-
ing educated by a tutor. Highborn children are expected 
to learn about the diff erent aspects of the highborn life. 
Th ey are taught both practical skills such as reading, 
writing and mathematics as well as societal skills such 
as dancing, foreign languages, music, art and fencing. 
Highborn children spend most of their time learning 
through books rather than experiencing life fi rsthand. 
Highborn children may have some friendships among 
other highborn children, but will seldom have friend-
ships among those who are lowborn.

Lowborn children have a much diff erent experience. 
Since formal education is oft en not available or con-
sidered too expensive, a lowborn child learns through 
life experiences instead. Lowborn children are taught 
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rudimentary reading or writing skills along with the 
skills needed for the trade or job they will learn. Low-
born children are able to experience the real world, 
forge friendships, and generally live a life more of their 
choosing.

Coming of Age

Human children are considered adults at the age of 
fi ft een. Th is age is when young adults make their big-
gest choices in life. Up to this point, a child’s life has 
been fi lled with learning the skills he or she will need; 
now it is time to put those skills to use. Human chil-
dren who have reached adulthood have more expecta-
tions thrust upon them, oft en causing unwanted stress 
and pressure. In addition, children are now eligible for 
marriage. Upon marrying, the bride resides with her 
husband’s family.

Marriage and Relationships

Most marriages are arranged by the parents of two 
families and the young couple seldom meets before the 
wedding occurs Arranged marriages oft en benefi t the 
two families and romance between the young couple 
is rare. Most couples learn to love their spouse in time. 
Instances of divorce are uncommon, but not unheard 
of. If a couple decides to divorce, they must do so with-
in one year aft er the marriage. Half of the dowry is re-
turned to the bride’s family. A highborn marriage re-
quires the wealthiest family to pay a dowry to the other. 
In lowborn marriages a dowry is paid to the groom’s 
family to reduce the impact of an extra mouth to feed.

Th e main diff erence between highborn and lowborn 
weddings is the amount of celebration and expense 
put into the event. Highborn weddings are opulent af-
fairs intended to draw a crowd and show off  a highborn 
family’s wealth. Lowborn weddings are simpler while 
retaining an air of greatness. 

One tradition shared by both highborn and lowborn 
involves the exchange of the ashes of an oak tree, which 
symbolizes endurance. Th is tree is felled on the day of 
the wedding, and the feast is cooked from its timber. 
During the ceremony, the bride and groom mix a pinch 
of ash into a single cup of wine from which they drink. 
Th e ash signifi es that love between a man and a woman 
will endure.

Childbirth

While childbirth has many diff erent connotations 
among Humans, such as being blessed with a child, or 
pride for passing a family name to the next generation, 
it is not without peril. Both mother and child may not 
survive the birth. To cope with this tragic fact of life, 
some women train to become midwives or wet nurses 
who can assist during the birth or who can help raise a 
child if the mother does not survive. 

Children who are commonly born of adultery or rape 
are considered bastard children and usually live rough-
er lives. Being born a bastard means the child oft en has 
no family surname. Bastards from a highborn parent 
are usually well cared for, but the child may still pose 
a problem for the family. Th ose who are lowborn are 
commonly orphaned or neglected. Many lowborn bas-
tards die before reaching their tenth year. While unfor-
tunate, this is merely one of the darker truths among 
Humans.

Death

When a family member or friend passes on, a funeral 
is held. Th ese are solemn events of remembrance of the 
deceased.

Highborn funerals, like weddings, are extravagant and 
expensive aff airs. Families with large estates or homes 
have family tombs which serve not only as safe resting 
places for loved ones, but also as places for the living to 
visit in peace. Lowborn families most oft en bury their 
dead in the ground in a sacred graveyard, marking the 
spot with a gravestone. However, to both Human and 
other races, the presence of so many buried bodies can 
make a graveyard a frightening and macabre place de-
spite its sacred importance. 

Society and its Organization

Politics

Human cities are usually ruled by a Governor who is in 
charge of setting the laws. Magistrates help to enforce 
the laws and pass judgments in the Courts. Smaller 
towns or villages are overseen by a Mayor with help 
from a group of Councilors. Th e Mayor defers to the 
Governor or the Governor’s General in times of strife. 
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Th e Governor’s General assumes command during 
times of confl ict.

Religion

Humans are very diverse in the deities they worship. 
Th ere is a saying among Humans: “Th ere is no one true 
way.” Each major city has temples devoted to each Para-
gon. In addition some may also have small temples de-
voted to specifi c minor deities as well. Many Humans 
keep a small room or alcove in their home, dedicated to 
the devotion of a specifi c deity the family reveres. 

Education

Schools and apprenticeships are something in which 
all Humans take pride. Highborn children oft en have 
private tutors who instruct them in both practical and 
societal skills. Most highborn are not taught a specifi c 
trade, as those with wealth consider it beneath them 
to sully their hands with physical labor. In cases where 
a highborn must take a job, women typically become 
governesses, tutors or companions. Highborn men en-
ter politics or learn how to manage the family business. 
For a highborn to work is a sign of extreme destitu-
tion. Lowborn attend common schools to learn basic 
skills. Most of a lowborn’s knowledge is learned from 
day to day experiences. For those who desire to fur-
ther their magical education, the Order of Markal or 
the C.O.M.E.T schools are the most common choice.

Military

Militaries are highly organized. Offi  cial military forces 
live in and around major cities. In smaller settlements, 
Humans frequently train small groups of militia, 
formed from able-bodied men and women to help de-
fend the community.

Human militaries are usually divided into several regi-
ments: Cavalry, Infantry, Support, and Engineering. 
Th ese groups train to perfect their areas of operation. 
Th ese are usually sub-divided even further to detail the 
exact specialty of the soldier. For instance, some mili-
tary regiments will include detachments of Pikemen or 
Archers. Highborn who join the military are typically 
placed in the Calvary unit or are trained as Offi  cers. 
Lowborn are more oft en found in the Infantry and Sup-
port units but may be trained as Offi  cers either through 

sponsorship into “Th e Brotherhood”, or through brav-
ery on the battlefi eld. 

”Th e Brotherhood” is a military order commanded by 
the Governor’s General which allows all soldiers to ap-
ply for training as Offi  cers. Soldiers must apply to the 
Order through sponsorship from an existing member 
or by showing bravery on the battlefi eld in order to be 
accepted. Th ose who belong to the Order are bestowed 
access to resources no common soldier is aff orded. 
Lowborn oft en seek this advancement as a way to raise 
themselves out of their current position in life. Th is is 
not an easy task, because if a lowborn family cannot 
aff ord the sponsorship, the soldier must attempt to be-
come an Offi  cer through bravery on the battlefi eld.

Law and Punishment

In most major cities and surrounding areas, Humans 
use a doctrine of laws set forth by a Governor. In small-
er communities the local government, led by a Mayor, 
dictates law relevant for the area. In general, Human 
laws are similar in nature regardless of the size of the 
community.

Criminals and deviants are punished in severe manners 
in order to serve as examples for the rest of the com-
munity. Lesser crimes are punished through stockades, 
chains, or prison terms. Greater crimes are punished by 
hanging, beheading, drowning or maiming.

Guilds and Merchants

In the largest Human cities Guilds, which specialize in 
the trading of goods, are commonplace. Th ese Guilds 
play the market, drawing local merchants into an eco-
nomic battle of wits and chance. Th e Guild systems 
are detailed and meticulous. Aft er all, when coin is at 
stake, it is important to keep perfect records. Th is prac-
tice has helped build a very extensive marketing system 
rivaling the Goblinfolk’s Blue Crystal Bank. Addition-
ally, merchants love to show off  – they will brag about 
who has the biggest deals or best goods. However, don’t 
underestimate a Human merchant. Many are shrewd 
businessmen who stop at nothing to close a deal.

Location on Valara

Human settlements are established throughout Valara. 
Th e largest cities are Ironwall, Timberwall, and Auster-

V
a

l
a

r
a

n
 C

u
l

t
u

r
e

s



33

port.

Th e largest city, Ironwall, is full of never-ending activ-
ity, and rests on the coast of the Caras Ocean. It is sur-
rounded by small settlements and towns that are scat-
tered through the mountains, forests, and fi elds. Th e 
city itself is named aft er its large walls which are rein-
forced by iron. Th is city is led by Governor Nerwallis.

Nestled in a large pine forest, Timberwall is named 
for the mass production of timber. Th e city uses many 
large mills positioned on the Pinral River. Timber is 
pushed downstream where it is collected for delivery 
throughout Valara. Th e city is a major supplier to their 
underground neighbors, the Dark Elves and the Dark 
Dwarvenfolk. Th is city is led by Governor Foley.

On the coast of the beautiful, mirror-like Crimson Sea, 
Austerport is a city which deals with exotic and some-
times illicit trades. Governor Marquis has established 
laws which protect refugees from all walks of life, and 
racial diversity is openly welcomed.

Creation Myths, Ancient Stories, 
Heroes of Old, and History

The Three Sons

One of the greatest battles in Human history was be-
tween three sons of a wealthy merchant. Th e merchant 
lived in the small town of Varen in the heart of Altour. 
As the richest man in the town he was considered the 
leader of the town. Th e town had been prosperous 
for generations, and the merchant and his wife, who 
were expecting their fi rst child, had never been hap-
pier. However, through a cruel twist of fate his beloved 
wife was found dead in her chambers a few weeks away 
from giving birth. In what some would call a blessing, 
her womb was squirming with life and the merchant’s 
fi rst born son turned out to be three. Removing the 
sons from the lifeless body of their mother would have 
been a bittersweet relief to most fathers, but something 
changed in the merchant this day. He became apathetic 
and cruel. It was said the merchant never stopped blam-
ing his sons for the loss of his beloved, and in a sick and 
twisted form of revenge pitted them against each other 
every chance he saw. From a young age, Robert, Phillip, 
and Adam were taught it was okay to fi ght among each 
other, because at least their father would smile. He bred 
them for ruthless competition. It wasn’t until Adam 

brought him one of Robert’s eyes, that the merchant’s 
advisor decided to intervene in this cruel game. 

By this time the three sons were young men, each be-
ginning to understand their father was mortal and one 
of them would one day succeed him to take over the 
family business. Th ey had spent their whole existence 
torturing each other, but would any of them have the 
courage to end a life? Th e merchant’s advisor had been 
scheming as well, and he decided something; why not 
send the sons out to see who conquered the greatest 
city, who brought back the most beautiful maiden, 
and who acquired the most valuable treasure? He who 
brought back the best of all three could have the busi-
ness, if they came back at all.

A decade passed and there was no news of the sons. At 
the start of the eleventh year, news reached the mer-
chant that his oldest son had fi nished his quest. Adam 
had slain an entire city of orks, saved a maiden with 
golden locks, and found a stone the size of a fi st which 
glittered red in the sun. In the middle of the twelft h 
year, the second son, Robert, completed his quest by 
conquering a kingdom of ogres, wedding a fair maiden 
with hair as dark as night, and wrestling a large purple-
hued pearl from the jaws of a giant clam.

Th e youngest son Phillip never returned and no news 
reached the merchant of his whereabouts. Th ree years 
aft er Robert completed his tasks the merchant grew ill. 
One day, as the merchant and his advisor were trying to 
decide whether to give the business to Adam or Robert, 
a messenger arrived with word of invaders. 

As the sun set and the sky turned red, an army gath-
ered on the horizon outside Varen. Th e army was led 
by Phillip who had married a warrior queen from Na’ar 
and had returned to conquer his own homeland. No 
one was certain if he had acquired the third part of his 
quest, but it was rumored the axe he carried was forged 
in the fi res of a great volcano. It was decided that Phillip 
would be the new merchant and head of Varen.

To this day, triplets are considered a bad omen. In older 
days, they were neglected or abused. In modern times, 
they are fostered to separate families.

Th e treasures of the three sons are still spoken of to-
day and the third one is the object of most interest and 
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speculation. Rumor has it, this treasure is something so 
potent one is given the power to conquer cities. Many 
have died scouring the forests searching for it, littering 
the woods with bones and crushed dreams. 

Mankind — Barbarian

Barbarians are oft en perceived to be a simple people 
who follow a stringent tribal code based around the 
good of the Clan. Th is code oft en leads to inter-Clan 
and interracial confl icts and skirmishes. Due to the 
constant threat of battles, Barbarians are oft en seen 
by other races as less civilized, primarily because of 
their war-like nature and primitive style of dress and 
speech. Barbarians are easily confused by complicated 
social situations due to their unfamiliarity with the 
social conventions practiced among other races. Th is 
does not mean Barbarians are less intelligent than other 
races; however, they are less refi ned and cultured than 
many of the races of Valara.    

Out-of-Game Racial Requirements

Makeup — Animal totem tattoos or geometric shapes 
or lines at a minimum of 3” x 3”. Most Clans view their 
tattoos as a matter of pride and oft en, but not always, 
place them on visible parts of the body in order to show 
them off . 

Preferred Skills — Most Barbarians prefer skills of 
brawn over brain. Learning to use weapons is almost a 
necessity in every Barbarian’s life. 

Other — Once every ten skill points, Barbarians may 
purchase Resist Feared, Resist <Prime Element> (Ice, 

Fire, Stone, Lightning) and Resist Vulnerable once ev-
ery level. Barbarians gain 11 extra Health Points (HP) 
and two extra Armor Damage Reduction (ADR) at 
character creation.

General Facts about Barbarians

Lifespan — Barbarians, on average, live between fi ft y 
and sixty years. Th e shorter lifespan is a result of the 
harsh homelands they inhabit and the constant skir-
mishes they engage in. Barbarians rarely die from old 
age or natural causes.  Barbarians who live in the village 
and do not travel may live longer, and may reach their 
seventh or eighth decade. Barbarian children are not 
considered adults until the age of fourteen.

Primary Racial Traits — Compared to Humans and 
Wanderers, Barbarians lack a civilized air. Barbarians 
are recognized by the primitive, simple, and coarse 
clothing and furs they wear as well as tattoos which 
symbolize their Clan. Barbarians are resourceful, oft en 
using natural products like gourds or animal skins to 
serve as water and belt pouches. If they don’t own it, 
they try to make it or “appropriate” it. Barbarians think 
nothing of looting enemies and vanquished foes. Th is 
has earned them a bad reputation as raiders in some 
parts of the world. 
 
Strengths — Barbarians are strong in fortitude and 
body and have learned ways to suppress fear for pe-
riods of time. Th ey are also resilient and have learned 
to adapt and survive in regions in which other races 
would perish. As part of this adaptation, Barbarians 
have developed the ability to resist elements.

Weaknesses — Barbarians are very superstitious.  Bar-
barians lack the formal education found among other 
races and as a result, reading and writing are skills that 
do not come easily to many Barbarians. Unless a Bar-
barian chooses to follow the path of a Shaman, many 
do not learn to read or write. Barbarians who travel 
outside Clan lands have found it to be advantageous to 
be able to read and write in Common as a way to avoid 
being cheated or taken advantage of.

Names and Naming Traditions

Most Barbarian names are only two or three syllables 
long.  Each child automatically inherits his or her 
mother’s fi rst name as a surname because Barbarians 
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believe only females are accurately able to trace their 
lineage. Th e surname is always off set with the letter “y” 
which means, “born of ” in Droo, the native Barbarian 
language. “Y” is pronounced “ye”. 

A Clan is also referred to by their totem animal, so a 
young adult travelling away from the Clans for the fi rst 
time would introduce himself, for example, as Yorn y 
Durit of the Spotted Owl Clan. 

Examples of common Barbarian names:

Males: Yorn; Lief; Tab; Ob; Onur; Garn; Gamba; Din; 
Gada; Hondo; Kalki; Masa; Red; Reth; Tern; Taz; Tay; 
Noor

Females: Adra; Elle; Anoush; Ayla; Vika; Nira; Nipa; 
Loire; Hawa; Zoa; Yeva; Veda; Toan; Selam; Rue

Garb

Barbarians dress in clothes which refl ect what they 
grow or produce such as wool and leather from cattle 
or sheep. Pouches made from natural materials like 
gourds or woven reeds and furs from the skins of pred-
ators or food beasts are also common. Without looms 
and tanneries, Barbarian clothing is rather crude look-
ing and haphazard, made not to last long but be eas-
ily replaced. Leather and furs are cured and last longer 
than silks or linens. Barbarians accessorize their garb 
with silks and other fabrics but oft en these are spoils 
taken from conquered enemies or successful raids on 
merchant caravans that crossed into Barbarian lands. 

Use of Language

Barbarians all across Valara speak a common native 
language known as Droo, but have widely dissimilar 
dialects depending on the region in which they live. 
Th ese dialects consist of changes in infl ections in the 
pronunciation of the language rather than the forma-
tion of new words. Th is language is separate from the 
Common tongue spoken by most other races.  Unless 
they are a Chieft an or are in charge of trade negotia-
tions with outsiders, Barbarians speak a broken, stilted 
form of Common and rarely have any desire to polish 
their use of the Common language.

Droo is sacred to Barbarians and is never taught to or 
spoken in front of outsiders. It is considered unlucky 

to speak Droo outside the Alhiel, or winter village. 
Th e biggest diff erence between Droo and Common is 
found in the grammatical sentence structure and com-
position of the language. Unlike Common which uses a 
subject/verb/object arrangement, Droo is spoken with 
the subject of the sentence at the end. For example, in 
Common you would say: “I want to visit the Market in 
Ryllria.” In Droo, you would say: “Visit the Market in 
Ryllria, do I.” Additionally, speakers of Droo have diffi  -
culty with subject and verb agreement in Common and 
always use the word “be” rather than the proper forms 
of “to be” such as is, are, were, am. 

Male and Female Interactions

Within the Clans, males and females generally fall 
into very separate and distinct roles with only a small 
amount of overlap.  Males act as warriors, hunters and 
Chieft ains while women act as gatherers and craft ers 
and are responsible for raising children. All Barbarians 
are taught rudimentary skills with weapons, since their 
survival depends on being able to defend their homes. 

While men exercise most forms of authority within the 
Clan, lines of power are drawn through the female line, 
harking back to the fi rst mother of all Barbarian Clans.  
Women are well respected but have little direct control 
over how the Clan functions.  Th e only exception is the 
position of Spirit Guide. Th e Spirit Guide is always fe-
male as it is thought that females are more in tune with 
the compassion needed to deal with spirits.

Clan rulers are traced through a matrilineal line. Th is 
means that the current Chieft ain’s oldest male child 
doesn’t inherit, his sister’s oldest male child does. Bar-
barians believe only females can accurately trace the 
lineage of the Clan since it is always known who the 
mother is but tracing the father is more diffi  cult. As 
a result, children automatically inherit their mother’s 
fi rst name as their surname. 

Interracial Interactions

Barbarians regard outsiders with a great deal of re-
served suspicion.  Th ey enjoy their isolation and prefer 
to engage in trade well outside of the village rather than 
inviting strangers into their communities.  Any form of 
negotiation is usually conducted quickly and with little 
hospitality.
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A lone Barbarian among a group of outsiders will gen-
erally develop a small amount of paranoia, keeping his 
or her possessions close by. Rarely, if ever, will a Barbar-
ian leave one’s possessions in the care of someone else.  
Th is inherent prejudice is held somewhat in abeyance 
for Humans or Wanderers, though it is by no means 
overcome completely.  Barbarians value honor and 
prowess and respect a competent outsider, but friend-
ship is far more diffi  cult to earn.

Which animal spirit a Clan holds in reverence impacts 
how they react to certain races.  Clans who worship 
nature spirits are more tolerant of Florakyn and those 
who follow animal spirits tend to have a friendlier dis-
position towards Feralkyn or Dragonkyn.

Florakyn: “Respect nature. Good people.”

Dragonkyn and Feralkyn: “Powerful totem animals. 
Deserve much respect.”

Moon Elves and Faekyn: “Not to trust. Use Prime mag-
ic.”

Gearlings: “Suits of magical armor. Can’t wear it.”

Ogrelings and Orklings: “Too bloodthirsty to be allies. 
But lots of strength.” 

Goblinfolk: “Don’t trust. Th ey cheat.”

Wanderers and Humans: “Not understand Wanderers. 
Too much partying. Humans like us but not us.”

Valaran Elves and Dark Elves: “Rude, arrogant and 
long-winded.”

Dwarvenfolk: “Don’t see many in Clan territory, so 
leave alone.”

Crafts

Each Barbarian Clan practices a variety of simple craft s, 
though they don’t usually have access to the tools and 
materials for more involved and intricate trades. Both 
men and women have learned to cure hides into leather. 
Weaving is common in Clans who raise wool-bearing 
animals or in those who acquire wool through trade. 
Many Clans also practice the making of baskets and 

clay pots since these implements are vital for storing 
preserved food and water.  Many also practice wood-
carving as a way to pass the time.

It is a mark of pride to craft  one’s own weaponry so 
many Barbarians practice at least the rudiments of 
Smithing.  

Most female Barbarians understand at least the basics 
of herbalism and some excel at craft ing salves, unguents 
and soaps made from rare plants.  When no other work 
is required, a woman will work on beadwork and woven 
jewelry as sitting idle is generally viewed as distasteful.

Magic

Wild and Essence Magic are both seen as essential for 
survival; however Barbarians believe Prime magic is 
anathema or forbidden. At the very least they distrust 
Prime magic, although the true reasons have been lost 
to time. Due to their superstitious beliefs, it is widely 
believed that Barbarians turned away from Prime mag-
ic due to a series of unfortunate accidents that seemed 
to result when Shamans used this type of magic. Some 
Barbarians, especially those who worship nature spir-
its, have passed down another protest against Prime 
magic. Th ese Barbarians believe Prime magic is un-
natural as it hurts nature and by extension Valara. Th ey 
forbid its use to prevent harming Mother Valara. Magic 
practitioners who have achieved Tier 3 spells and are at 
least apprenticed to the study of High Magic are known 
as Shamans among the Clans.

Due to their isolation and extreme wariness of outsid-
ers, almost no Barbarian has received magic training at 
C.O.M.E.T. schools. Barbarians wishing to learn magic 
most oft en receive instruction from the Landsinger or 
other experienced magic practitioners in the Clan. 

Codes of Behavior

Barbarians form personal codes of honor that guide 
them to becoming the strongest and bravest member of 
the Clan possible. Barbarians who disregard their per-
sonal codes are oft en ostracized and shamed since it is 
seen as being weak or cowardly for failing to maintain 
personal honor. 
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Examples of these personal codes are: 

Stand and fi ght; never give the appearance of weakness.

Obey the Chieft ains.

Speak the Truth.

Defend Kin before Allies, and Allies before Outsiders.

Do not waste Valara’s gift s.

Superstitions 

Barbarians are very superstitious and go to great lengths 
to prevent bad omens. Th e actions they take to counter 
bad omens may seem ridiculous and unenlightened to 
other cultures, but to Barbarians these actions are natu-
ral. 

Many Barbarians view the color white as a symbol of 
death. It is a bad omen since ghosts and other spirits 
typically appear either as a white mist or dressed in 
white.  Barbarians also distrust the color white because 
they believe it is an unnatural color, since it is the ab-
sence of all color. 

Barbarians from the harsh desert regions fear exces-
sive amounts of winds (gusts over 45 mph) since large 
windstorms have been known to completely eradicate 
villages and, according to rumor, carry people away. 
To counter this superstition, when winds start to blow 
excessively hard, these Barbarians walk backwards in a 
circle three times.

Barbarians from the more forested areas on Valara 
believe trees are living entities, extensions of the First 
Mother, and as such no Barbarian will cut down a tree 
without fi rst performing a dance and asking the tree’s 
permission. Th e dances can be simple or elaborate but 
must involve winding ribbons around the trunk of the 
chosen tree.

Barbarians from the volcanic regions of Valara fear 
snowstorms, believing that a powerful enough storm 
will cool the volcanoes and kill them. If Barbarians en-
counter heavy snows they will feel threatened and be-
gin a war ceremony hoping to counter their “enemy’s” 
movement. Th e war ceremony requires Barbarians to 
paint war marks in red (usually symbols of fi re) and 

beat drums while burning incense in large bonfi res. 
Th e belief is that the larger the bonfi re, the more heat it 
produces and the faster it will overpower the “enemy”.

Barbarians from the Winterland regions fear excess 
heat. Th ey are afraid that it will melt the snows and 
bring great ruin to the Clans. If these Barbarians travel 
to warmer climates they are oft en seen with two bands 
of black warpaint applied in vertical lines directly across 
the eyes, from forehead to chin. Th is pattern is used as 
a way to hide the Clan members from being noticed by 
the heat. If they escape notice then the Clan is believed 
to be safe.  

Barbarians from the fl atlands perform a daily earth-
calming ritual to keep the spirits of Valara appeased 
and prevent earthquakes. Th is practice seems to work 
well since the fl atlands rarely experience earthquakes. 
Th e earth-calming ritual is diff erent for each Barbarian 
who performs it. Some believe that by pounding rhyth-
mic drums they remind Valara of a soothing heartbeat 
and keep the world calm. Others prefer dance that in-
volves much jumping and pounding of the earth with 
feet and hands. 

Th ere are many superstitions among the Barbarian 
Clans. Th ese are only some of the more well-known 
practices. Players should create their own because no 
two Barbarians will practice their superstitions in the 
same way. Superstitions upon superstitions are com-
mon. 

Life, Customs and Traditions

Childhood

Children of the Clans are raised communally and are 
largely left  to run free and play for their short child-
hood. Known as Whelps, they are never allowed to 
leave the village without an escort.  Once they reach ap-
proximately eight years of age, Whelps begin training 
in hunting, tracking and basic weaponry with an eye 
towards assuming their proper place in the Clan upon 
reaching adulthood. Whelps are responsible for help-
ing with chores around the village and caring for the 
Clan’s livestock. Whelps are not considered adults until 
they have completed the Sacred Task. For most Barbar-
ian children, this occurs around the age of fourteen. 
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Coming of Age

Th e Sacred Task marks a Whelp’s transition from child 
to adult. Th e task is oft en a ritual hunt for the Clan’s 
totem animal or sacred items the Clan worships. Th e 
ritual hunt is the only time a Barbarian may hunt and 
kill a totem animal. Among the Spotted Horse Clan, 
the sacred task is always the raising and training of the 
Whelp’s mount. Th e task is completed once the Whelp 
and mount survive a week on the fl atlands alone. 

Upon completion of the Sacred Task, the Whelp is tat-
tooed with the Clan’s totemic animal symbol or pat-
tern. Receiving this tattoo is the symbol that a Whelp is 
offi  cially an adult in the Clan. Th e Whelp also chooses 
his or her adult name. It is very rare for a Barbarian to 
receive any other tattoos before the Clan symbol tattoo 
is given.

Tattoos

Many Clans use specifi c tattoos which symbolize the 
Clan member’s role as well as denote accomplishments 
and honors. Clan tattoos are a source of pride and are 
typically placed to be openly viewed, such as on one’s 
face or arms. For some Clans, tattoos are a form of 
expression, to be expanded as accomplishments are 
reached or surpassed. 

For example: the Nix Clan, located in the mountains, 
uses a series of geometric patterns in blue woad. Th e 
Clan-specifi c mark is a series of three open-bottomed 
triangles to represent the mountain peaks. Healers are 
marked with a band of small dots that stretch across 
their face from ear to ear. A second line of dots are add-
ed directly above the fi rst when a Healer successfully 
obtains the rank of Shaman, only granted to those who 
have mastered all three tiers of spells and have begun 
their training in High Magic rituals. Nix Warriors are 
tattooed with a line of dots that cross their face from 
upper left  to lower right while Wardens are tattooed in 
the opposite direction and Spellswords are tattooed in 
a vertical line which passes over their left  eye. Rogues 
and Adepts are marked with a circle of dots on either 
the left  or right cheek. Artisans are marked with a styl-
ized spiral of dots, oft en beginning in the center of the 
forehead and growing outward as they become more 
advanced in their craft s. 

Marriage and Relationships

Offi  cial marriage ceremonies are largely unheard of in 
the Barbarian Clans.  When two members of a Clan de-
cide to stay together they approach the Spirit Guide (see 
below) who gives her blessing and the couple moves in 
together.  Th ese formal arrangements are less important 
to the Clans than bloodlines. In the cases of same-sex 
pairings, these couples are encouraged to receive the 
Spirit Guide’s blessing and oft en orphaned children in 
the Clan are adopted by these couples.  It is rare a Spirit 
Guide would ever withhold her blessing and is usually 
only reserved for situations where the couple asking is 
too young or inexperienced to make a reasoned choice. 
For couples who might drift  apart or no longer wish to 
be married, by mutual agreement they return to sepa-
rate dwellings and move on with their lives. 

Childbirth

Th e birth of children in a Clan is a time for rejoicing. 
Children are valued and the entire Clan will assist in 
raising the children. When a child is born, the parents 
are provided with three days of food so that they may 
spend the time with their newborn and forget about 
the responsibility of fi nding food. Aft er three days, the 
new family receives a blessing from the Spirit Guide. 
Th is blessing of the Spirit Guide is a simple ceremony 
in which the Spirit Guide reads the bones or runes and 
tells the family what the reading reveals about their 
child’s temperament and likely place in the Clan as they 
grow to adults. 

Death

Th e death of an honored member of the Clan is a cel-
ebration of their life. Th e Spirit Guide presides over the 
ceremony, which includes tales of the Barbarian’s ac-
complishments and a feast with the family.  Before the 
dead are laid to rest, a bone is taken for the descen-
dants to create a spirit knife and the deceased’s own 
spirit knife is buried with the body. It is believed that 
ancestors watch from beyond the grave. Each Clan has 
its own funeral song which is always sung.  If a Clan 
member who died had acted dishonorably, the body is 
carried outside of the village and left  to rot.

A spirit knife is created out of the bone of an honor-
able ancestor and is given to a child upon coming of 
age.  Th is knife is presented by the Spirit Guide and is 
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generally worn strapped to an arm or a leg.  It is mostly 
ceremonial in nature and is used only as a weapon of 
last resort.  Typically, a spirit knife will have a leather 
cord wrapped around the hilt and be decorated with 
feathers.

If a child should die before becoming an adult in the 
Clan, the surviving members of the family and oft en 
the leaders in the Clan cut a lock of hair and place it 
in the grave with the child. Th ese occasions are times 
of great sadness since the Clans view children as the 
future and to lose one early hurts the whole Clan. Th e 
lock of hair is the Clan’s symbol of hope that the child 
will be reborn among the Clan. It is believed among 
some Clans that the hair also symbolizes strength and 
by placing the hair in the grave, the Clan is passing on 
some of its strength for the child’s spirit to return stron-
ger when reborn. 

Society and Its Organization

Politics

Four Chieft ains divide the various responsibilities of 
the Clan: War Chief, Peace Chief, Landsinger and Spirit 
Guide.

Th e War Chief is in charge of defense of the Clan. Th is 
includes overseeing the war bands and scouting par-
ties, and training the children with weapons and scout-
ing. In times of war or violent confl icts, the War Chief 
has fi nal say.

Th e Peace Chief is in charge of presiding over disputes 
and the daily minutiae of running the Clan. Th e Peace 
Chief also teaches children who show an aptitude as 
shrewd negotiators, and it is oft en these individuals 
who become the go-betweens with outsiders.  In times 
of peace, the Peace Chief has fi nal say, especially in 
matters of law and punishment. In times of confl ict, the 
War Chief can and will defer to the Peace Chief regard-
ing daily Clan life. However, the Peace Chief always de-
fers to the War Chief regarding matters of military and 
safety.

Th e Landsinger keeps the oral history of the Clan and 
teaches magic and Clan history to the children.

Th e Spirit Guide speaks to the ancestors or totem 
creatures and oversees ceremonies of life and death. 

Th e Spirit Guide also provides counseling in the form 
of rune and bone readings to help a Barbarian make 
a diffi  cult decision in an unclear situation. Th e Spirit 
Guide will teach any Barbarian the rudiments of rune 
or bone-reading, especially if they are travelling away 
from the Clan. 

Th ese four leaders are vital to the survival of the Clan 
and as a result rarely travel away from the Clan. Each 
leader chooses his or her successor, and training begins 
when the young one reaches his or her coming of age 
and completes the Sacred Task. In the event a succes-
sor is not chosen before the leader passes on, the other 
surviving leaders choose a fi tting successor.

It is possible for an outsider to be adopted into a Bar-
barian Clan, but it requires a truly incredible sacrifi ce 
and demonstration of purpose. It must be unanimously 
approved by all four Chieft ains and may never be be-
stowed by an individual Clan member. Th e ceremony 
to adopt an outsider into a Clan is called Hielee (Hi-
lee) and is conducted by the Spirit Guide. 

Religion

Barbarians typically worship nature spirits, totem ani-
mals and ancestor spirits. Some Clans even worship an 
aspect of Anima as a nature-goddess that they oft en re-
fer to as the First Mother. Th ese varying beliefs oft en 
lead to small-scale wars between the various Clans.  

Many Barbarians believe in divination and a predes-
tined future and oft en use runes, bone-reading or some 
form of divination to shape their path. Th ese methods 
are particularly useful when a Barbarian is faced with a 
decision and is unsure what choice to make. 

Education

Barbarians rely on songs passed down through the ages 
to teach their children. It was believed in long ago times 
that writing down a Clan’s history made that Clan vul-
nerable to manipulation by spirits. Each Clan’s Lands-
inger retains the oral tradition of the Clans and teaches 
the children.

Whelps are assigned various tasks in the Clan to help 
them learn about their people and provide them the 
skills needed to establish a place in the Clan once they 
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are adults. Young children between the ages of eight 
and ten are oft en the caretakers of the domestic beasts 
while older children are responsible for taking the herd 
beasts or riding stock to grazing lands in the summer 
and returning them to the Clan lands in the fall and 
winter. 

Military

Almost all Barbarian Clans are war-like and have a 
combination of scouts and war parties. Scouts move 
either singly or in pairs, but war parties are bands of 
ten men and at least one or two healers in the group. 
Th e scouts and war parties primary functions are to be 
watchful against potential invaders and look for ways 
to invade others. War parties are usually successful in 
quick hit and run attacks, especially against traveling 
caravans which make the mistake of crossing into Bar-
barian lands. 

Scouts constantly patrol the Barbarian lands. Trespass-
ers are warned three times to leave. Th ose who fail to 
heed the warnings are killed and their heads posted at 
the edge of the lands to serve as a warning to others. 
Th e headless bodies are left  to the animals and the ele-
ments. 

In most Clans young men and women spend a mini-
mum of one to two years serving in either the scouts or 
the war band to receive training. Typically this period 
helps prepare them to undertake their test of adult-
hood.

Some Clans have war bands which are totally com-
prised of magic users; however there will never be war 
bands that are comprised only of fi ghters. Th e use of 
magic has turned the tide too many times in a Barbar-
ian’s favor to be discounted.

Law and Punishment

Th ere are three main rules which all Barbarians in the 
Clans follow:

1. Valara comes fi rst, then Barbarians, then everyone 
else.

2. Never steal from the Clan. All is provided for those 
in need.

3. Do not waste any parts of a kill. If the kill does not go 
to seek resurrection, collect all meats, skin, and bones 
and either bring them to the Clan to be used, or use it 
yourself.

If caught, punishment for these crimes depends on how 
oft en the rule has been broken, and can range from ver-
bal scolding to a public beating and from execution to 
exile. Common punishments for theft  in the Clans are 
canings or beatings and repeat theft  is punished by los-
ing fi ngers and eventually the entire hand. At no time 
will both hands be removed since then the off ending 
Barbarian would be unable to contribute meaningful 
work to the Clan. Barbarians sentenced to banishment 
are declared dead to the Clan. Th e dishonor is so great 
that the Barbarian’s name is scrubbed from the Clan’s 
oral history and he or she is forgotten. In cases of ban-
ishment, the person sentenced may request death at the 
hands of the War Chief instead.

Barbarians who travel outside Clan lands may have 
trouble understanding other culture’s laws. Th is can 
lead to misunderstandings between Barbarians and 
other races.

Trades and Training

Based on a Barbarian Clan’s geographic location, there 
are a variety of trades that are practiced. 

Winterlands — Th ese Clans raise a type of shaggy cow 
or bison and use the fur for clothing. Since the fur is 
dense and almost waterproof it provides adequate pro-
tection against the cold. Th ese herds are huge and dur-
ing the warmer months, older boys and girls maintain 
the herds in the grazing lands but in fall and winter, the 
herds are brought back to the Clan’s permanent village

Flatlands — Clans here raise a riding beast and a food 
beast. Th e riding animals are oft en either horses, cam-
els or llamas. Horses are the most valuable commodity 
and are rarely let go to outsiders. Culls have been al-
lowed outside the Clans to be used for cross-breeding 
purposes with other Clans. Th e food beasts are oft en 
smaller animals which breed quickly. Th ese animals 
such as hens, pigeons or rabbits are used primarily as 
a source of meat or for trade. Women weave the tall 
grasses into baskets to sell. Dried herbs and plants from 
the fl atlands are collected and sold for use in natural 
remedies.
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Desert — Clans here raise giant lizards for riding and 
use a type of donkey as beasts of burden. In the des-
ert lives a feral type of lizard that is hunted for its skin. 
Th is lizard is known as the Ube (ew-bay) and is said to 
grow to lengths of six feet and longer. Th e skin is cured 
and made into leather, worn by Barbarians from this 
climate. Th e Clans also hunt the nests of the Ube for 
its eggs and gather berries from the juniper bush. Th e 
juice from juniper berries and the juice from thorn-
trees are used to create dyes which the Clans oft en sell 
to outsiders.

Mountains — Clans in the mountains are known for 
raising sheep and alpaca. Th e wool from these animals 
is used in clothing and weaving. Some Clans are also 
known for farming, particularly fruit trees which pro-
duce a sweet fruit used in wine making. One Clan is 
said to grow plants in a series of stone step terraces. 
Th ese plants produce a type of chocolate bean.

Guilds and Merchants

Barbarian Clans do not have organized guilds since 
Clans sell wares in markets among other Clans or trade 
with outsiders. 

Location on Valara

Barbarians live in the harshest climates, including 
deserts, volcanic islands, at the top of the coldest and 
snowiest mountain ranges, on fl oating “islands” in the 
saltiest seas and in some of the most barren fl atlands 
inhabited only by dust, cacti and earthquakes. Th ere are 
four known Barbarian Alhiel’s: Na’ar, Vetur, Trewode 
and Eldinga. Many Barbarian Clans are semi-nomadic 
during the warmer weather, constantly moving around 
within their homelands in search of pasture lands for 
livestock. However, for a few months each year the 
Clans return to Alhiel, meaning “the Clan’s home vil-
lage” or “the resting place”, and settle in against the ele-
ments they endure daily. Th ese are times for the Bar-
barians to celebrate births, marriages, deaths and other 
ceremonies which they hold to be life-affi  rming. Once 
settled, many members of these Clans begin mak-
ing surplus trade items which they can take to market 
when the time to leave the Alhiel ends. 

For the Barbarians in the snowy tundra regions, the Al-
hiel time occurs during the warmest days when they 
can herd their livestock and food beasts into good graz-

ing lands and let them fatten up so that they may sur-
vive the harsh winter storms. Barbarians of the tundra 
are most nomadic during winter, hunting and trapping 
animals for their pelts and meat. Th ese items are used 
for trade and subsistence. 

Major Barbarian Clans

Th ese Clans are located in specifi c parts of the world. 
Th ese are only the seven largest Clans; many smaller 
Clans exist on Valara. While Barbarians use any weap-
on or style which fi ts his or her own preference, many 
Clans have a common specialty. 

Gray Wolf Clan — Winterlands — this Clan focuses on 
gathering meats and animal furs for trade. Th eir main 
hunt is arctic sheep. Th ey breed chirras to use as pack 
animals. Chirra are similar to llama but more suited to 
harsh winter climates. Th is Clan’s fi ghting focuses on 
two weapons, to mimic claws.

White Bear Clan — Winterlands — Th is Clan hunts 
tundra oxen and boar and they raise a domesticated bi-
son/cow breed as pack animals and herd beasts. Th eir 
fi ghting focuses on large weapons.

Spotted Owl Clan — Forests/Mountains — Th is Clan 
is known for raising and training messenger birds for 
use by all of the Clans, and for raising small game such 
as rabbits. Th eir main fi ghting style is sword and dag-
ger.

Kunduri Lizard Clan — Desert — this Clan is named 
for the Kunduri lizard, a small but agile lizard that lives 
only in deserts and can survive for long periods of time 
by storing water in a hump on its back. Th is Clan breeds 
camels to use as both mounts and herd beasts. Th eir 
main fi ghting style is shield and spear or polearm. 

Black Rabbit Clan — Flatlands — Th is Clan is one of 
the few Clans who are only semi-nomadic, preferring 
to stay close to the Alhiel and grow root crops such 
as carrots, beans and peas and fruit trees like apple or 
pear. Th is Clan is more passive, but will fi ght when nec-
essary with whatever is available.

Spotted Horse Clan — Flatlands — Th is Clan is most 
well known for the horse herds they breed and train. 
Th e herds are a blend of riding stock, pack animals and 
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war mounts. Th ese horses are sacred to the Clan and 
are never permitted to go to outsiders. Culls and gelded 
males are occasionally traded with other Clans. Th eir 
main fi ghting style is ranged and thrown weapons. 

Nix Clan — Mountains — Th is Clan is known for rais-
ing sheep and alpaca. Th ey produce much of the wool 
and linen used by the other Clans and they harvest ber-
ries and plants to make dyes and inks. Th ey also cul-
tivate the indigo plant to create blue woad which they 
use to ink their tattoos. Th eir main fi ghting styles are 
either two daggers or single sword.

Creation Myths, Ancient Stories,
Heroes of Old, History

As it has been translated from Droo by an unknown 
Barbarian source:

“Ages ago when the land was young and all of our peo-
ples were One, we had the blood of the outsiders in us. 
Th e Shamans of these ancient people called the winds 
and the rains. Th ey called to the stone and the fi re. And 
they were answered. Th ey sheltered our people from 
the lightning of the storm, and from the scorching fi res 
of the sun and from all things that would harm us.  But 
it is the curse of such magic that it grows into an all-
consuming fi re.  Th e shaman stopped serving the peo-
ple and started serving themselves, forcing the people 
to serve them. Our people ached under the power of 
such tyrants and we might have died out had they not 
fallen further.

Th e power they used grew to devour their minds and 
they searched for more.  Fighting broke out between 
them, fi erce storms of magic that raged across the 
lands.  It was then that our people not taken to their 
madness fl ed from the villages and into the wilds.  But 
their magic was not sated with our people’s blood and 
grew stronger, taking the life of the Shaman and freeing 
itself.  So it was that our lands became covered in that 
magic.

And the First Mother spoke to the Landsinger and to 
the Spirit Guide, “I shall give unto you the strength to 
resist these storms so long as you abide.  And you shall 
not use this evil magic which has wrought such de-
struction to your lands, but you shall stay here until the 
end of days as your punishment.  Should you abandon 

this duty, then your sons shall die and your daughters 
grow barren, even as the blasted deserts and so shall 
your people wither and die.”

And the elders were wise and bowed to the wishes of 
the First Mother to keep the covenant.  So have we en-
dured throughout the ages and will continue so long as 
we keep our pledge.” 

-from ‘Th e Covenant of the First Mother’ translation 
unknown

Mankind — Wanderer

Wanderers can be distinguished from Humans by their 
unusual accents and cultural beliefs. Th ese nomads are 
more comfortable traveling the world in Clan wagons 
rather than settling in one place for long. It is rare to see 
a Wanderer alone, as they are deeply loyal to their fam-
ilies. All Wanderers must wear their primary (birth) 
Clan symbol openly. Th e Clan symbol may be worn 
as a patch or other embellishment on the clothing, a 
distinctive piece of jewelry, or any other clearly visible 
decoration. Symbols of Clan affi  liation gained by mar-
riage may be added at the players’ discretion, and are 
encouraged, but not required.

Wanderers have been known to exile deviants from a 
family Clan for any crime that is seen as a betrayal of 
trust (theft , slander) or direct harm against another 
Wanderer (assault, murder). Th ose who have been ex-
iled will be forced to take an inked black line or burn 
across family crests to show they are “dead” to those 
family Clans.
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Clan leaders are chosen by direct popular vote at the 
Clan’s annual Tevas Festival. Aft er drinking ridiculous 
amounts of ale, each contender for Vanem Tevas stands 
before the gathered Clan and makes the case for why he 
or she should be elected. An empty hooch barrel with 
the contender’s name and mark is placed side by side 
with all the others. Each adult Clan member is then 
given a clay token to place in the barrel of their choice. 
Aft er the winner is determined, the revelries continue 
for several days, during which coin and other small 
personal items are exchanged as prizes for wagers on 
various contests of skill. Th e greatest warriors from the 
Clan are put to the test by running a gauntlet of magic 
spells and weapon strikes. Th ose who are left  stand-
ing test their mettle in a no-rules, free-for-all wrestling 
match – to the victor go the spoils!

Wanderers believe in living life to the absolute full-
est, and while this may appear to the casual observer 
as nothing more than partying every day (and night), 
it also speaks to the fi erce devotion with which Wan-
derers lead their lives. Th ey love passionately and will 
always have a smile and a song for a friend. Conversely 
their hatred, once earned, is likely earned for life. Woe 
to the adventurer who scorns a Wanderer’s family, for 
their thirst for revenge can be as strong as their thirst 
for drink.

Personality Traits

A passionate people, Wanderers consider themselves to 
be the life-blood of Valara, their boots pounding a pulse 
on her roads and waterways. Th eir name for themselves 
in their own language is kotiväki [ko’tI va”kI], which 
they generally shorten to simply “Väki.” Th ey spend 
their entire lives on the move, and they would consider 
it unnatural to call any one place “home.” Th is doesn’t 
mean they don’t love a familiar sight, though. Follow-
ing trade routes and paying visits to friends – they 
make a lot of those, quickly and easily – will oft en lead 
them to many of the same places, even if it takes them 
months to return. Some might argue that the only rea-
son Wanderers leave is because they love to hear the 
cheers when they return, but they truly enjoy waking in 
a new place to new adventures and new opportunities.

If there is a party, you are almost always going to fi nd 
a Wanderer at the center of it – and if they’re not, it’s 
because they’re rolling a barrel of ale towards it! It’s rare 
to fi nd a Wanderer who understands reserve, let alone 

has any appreciation for it. For the Väki, “all things in 
moderation” is hardly living. Th ey believe that life is 
too short not to do what you want to do when you want 
to do it. And you probably ought to do that thing a few 
times, just for good measure!

For all their carefree attitudes, Wanderers take matters 
of family very seriously. It is not uncommon to hear 
stories of Wanderers sacrifi cing their lives for other 
Wanderers, oft en the young, sick, and elderly (who 
are prized for their ingenuity, their capacity for teach-
ing empathy, and their wisdom, respectively). When 
a Clan member is wronged, their pursuit of justice is 
quick and ruthless, and may oft en seem to the outside 
observer to be more like revenge. If you don’t hear a 
group of Wanderer wagons before you see them, it’s 
best to steer clear.

Out-Of-Game Racial Requirements

Makeup — All Wanderers must wear their primary 
(birth) Clan symbol openly. Th e Clan symbol may be 
worn as a patch or other embellishment on the cloth-
ing, a distinctive piece of jewelry, a real or fake tattoo, 
or any other clearly visible decoration. Symbols of Clan 
affi  liation gained by marriage may be added at the play-
ers’ discretion, and while encouraged are not required. 
If you are choosing to display a Clan symbol as a tat-
too, please strive for quality and avoid clearly “mod-
ern” imagery. Such tattoos must also be worn on a part 
of the body that is appropriate to display openly in a 
family-friendly environment. Remember, Wanderers 
are deeply proud of these symbols, and will show them 
off  at every opportunity. 

Accents — Accents should be diff erent from a player’s 
normal speaking voice. Suggested accents include Brit-
ish, Irish, Cockney, Romanian or German.  

Preferred Skills — Wanderers must rely on the skills 
of those who travel with them (as opposed to living in 
a town where they might purchase talents they don’t 
have); therefore, they are encouraged to take up many 
diff erent arts, magics, tradeskills, and fi ghting styles.  
Wanderers may purchase any skill in the game but 
many avoid the skills requiring the use of both hands 
as they so oft en need one hand free for their drinks! 
Learning to fi ght without a drink in the hand is a bit 
like relearning how to walk!

43

V
a

l
a

r
a

n
 C

u
l

t
u

r
e

s



44

Other — Wanderers gain four Mana points at char-
acter creation and eight Health Points. Wanders may 
purchase Resist <Prime Element>; Resist Vulnerable; or 
Resist Feared once every ten skill points.

General Facts about Wanderers

Lifespan — Because of the oft en lean nature of their 
lives on the road, the Väki have a more abbreviated 
lifespan compared to many other races of Valara. Most 
Wanderers live into their sixties, with fewer and fewer 
living into each successive decade. 

Wanderers generally come of age some time before 
their twentieth birthday, usually between the ages of 
sixteen and eighteen. Th ough Wanderers as young as 
ten have certain responsibilities in the caravan, a Wan-
derer who has shown him or herself worthy of greater 
responsibilities will be granted them. Th ey will also be 
able to marry, purchase or build wagons of their own, 
and vie for the opportunity to become Vanem Tevas of 
their Clan. How the Väki youth proves him or herself 
varies from Clan to Clan, with some perfecting their 
fi rst brew, others showing profound bravery or gener-
osity, and still others bringing something of great value 
to share with their Clan.

Strengths — Wanderers bring a unique perspective to 
any situation, being well-traveled and more interested 
in the pleasure side of things than business. Th eir high 
spirits are unmatched.

Weaknesses — When provided with strong drink, the 
love of family, and loud entertainment, the Wanderer 
will be an invaluable ally. When deprived of these three 
things, however, they can be downright useless. 

Names and Naming Traditions

Wanderer names are very similar to Human names. 
Most Wanderers use their Clan name as their surname. 
When marrying into another Clan, the new Clan name 
is added to a Wanderer’s name.

Common Female Names: Natalia; Anastasia; Izabela; 
Julia; Ecaterina; Elena, Rivka

Common Male Names: Alexander; Andrei; Petre; Yuri; 
Vladamir; Gustav; Ivan; Dorin

Garb

Wanderers of each Clan oft en dress alike, their clothing 
taking on the styles and peculiarities of the places they 
have most oft en traveled. Many Wanderer Clans of-
ten favor certain colors as well, depending on the dyes 
available in the region of their origins. Th ey prefer bold 
colors, as there’s hardly any point in getting dressed in 
the morning if you’re not going to draw attention to 
yourself.

Each Wanderer is required to display their family crest 
or Clan symbol openly. Th e Clan symbol can be virtu-
ally anything, such as a specifi c piece of jewelry worn 
by all Clan members, a patch or sash, or even a tattooed 
mark on the skin. Most oft en, however, the Väki will 
use their clothing as a means to display their family 
crest, particularly when climate or occupation neces-
sitates covering an actual tattoo with extra layers or 
armor. Many Wanderers have developed particular tal-
ents at embroidery, appliqué, dyeing, painting, etching, 
and other craft  skills in order to properly display their 
family affi  liation under any circumstance.

Use of Language

Wanderers are very social creatures, such that even the 
shyest among them will revel in conversation (even if 
they are just a rapt listener). And if there’s one thing a 
Wanderer enjoys more than a good drink, it’s a bawdy 
joke or a rousing song. While they do speak Common, 
a Wanderer’s accent distinguishes them from other hu-
mans of Valara. If their pronunciation of certain words 
sounds incorrect, they are likely to assume the prob-
lem is with the listener’s ears, and not the Wanderer’s 
tongue!

Male and Female Interactions

Male and female Wanderers are regarded as equals 
within their Clans, each contributing to the well-being 
of their families by providing protection, preparing 
meals, rearing children, and negotiating with the other 
races of Valara in fi nancial and diplomatic capacities. 

Male and female Wanderers alike are also extremely 
fl irtatious both in and outside of their race. Anyone 
traveling with a Clan for any period of time is almost 
certainly going to become the object of some Wander-
er’s amorous attentions.
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Out-of-Game Note: Th is does NOT give a player per-
mission to make anyone at game feel uncomfortable. 
In-Game discomfort is fi ne, but Out-of-Game discom-
fort may get you removed from the game.

Interracial Interactions

For Wanderers, family comes fi rst, but because of their 
laid-back, life-is-good attitude, they will generally get 
along with most other races as a whole. It is rare for 
them to hold long-term grudges against an entire race 
based on the actions of individuals. Th ey will, however, 
band together as a group against any individuals who 
cross one of their own. 

Wanderers will refer to all other races as muukalainen 
[mu’ ka laI” nan] or “muuka” for short, which means 
“stranger” in their language. Th ey do so mostly aff ec-
tionately, and to poke fun at the odd ways of their Va-
laran neighbors.

Elves: “Hoity toity pointy ears! Always spouting their 
mind, but never really listening.”

Humans: “Our Muuka cousins! Do you know, some of 
them actually throw pretty decent parties?”

Barbarians: “Respect their strength, and respect their 
ways, and you will gain a friend for life.”

Faekyn: “Don’t get distracted by their sparkly faces. It’s 
best to be careful and keep an eye on them!”

Dragonkyn: “Th ey make the best ale. I can’t wait to get 
my hands on some of that Apple Pie a la Mode.”

Ogrelings: “Ah – to watch an Ogreling dance is like 
drinking a good fl ask of ale.”

Orklings: “Keep your distance from an Orkling, young 
one. Th ey are likely to test your strength before they 
consider you a friend.”

Gearlings: “Amazing and beautiful, but I don’t under-
stand them at all.”

Goblinfolk: “Th ey have wonderful fashion sense! You 
know, I once mistook one for my brother.”

Florakyn: “Treat them kindly and tread with care. Th ey 
have similar views as we; though they treat all of Valara 
as part of their Clan.”

Feralkyn: “Many of these creatures are beautiful and 
friendly. I wouldn’t mind adding a few to my Clan!”

Dwarvenfolk: “Of all the peoples of Valara, the Dwarven-
folk are the most in need of a good party! Th ey really 
need to take a deep breath and lighten up.”

Briarfolk: “Every Briarfolk I’ve ever met has always 
known how to enjoy a good ale and relax in the shade 
of a wagon. Th ey really know how to live!”

Crafts

Th e nomadic nature of Wanderers demands a wide va-
riety of practical skills to survive in the wilds of Va-
lara. Even the smallest band of Väki must be able to 
hunt, forage, cook, sew and mend clothing, repair the 
wagons, tend herd animals, brew hooch, and create or 
otherwise procure tools and supplies without the infra-
structure of a well-appointed city. While no one person 
is expected to shoulder the entire burden, everyone in 
a Clan is expected to contribute such skills as they are 
able.

Brewing — Not surprisingly, brewing is a highly valued 
skill among the Väki. In some family Clans brewing a 
batch of ale is considered a rite of passage, as is the sub-
sequent drinking of the entire yield. Common ingre-
dients include tea, apples, peaches, berries of all kinds, 
exotic mulling spices, and herbs. Generally each Wan-
derer Clan will have at least one, if not many, signature 
brews. While they are happy to share a tankard with a 
passing traveler, they guard their recipes very well.

Sewing — Since Wanderers must oft en make do with 
cast-off  or “misplaced” clothing from the more urban 
citizens of Valara, they have developed a knack for re-
working and re-imagining fashions from across many 
cultures into something new, unique, and distinctively 
their own. Th e usable parts of several otherwise ruined 
garments are saved and stitched together into a color-
ful patchwork. A fancy tablecloth or curtain may be 
turned into a skirt. And a plain muuka shirt will quick-
ly be slashed, patched, dyed, trimmed, embroidered, 
beaded, or otherwise treated to a complete make-over 
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with whatever the Wanderer can get his or her hands 
on. Related craft s such as spinning, weaving, embroi-
dery, and dyeing are also practiced.

Jewelry-making — Many jewelry-makers also possess 
skills in metalwork, gem cutting, and glassblowing as 
they relate to their craft . Materials range from wood 
and glass beads to precious gems and metals, depend-
ing on what is available. A journey to a seaside town 
might yield necklaces and belts accented with small 
shells. When metal is available, Väki jewelers create 
small charms, bells, coins, and other trinkets to adorn 
just about everything. Th e jingle of jewelry acts as a 
sort of calling-card for individual Wanderers. If you 
travel with them oft en enough, you may even learn to 
identify who is approaching by the particular timbre 
and rhythm of their accessories. 

It is said that jewelry holds a Wanderer’s memories, as 
each place visited yields new bits with which to craft . 
Yet they are generous with their jewelry as well, oft en 
exchanging pieces with friends when parting ways. 
Th is exchange, they feel, keeps the memories alive as 
the stories spread with the gift s’ passing. 

Woodworking — Woodworkers provide most of the es-
sential tools of Wanderer life, from tankards and hooch 
barrels to the very wagons they call “home.” Th ey also 
create staves, walking sticks, furniture, games, and 
purely artistic carvings. A highly-skilled woodworker 
can turn even the simplest of utensils into an ornate 
work of art: both practical and beautiful. 

Like so many other aspects of Wanderer culture, the 
idea of “more is better” prevails when it comes to deco-
rating wooden items. A woodworker may keep adding 
embellishments to his favorite piece over time, typically 
to commemorate milestones or memorable events. 

Painting, wood-burning, and carpentry are also taken 
up by the Wanderer interested in craft ing with natural 
materials.

Music — Nothing beats the boredom of travel better 
than a walking-song to measure the beat of one’s foot-
steps. What would a Wanderer camp be without sing-
ing and dancing around the fi re pit in the evening? 
Any instrument that is easily carried will be a prized 
possession for the Wanderer who owns it. Particularly 

popular are guitars, recorders, fi ddles, drums, and per-
cussion instruments of all types. All Väki appreciate a 
good tune, even if they can only clap along. 

Magic

Th e Väki hold no particular preference or affi  nity to 
any single school of magic; instead, individual gift s dic-
tate which path a Wanderer Sage will travel. Likewise, 
intent is more important in questions of morality and 
ethics than the inherent “good” or “evil” nature of a giv-
en spell. Due to their nomadic nature, most Wanderers 
are not trained in magic use by C.O.M.E.T. schools, in-
stead they learn how to channel magic from more ex-
perienced Sages within the Clans.

Codes of Behavior

Wanderers are deeply loyal to their family Clan, and 
will consider Wanderers of other Clans to be something 
like extended family. It is extremely rare for Wanderers 
to do ill to one another. A crime which may seem small 
in a city or town, such as petty theft , could result in a 
Wanderer being branded as an outcast. If a Wanderer 
wants for something, they have only to ask one of their 
many brothers and sisters, and they will have it. Any 
crime perceived as a betrayal of trust (theft  or slan-
der for example) or directly harms another Wanderer 
(assault or murder) may result in the off ender being 
branded as an outcast.

Neither the tribunal nor the branding ceremony is ever 
to be witnessed by outsiders. When a Wanderer is ac-
cused of doing harm against another Wanderer, the 
Vanem Tevas of the accused’s Clan will bring together 
a tribunal of three Clan members to hear the accused’s 
story and review the evidence presented by their accus-
ers. No leniency will be given for an admission of guilt. 
Th ough the Vanem Tevas will listen to the council of 
the tribunal, he or she is ultimately responsible for the 
verdict and for the branding. 

During the branding ceremony, the outcast is lead to 
stand before his or her Clan and receive the brand 
across the backs of both hands; a circle, representing 
family, with a line crossing through it to represent the 
breaking of familial bonds. Th e ceremony always takes 
place during the day, symbolic of their crimes being 
brought into the light. In addition to the branding on 
the back of the hand, outcasts will have their Clan sym-
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bols stripped from them. Many Wanderers choose not 
to watch the actual branding, turning their backs upon 
the outcast. For his or her Clan, it will be as if the out-
cast never existed. Th ey will not acknowledge him ever 
again, nor speak to him, nor off er aid in battle (even if 
it appears that the outcast will die without such aid).

While most outcasts are shunned for life, there is the 
rare story of the outcast who is welcomed back into the 
fold, through great personal sacrifi ce and long years 
spent regaining the trust of their Clan. 

When meeting others for the fi rst time, especially fel-
low Wanderers, it is customary to remove one’s gloves 
if any are worn. Th ere is little ritual or formality about 
this act; it is more of a casual, unconscious gesture.  
While those who seem reluctant to do so are not im-
mediately considered an outcast, it will raise some sus-
picion, especially to Wanderers who have witnessed a 
branding ceremony in person. 

When they are welcomed and treated with respect, 
Wanderers will in turn respect other cultures and their 
customs, even if they fi nd them silly. For example, 
they’re not likely to see the sense in paying tribute to 
a noble that they’ve never encountered before just be-
cause they’re told to do so. Wanderers value deeds over 
titles. It is very unlikely for a Wanderer to settle in any 
one place and take a noble title, and muuka sovereignty 
means very little. Th e Väki will abide the laws of the 
places that they travel through, but they do not consid-
er themselves beholden to the local nobility. Aft er all, 
Wanderers will do their best to solve their own prob-
lems and on their own terms.

Th e Vanem Tevas of each Clan is held in high regard, but 
they are no distant Lords demanding tribute (though 
they have been known to reserve a little of their favorite 
vintage for themselves). Th ey travel with their Clans, 
speak for them in matters of diplomacy, and are re-
sponsible either for welcoming new members into their 
Clans or appointing someone within the Clan to do so. 
Th ey also pass fi nal judgment on a Clan member as an 
outcast. When a Vanem Tevas dies (whether currently 
holding the title or having formerly held it), the Clan 
will build a great fi re and circle the wagons around it, 
proceeding to sing, drink, and celebrate the life of their 
lost leader. Th e popularity of a Vanem Tevas is said to 
be known by how far away one can hear the sounds of 
the party.

Th ere is no central leadership among the Väki, and, as 
a whole, it is very rare that there will be any true dis-
agreement among Clans. In the case an issue must be 
resolved between Clans, a council will be gathered of 
the Vanem Tevas of each Clan involved, their allies, and 
any prominent elders within each Clan.

Life, Customs and Traditions

Childbirth and Childhood

Wanderers value their children.  Childbirth is a time of 
celebration and welcome for the new life that is join-
ing the Clan. Women gather to sing and comfort the 
laboring mother while men gather to drink and distract 
the worried father. Children are cared for universally 
by the Clan and anyone with a free hand or time can 
oft en be found playing games, telling stories or singing 
songs to entertain children. Mothers keep their small-
est children with them, wrapped in fabric slings across 
their backs.

Older children begin helping around Wanderer camps 
with age-appropriate chores such as gathering fi rewood 
and kindling and fetching water for livestock and ani-
mals. 

Coming of Age

When a Wanderer child reaches his or her 16th birth-
day they are considered an adult within the Clan. Large 
celebrations are planned to mark this occasion and the 
birthday child is presented with his or her fi rst mug of 
undiluted hooch. 

Marriage and Relationships

Marriage customs vary from Clan to Clan, with some 
ceremonies as simple as hand-fasting or broom jump-
ing and others where a gauntlet is run by the hopeful 
spouse. In these ceremonies, the Clan and any friends 
they welcome attempt to keep the bride or groom from 
reaching their intended, whether through physical or 
magical attacks, or good old-fashioned verbal abuse. 
Each time they are brought down, they return to the 
gauntlet’s start and have a drink. If the gauntlet proves 
too much for the spouse-to-be, members of their Clan 
may “help” thin the ranks of the attackers.
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Death

Death, like many other life events among the Clans, is 
a time of celebration. While Wanderers are saddened 
by the loss of life they recognize that it is a time to cel-
ebrate the memories of the one who has passed on. 
During the gathering a large, empty mug is left  at the 
head of a table and any who wish to may off er a toast 
to the departed Clan member and pour a small amount 
of libation into the glass. Th e mug is emptied over the 
grave of the departed, or shared among the departed’s 
immediate family if the grave’s location isn’t known. 

Society and its Organization

Religion

Th e organization of religious orders has little appeal for 
the broad-minded Wanderer. While they believe in the 
raw power of the Paragons, they aren’t likely to openly 
worship them.

Education

While Wanderer children have nothing resembling a 
formal education, their minds are made sharp by shar-
ing experiences and knowledge within their Clans. 
Each day provides some opportunity for learning in the 
Wanderer caravan, and there are always some among 
them who make it their priority to show, talk with, and 
shape the gaggle of mad children running about.

Trades and Training

Wanderers are always willing to train any member of 
the Clan who shows interest in learning a craft . If there 
is no one within a Clan who knows the skills or trade 
then it is common practice to foster with another Clan 
in order to learn. Wanderers oft en serve as merchant-
traders for other races since their nomadic ways take 
them all around Valara. Th ose who have won the trust 
of Wanderers and partnered with them have always 
found the arrangement advantageous.

Military

As there is no central leadership among the Väki, nei-
ther is there anything like a standing military. Each car-

avan will have a dedicated guard, and those Wanderers 
who show a capacity for fi ghting will be rotated in and 
out on a seasonal basis. 

Clans have been known to band together when threat-
ened by larger forces, and to assist their muuka allies 
when asked.

Locations on Valara

Wanderer Clans do not have one specifi c location on 
Valara. Th ey prefer not to tie themselves to a set city or 
village in any way, although some Clans may stick with 
a general regional area in the course of their roaming.

Known Valaran Wanderer Clans

Th ere are many Wanderer Clans in Valara, the most 
prominent being the Vetta Clan. You will hear a Vetta 
caravan well before you see it, for the wheels of their 
wagons and the boots on their feet are both adorned 
liberally with bells. Most Vetta Clan members favor red 
and yellow, oft en weaving ribbons of these same colors 
and yet more bells into their hair and beards. Known 
for their gift s of music and minstrelsy and the spicy, 
highly intoxicating brew they sell to local taverns and 
inns, they are usually found traveling the trade routes 
in Altour and Sudareth.

Th e current Venam Tevas of the Vetta Clan is Yuri Vet-
ta, a charismatic and calculating Wanderer of middle 
years. His wife, Danya, was Vanem Tevas before him, 
and it is widely known that she hopes to lead again af-
ter him. Th eir good-natured bickering over who has 
led the Clan to greater profi t and more potent booze is 
worth pulling up a chair to watch.

Clan Symbol: At least one red and one yellow ribbon, 
clearly visible, and one belled bracelet or anklet.

Out-of-Game Notes on Wanderer Clans

If you wish to join the Vetta Clan and have questions, 
please contact VettaClan@castlelarp.com. 

Unlike the Vetta Clan, there are many other Clans 
within Valara that are player-created. If you wish to join 
an existing player-created Clan, please visit the forums 
for contact information.
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Elf - Valaran Elf

Valaran Elves are the most common of the Elven races. 
Th ey believe themselves to be the direct descendants of 
the ancient Anturi and thus value their intelligence and 
wisdom above all others. Valaran Elves refer to them-
selves as Antori, a derivation of their ancestor’s name.  
Th is connection to the ancient Anturi is the primary 
reason behind their conservative beliefs, especially 
concerning the art of magic. To a Valaran Elf, the use 
of arcane knowledge must be a serious and deliberate 
endeavor – those who wield magic in wanton disregard 
for its power are dangerous at best. In battle, a Valaran 
Elf is a sight to behold, for their confi dence is second 
only to their skills. In the eyes of a Valaran Elf, the 
younger races are inferior to those of Elven blood.

Th e largest Elven city was fi rst settled in the ruins of 
the Anturi capital. It was renamed Ria Al’eni, marking 
the birth of the second age in Valaran history. It was 
here the fi rst college of magic was created, so Valara 
could learn from the mistakes of the past and contin-
ue to learn for the sake of the future. Included in its 
halls is the largest and most comprehensive library in 
the world. Th ose from every race are invited here to 
research and train in magic so Valaran eyes can keep 
a close watch and allow Valaran Elves to fulfi ll the re-
sponsibility to their ancestors and Valara herself.

Personality Traits

Since the Cataclysm, a majority of Valaran Elves have 
dedicated their energies towards the responsible and 
restrained use of magic in order to prevent such a ca-
tastrophe from ever happening again. To outsiders, 
this makes the Valaran Elves appear arrogant, rigid, set 
in their ways, and resistant to change. To the Valaran 

Elves, it is simply their attempts to atone for their an-
cestor’s mistakes. 

Out-Of-Game Racial Requirements

Makeup — All Elves must wear prosthetic ear tips. It 
is NOT appropriate to wear headbands, scarves, hats, 
or earmuff s and still claim racial advantages, if the ap-
propriate prosthetics are not present underneath the 
costuming.

While the minimum requirement is simply prosthet-
ic ears, one’s appearance can be greatly enhanced by 
a few extra steps: If the color of your prosthetic does 
not match your skin tone, apply make-up and perhaps 
a little extra latex to smooth the “seam” between your 
skin and the ear. If you have long hair (or wear a wig), 
pull a small section in front of your ears, either loose 
or braided, to hide the seam. Jewelry such as ear cuff s, 
rings, and chains can also be used to cover up the seam 
— and may also help keep the ears in place! 

Preferred Skills — Archery is considered a fi ne and no-
ble art among Valaran Elves. Almost all Valaran Elves 
consider it a responsibility to at least learn rudimentary 
magic. Refusal to do so is considered highly irrespon-
sible or a major handicap, respectively.

Other — Once every ten skill points, Valaran Elves may 
purchase Resist Repulsion, Resist Beserked, or Resist Si-
lenced. In addition, at character creation, Valaran Elves 
gain six Health Points, three Mana Points and one Ar-
mor Defl ection Rating.

General Facts about Valaran Elves 
(Antori)

Lifespan — Average lifespan of a Valaran Elf is between 
three hundred and fi ve hundred years, although only 
a rare few live more than a few decades into their fi ft h 
century. A Valaran Elf begins to mature physically in 
his or her early teens, but reproductive processes do 
not start until around forty or fi ft y years of age. Valaran 
Elves are considered children until they reach the age 
of fi ft y.

Primary Racial Traits — While the majority of Valaran 
Elves are tall, slender, and lean-limbed with fi ne fea-
tures and smooth skin, occasional interbreeding with 
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other races means that it is possible for some Valaran 
Elves to be shorter, stockier, or hairier than average. 
Hair is usually worn long, and appears in a variety of 
shades similar to humans. 

Strengths — Valaran Elves believe they are the undis-
puted masters of the magical arts, and refusing to take 
the time to learn how to manage and control this ability 
is seen as highly irresponsible. 

Weaknesses — Elves are believed to be physically weak-
er than most other races on Valara.

Names and Naming Traditions 

A Valaran Elf is given a “childhood” name at birth, 
where their full name would be <childhood name> 
<family name>. Th is name sticks until they graduate 
from C.O.M.E.T., where they are given an “academic” 
name, which will stick with them for life. When a Va-
laran Elf adopts his or her “academic” name, their full 
name changes to [academic name] [childhood name] 
[family name]. Most names are long and complicated 
for non-Elves to pronounce, usually composed of three 
or more syllables. Many names begin or end with a 
vowel and it is not uncommon for hyphens or apostro-
phes to appear in a name. Due to the diffi  cult pronun-
ciation it is acceptable to have a nickname based on the 
academic name to use outside of Elven lands.

Common Female Names: Io’lani; Airini; Aiwaiwa; 
Emiemi; Fetuilelagi; Hauraro; Haunani

Common Male Names: Ai’la’ausd; Alepo’I; Aremana;  
Ewelani; Hali’a; Heketoro; Henare

Common Family Names: Aemilius;  Aristaeus; Asce-
lina; Brendanus; Ferreolus; Maurizia; Samara

Garb

Valaran Elves from the city favor simple, fl owing gar-
ments in soft  colors. Subtle, elegant embellishments 
are preferred. Geometric or cosmic patterns are more 
prevalent than natural ones, and any depictions of na-
ture are oft en highly stylized. Th ose who live in the wil-
derness favor simple and practical fi tted garments in 
natural hues with very simple patterns. 

Use of Language

“Elvish,” prior to the Cataclysm, was a fl owing, sibilant 
language written in an elegant syllabic-based script. It 
was almost lost aft er the cataclysm, and only a few an-
cients held to the Old Tongue as it became necessary to 
use Human’s “Common” tongue to work together and 
trade with other races on Valara. A handful of linguists 
preserve its use currently in a few archived tomes in the 
main C.O.M.E.T. library. It can also be found on vari-
ous surviving relics and ruins of pre-Cataclysm Valara.

Male and Female Interactions

Antori civil structure operates largely as a meritocracy. 
While neither gender blatantly states that one is supe-
rior over the other, there is a constant undertone of 
competition.

Interracial Interactions

Valaran Elves quite simply view themselves as the pin-
nacle of creation. Th is does not always manifest itself as 
overt hostility but more commonly as a passive aggres-
sion towards other races. Some Dark Elves and Moon 
Elves may be more overtly hostile towards Valaran Elves 
because of the kinship the Valaran Elves claim with the 
ancient Anturi or because Valaran Elves believe they 
have suff ered the least as a result of this kinship.

Humans: “Th ey are oddly fascinating in their exuber-
ance . . . but exhausting! Still, it is amazing what they 
are able to cram into their brief handful of decades.”

Wanderers: “Th ese humans have just as much energy 
as the others, but they lack focus. No wonder they’re 
always wandering around in the woods.”

Barbarians: “Th e worst of all combinations between 
Human exuberance and Orkling hygiene.”

Moon Elves: “When they deign to step out of their ivory 
towers or come down from their mountains, they are 
a welcome ally in our quest for magical responsibility.”

Dark Elves: “A painful reminder. We strive to ensure 
such a tragedy will never happen again, but will it ever 
be enough for them to forgive us?”
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Faekyn: “We fi nd their lack of magical discipline dis-
turbing. Th ey are too wild, too irrational, and too un-
predictable. Approach with caution.”

Dragonkyn: “Th eir potential is impressive. However, 
like all young races, they must be guided and restrained, 
lest they cause another Cataclysm.”

Florakyn: “Th ey are sensible in their preservation ef-
forts, but be careful. Sometimes their strong beliefs and 
lack of experience in dealing with other cultures can 
cause animosity in others.”

Feralkyn: “Let me tell you a story about an infamous 
Elven sculptor who had a part in creating the fi rst Fer-
alkyn . . .”

Ogrelings: “Th ey are simple creatures, to be sure: wildly 
superstitious, and at times almost willfully ignorant. 
Yet, when magic fails when facing a deadly foe, there is 
no better weapon to have on one’s side.”

Orklings: “If something goes wrong, look here fi rst. 
Th ey are quick to anger. Don’t ever try to stare one 
down; you’ll be on the ground before you realize what 
is happening.”

Gearlings: “Meeting one is always a bit awkward, be-
cause they are the last reminder of the heights we once 
reached, that we can never—MUST never—achieve 
again.”

Goblinfolk: “Despite their mixed heritage, many of them 
are very cunning. Th ey do well working in many cities, 
and they’ve even convinced the Dwarvenfolk to work 
closely with them in their global banking network. Be 
careful if you turn your back on one of them.”

Briarfolk: “Some of them are a bit too primitive for my 
taste. If they’d learn some table manners and portion 
their meals properly, they might eventually be consid-
ered ‘civilized’.”

Dwarvenfolk: “Th ey have been on Valara nearly as long 
as we have, and they have learned to respect the danger 
of unbridled magic. Th eir craft s are the stuff  of legends. 
A reliable, sturdy, down-to-earth people . . . strangely, 
of all the other races, we may have the most in common 
with them.”

Crafts

Valaran Elves value most craft s as art, and pursue them 
to heights of perfection most shorter-lived races are 
unable to match. 

Calligraphy & Bookbinding — In their quest for knowl-
edge, Valaran Elves prize the elegant presentation of 
that knowledge. Fine script, inks, and illumination fi ll 
the scrolls and books of their libraries, utilizing a vari-
ety of high-quality materials. Th e pages are incredibly 
detailed, and fi lled with fanciful drawings and embel-
lishments of precious metal leaf.

Masonry & Stonework — Elven cities are built to last 
the ages, and among their soaring towers and winding 
streets are beautifully carved statues and monuments 
to great Elven heroes.  Th e skills of building and main-
taining these structures are a highly valued secret. 

Archery — Th e undisputed masters of archery, Elven 
smiths create bows, crossbows, and even arrows which 
are considered works of art. 

Magic

It is unusual to fi nd a Valaran Elf that does not possess 
at least a modicum of magical ability by the time they 
reach adulthood. Th e lack of magical ability is seen as a 
serious handicap, and C.O.M.E.T. ensures that at least 
a basic education in magical theory is compulsory in 
Antori cities. Many Warriors among the Valaran Elves 
have trained themselves to harness enough Mana to 
heal themselves—or a fallen Sage—should the need 
arise. 

Codes of Behavior

Above all, a Valaran Elf is expected to show respect and 
restraint in the use of his or her magical talents. All re-
search into new rituals, spells, or other uses must be 
authorized by the Council, and is closely monitored. 

A Valaran Elf who displays a lack of education is re-
garded as the highest of boors. It is one thing to be ig-
norant of a given subject; this may be excused if one 
acknowledges it. Willful ignorance, and a refusal to 
educate oneself when given the chance however, is un-
acceptable. 
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Life, Customs and Traditions

Childhood

All children are instructed by their parents in basic 
academics such as reading, arithmetic, history, and 
penmanship, as well as any family trade skills, dur-
ing childhood. Some larger cities boast a preparatory 
school to tech these subjects.  At the age of fourteen, 
Elves begin their formal education at the Council of 
Magical Education and Training (C.O.M.E.T.) Acad-
emy. It is exceedingly rare to see a Valaran Elf child on 
their own before they reach adulthood. 

Coming of Age

Most Elven cities of appreciable size boast a C.O.M.E.T. 
Academy, which trains both Valaran Elves and guest 
students from other races in the responsible use of 
magic. Martial training is also off ered, but is considered 
more of an “elective” pursuit, or an option for those 
unfortunates with little magical aptitude. All Valaran 
Elves are expected to attend an Academy for at least 
four years, aft er which they may continue their stud-
ies there, travel to another city’s Academy, join the City 
Guard or standing army, or pursue an apprenticeship. 
Graduation from the Academy is considered the fi rst 
step to full “adulthood” in the society, and although a 
young Valaran Elf may still live at home for many years 
to come, they are now considered responsible for their 
own actions.

Marriage and Relationships

Valaran Elves seek relationships at an early age. Th ese 
are friendships and parternships rather than marriage. 
Around the ages of 40-50 when they are able to repro-
duce, Valaran Elves begin to seek out a life-long mate. 
Up to this point the vast majority remain chaste. Due 
to the relatively low population of males the onus of 
courtship typically falls onto females. Th e long gesta-
tional period and low birth rate among Valaran Elves 
makes procreation a vital duty to the race. It is distaste-
ful at best to marry and procreate outside of the Antori 
race.

Children born of mixed unions are oft en stigmatized 
and looked down upon and many strive to win recog-
nition as a way of overlooking their past.

Childbirth

Th e mother is taken to a comfortable location and 
tended by one or more midwives, and perhaps other 
female relatives. A Valaran Elf will only bear one or two 
children in her lifetime; therefore much care is given 
during the pregnancy and birthing process. Females 
are more common than males. Th is is believed to be 
a direct result of the Cataclysm which increased male 
infant mortality rates.  Twins are extremely rare, and 
considered a great omen when brought safely to term. 
Elven pregnancies last fi ft een months, give or take a few 
weeks. 

Death

When a Valaran Elf fails to resurrect, the body is 
shrouded and placed in a family mausoleum or cata-
comb. Th e surviving relatives enter a period of mourn-
ing for a year or more, during which time they refl ect 
on the achievements of the deceased, and commit their 
deeds to written memory. If the family has the resourc-
es or skill, they will commission or build a memorial 
monument within the city. 

Society and its Organization

Politics

Political positions are lifelong careers. Offi  cials are 
treated with high regard, but kept under great scrutiny. 
In the past, the Anturi were ruled by nobility, but the 
Catalysm changed that. As a result, the Antori practice 
meritocracy and rely on the Council of Elders to lead 
them.

The High Council of C.O.M.E.T.

High in its towers, a council of eight Elders designs the 
future of magic for all Valaran cultures. Th is honor is 
reserved for only the most devout Sages of C.O.M.E.T. 
Only Valaran Elves who have served in C.O.M.E.T. for 
a minimum of two hundred years may be considered 
for this honored position.

Religion

Valaran Elves have no societal expectations in the prac-
tice of worship. Households may worship the same 
gods or worship separate gods individually. In some 
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cases entire cities may have a patron god. Religion is 
important for those Valaran Elves who are studying the 
arts of Essence Magic more than others and many fol-
low the worship of Th e Fount of Vitae.

Education

All Valaran Elves, at some point in their young adult-
hood, attend C.O.M.E.T. Academies for a minimum 
of four years. Before attending C.O.M.E.T. Academies 
they are trained at home or in preparatory schools, if 
their city is large enough to boast one. If a Valaran Elf 
does not go to a C.O.M.E.T. Academy, it is considered 
disastrous for the family name, and some families have 
disowned children.

Trades and Training

For those who choose to seek other opportunities aft er 
the mandatory four years of C.O.M.E.T. training, there 
are a myriad of trade schools in Elven cities which em-
ploy masters from around the globe. Th ese masters are 
unmatched in their areas of expertise, and gender and 
race are not important when fi lling these positions. 
Masters will train up to ten apprentices each, and as 
a team they will supply Valaran Elven cities with high 
quality goods and services. 

Military

Valaran Elf militaries are trained in swift  combat. A 
majority of any battalion is comprised of “Battle Cast-
er” Sages. Battle Casters are ranked higher than others 
of their battalion, although their rank depends on skill 
and training as well as experience. Most high level mil-
itary offi  cers are relentless spellcasters. Valaran Elves 
oft en serve several decades in the military and some 
may choose to make it a life-long career. Th e minimum 
term of service is fi ve years.

Law and Punishment

“A long time ago corrupt politicians were defenestrated.” 
– an old Valaran wives tale

Laws are set by individual Elven cities. Common laws 
among Elven cities involve inter-racial children; cor-
rupt politicians; and unlawful use of magic. 

Guilds and Merchants

Valaran Elves are commonly part of at least one Sage 
Guild, as well as the Guild of their favored craft . Many 
Valaran Elves are active in a multitude of diff erent 
Guilds during their lifetimes. Valaran Elf merchants 
and Guilds commonly fetch a high price for inks, pa-
per, and bindings for grimoires– the entire race takes 
pride in craft ing the fi nest in magical texts.

Location on Valara

Valaran Elves are found primarily in two places 
throughout Valara, although it is not unheard of for 
Valaran Elves to be found outside these environs. Th e 
fi rst is the sprawling and intricate city, Ria Al’eni, where 
Valaran Elves set up C.O.M.E.T. sponsored schools and 
practice the more “cultured” craft s in leisure.

Th e second location is tied to rumors of a small group 
of Valaran Elves who live in deep forests, where hunt-
ing, gathering, and leatherworking are more common 
trades. Th ese Elves may be the result of a schism among 
Valaran Elves aft er the Cataclysm. It is also rumored 
that these Valaran Elves are primarily composed of 
mixed-breeds and other outcasts from true Antori so-
ciety. 

Creation Myths, Ancient Stories, 
Heroes of Old, History 

Valaran Elves don’t look to the past oft en, as most of 
their creation myths were forgotten post-Cataclysm. 
However, it is an unspoken myth that Valaran Elves 
believe themselves to have always existed, and as such 
were never “created”.

The Chronophage

Th rough experiments the Anturi unleashed the Chro-
nophage. It is unknown if their feats of magic acci-
dentally created the Chronophage, or if they simply 
unleashed it upon the world. However, once it was on 
Valara, it wreaked havoc with every step. Th e perfect 
balance of Valara was waning with each passing day. 
Great storms swept over the lands, and the fl ora and 
fauna were dying. Th e Anturi beseeched the Elemental 
Paragons for assistance, and in reply Anima appeared 
to the Elven king, Ala’dunir Nela’nimdu.
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Anima spoke in a mellifl uous voice, “You have un-
leashed a power of which even the Paragons are afraid. 
It is feeding on the life force of Valara as we speak. Th e 
only way to stop this beast will be to banish it to an-
other Realm, forever. I will give you the tools necessary 
to do this, but we do not have much time. I will reap-
pear at dawn’s fi rst light tomorrow. You must meet me 
at the foot of Mount Donduru-udu.” With that, Anima 
touched the king’s head, and Ala’dunir saw what must 
be done. Tears rolled down his perfect cheeks, and An-
ima disappeared in the next instant. Th e king blinked 
– he thought he had also seen the Chronophage.

Th e twin brothers and Elven princes, Iscandar and Ve-
landir, volunteered to lead the team through the Veil. 
Ten of the Elven king’s bravest men were selected to ac-
company them, and the plan was set in motion. Hours 
before dawn’s fi rst light on February 17th, the team set 
out to meet Anima. Th ey arrived just as the sun began 
peeking over the horizon.

 “Close your eyes”, Anima began, “When you open 
them, we will begin.”

When they opened their eyes, the Elven princes and 
their brethren found themselves nearly at the peak of 
Donduru’udu. Anima began chanting, and six stone pil-
lars arose from the ground around them. Each burned 
a diff erent color, and the emanating light rose into 
the sky farther than mortal eyes could see. “Join your 
hands together, and take mine”, Anima commanded. 
“We must form a circle!” Th e Elves scrambled in place, 
and when the circle was complete, they heard Anima as 
if their thoughts were one. “When the spell is complete, 
a doorway through the veil will open. Once it is stable, 
you must run through it – do not look back! Th e Chro-
nophage will follow, and I will seal the way behind you. 
When you let go of my hands, you will fi nd six small 
crystals. Each is a piece of pure Elemental Essence. If 
you survive this journey, they will serve as a memento 
of Valara herself.” Anima fi nished the incantations, and 
the doorway opened.

At that moment, screams could be heard from one of 
the Elven warriors. Th e Chronophage had arrived, and 
was draining the life force from its victim. Th e other 
Elven warriors charged and engaged it, keeping it busy 
while Anima fi nished opening the doorway through 

the mist. Aft er what seemed like an eternity, Anima 
yelled, “Now – you must go! Lead it through the Veil!” 
Only seven Elves remained, but they rallied around 
their Princes and disappeared through the doorway, 
and through the Veil into an unknown Realm.

Th e next day, King Nela’nimdu decreed that on the an-
niversary of this sacrifi ce, all Elvenkind must fast and 
pray for the safe return of their brethren. 

To this day, no Antori who passed through the mist on 
that day has returned to Valara. 

Elf - Moon Elf

Th ey call themselves the Elah’lune (EE-la LOO-nay). 
To the rest of Valara, they are known as “Moon Elves”. 
Th ey are a long-lived people, usually living between two 
hundred and three hundred years. Th ey are a peaceful 
and thoughtful race, preferring the way of knowledge 
and wisdom through meditation instead of the path of 
strength and destruction through war. Th ough warriors 
of strength are fewer, they are held in high regard. It is 
they who are charged with protection of those weaker 
than themselves. Th e Elah’lune regard themselves to be 
the elder race among all Elven cultures. Supported by 
their white skin, light-colored hair and pointed ears, 
their cultural myths include stories about how they were 
created by the pairing of the Mother Moon and Father 
Elf. Outsiders describe them as a frail, pale race of Elves 
who prefer the dark of night to the light of day and who 
wear fl owing robes of vibrant colors. Th e Elah’lune 
are oft en described as reserved and almost statuesque. 
Th ey believe that emotions should be reserved only for 
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family and close friends. Th roughout their history, they 
have learned to fortify their minds with intense mental 
exercises and therefore can control their emotions. Th is 
is not to say Moon Elves never show emotion, they are 
simply reserved and have much greater control of their 
emotions than other races. Th ough their speech and 
movements may seem slow at times, they are always 
graceful and purposeful in every way.

Only a few Moon Elf cities are known to exist. Like 
the Dwarvenfolk, these Elves prefer to live isolated 
from the other races in the highest of mountains. Th ey 
build extravagant cities in natural caves, making sure 
to strengthen the mountain’s core with mundane and 
magical means. Th ey always have a voice present to 
speak against war. However, if pressed to fi ght, they 
wield powerful magic to protect their families, friends 
and allies. For decisions that aff ect all Elah’lune, a coun-
cil of twelve Elders meets each month by the grace and 
light of the full moon. Known as the Full Moon Coun-
cil, they always meet outside, in a circle of stones called 
Dua’lunulae, built on an Elven-made plateau high in 
the mountains. It is here the history of the Elah’lune is 
reviewed and decided in song and discussion.

Personality Traits

“Elah’lune are we, children of Mother Moon and Father 
Elf, who strive for harmony and clarity as we follow the 
paths of life. By the Moon are we blessed, by the stone are 
we sheltered, and with eyes open do we live.” — Moon Elf 
meditation mantra

Moon Elves are normally reserved around strangers, 
though not necessarily shy. Th is is not to say they show 
no emotion at all. Th ey will laugh, cry, and become 
upset, but they keep a much tighter control over such 
reactions. For example: brief laughter instead of gales 
or quiet tears rather than loud sobbing.  Unbridled 
displays of emotion are considered too intimate to be 
shared with those whom one is only acquainted, and so 
these emotions are limited to immediate family or truly 
close friends – a status those who are not Moon Elves 
do not achieve easily.  As a result, other races see them 
as aloof, distant, or reclusive, even their Elven kin.

Moon Elves are generally calm and deliberate in their 
actions, and graceful and purposeful in their move-
ments.  Plans of actions and their consequences are 
carefully considered before being carried out.  Th ey are 
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capable of swift  action should the situation require it, 
but they will always try and fi nd a quiet space to refl ect 
on what has happened when it is all over.

Moon Elves prefer diplomacy to war and are ever in fa-
vor of fi nding peaceful solutions to problems.  Legend 
among other races says a Moon Elf will stand between 
two armies and argue for peace even as arrows fall.  
While this is clearly an exaggeration, it is not by much. 
Fighting is seen as a last and deeply regrettable resort.  
A Moon Elf roused to violence is a terrible thing, strik-
ing out with powerful magic in defense of friends and 
family and fi ghting to the last drop of blood in their 
body.

One of the most important statements in Moon Elf phi-
losophy is “Know yourself ”.  By understanding oneself 
and one’s motivations, one is better able to connect and 
understand the world.  Meditation plays a part in this, 
and a Moon Elf will try and fi nd a quiet time at least 
once a day to center their feelings and consider the day 
to that point.

A Moon Elf ’s curiosity and desire to understand the 
world better oft en leads them to travel. It can be a very 
eye-opening experience, to say the least.  A traveling 
Moon Elf sometimes becomes overwhelmed, which 
reinforces the stereotype of being separated from or 
looking down on other races as the Moon Elf usually 
withdraws in order to sort out their feelings regarding 
their travels.  Th is feeling does disappear over time and 
such relationships become easier.

Most Moon Elves, especially those who travel, will oft en 
keep journals of their thoughts and discoveries. Th is is 
done for self-refl ection, future reference, and later story 
telling.  It is considered an honor to be allowed to read 
such a journal – an honor that is never asked for, only 
off ered.  When a Moon Elf passes away, his or her jour-
nal is placed in the family library for future education.  
If the Moon Elf in question was considered especially 
wise or their stories particularly interesting, permission 
may be sought from the family to make copies for the 
collections of others. Th is is a high honor, rating careful 
hand copying with the best possible materials and inks.
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Out-Of-Game Racial Requirements

Makeup — All visible skin must be white, using either 
makeup or clothing. Pointed ears must be worn and 
painted white. For Moon Elves, hair is commonly light-
er in color. Blond or light brown are dominant colors, 
though darker shades do occur. Unusual colors are also 
allowable for dyed look. Th ese guidelines apply to facial 
hair as well. Using gray as highlighting is acceptable. 

Preferred Skills — Because their mental and magical 
abilities oft en outshine physical strength, Moon Elves 
are considered better scholars than warriors. Moon Elf 
warriors are a rare and unique breed. 

Other — Once every ten skill points, Moon Elves may 
purchase Resist Repulsion, Resist Beserked, or Resist Si-
lenced. In addition, at character creation, Moon Elves 
gain six Health Points, three Mana Points and one Ar-
mor Defl ection Rating.

General Facts about Moon Elves

Lifespan — Th e average Moon Elf lives around two-
hundred to three-hundred years, reaching physical ma-
turity around age eighteen. Th ey are considered adults 
at age fi ft y.

Primary Racial Traits — Moon Elves are known to 
be tall and statuesque, but a range of heights and body 
types does occur. All are pale and have pointy ears. 
Th eir hair is naturally lighter in color, but they will dye 
it as a means of self-expression.

Strengths — Moon Elves are very strong willed, with 
excellent mental discipline. Th ey are loyal to those they 
feel have earned it, but it takes a great deal to earn their 
total trust.

Weaknesses — Sunlight is not good for their pale skin. 
As a precaution, parasols or wide brimmed hats are 
oft en employed if they must be out and about in the 
sunlight. Th ey will suff er from sunburns without pro-
tection from direct sunlight. Prolonged exposure may 
cause delirium.

Names and Naming Traditions

“As everything has a true name, so do the Elah’lune. It 
is the core of our being and we keep it safe.” — Hilargi 
Alma de Chaves, Moon Elf philosopher

A child is given a true name, a “nome de corasone”, on 
their birth. Th is is kept strictly within the family until 
marriage.

At the next full Moon six months aft er a child’s birth, 
the child is presented to the community and given a 
dedication or use name, also called a “nome de comu-
nidad”. Each family member is expected to bring a vial 
of water to the ceremony, which is combined in a basin 
and used to bathe the child. Th is signifi es the child is 
now part of the community and the community as a 
whole is dedicated to the child’s care. Th e “nome de co-
munidad” is the name generally used by the Elf when 
dealing with other Moon Elves.

Moon Elves who travel even for brief times choose 
travel names, which oft en refl ect their interests. For 
example, an Elf interested in botany might call herself 
Rosa while on the road. A name is considered a very 
personal thing, not to be given out lightly.

When a Moon Elf woman marries, she adds her hus-
band’s last name to her own, connected by “de”, to sig-
nify joining his family. For example, if Ysabel  Herrero 
marries Adan Cavo, her name would then be Ysable 
Herrero de Cavo.

Female name examples: Abene, Adelita, Agata, Am-
paro, Berezi, Blanca , Carida, Catalina, Diana, Dolores, 
Desideria, Elodia, Encarna, Esther, Estrella, Felicidad, 
Florina, Garbi, Goizargi, Haizia, Haydee, Itasaso, Itax-
so, Izar, Josefi na, Jone, Kistine, Lara, Leocadia, Lucia, 
Maria, Marisol, Milagros, Miren, Nene, Nerida, Nives, 
Obdulia, Oihana, Osane, Pacifi ca, Paz, Pilar, Rafa-
ela, Reina, Rocio, Salut, Selena, Socoro, Tecla, Teotila, 
Udane, Usoa, Valencia, Yochitl, Yadira, Ysabel, Zorai-
da, Zorion.

Male name examples: Adan, Agapito, Agustin, Ama-
nea, Ander, Arrats, Asier, Bakar, Basajaun, Bengno, 
Bikendi, Calisto, Clixto, Clendelario, Celino, Corrado, 
David, Donato, Edur, Ekaitz, Endika Erasmo, Eztebe, 
Felio, Fermin, Fortunato, Graciano, Gutxi, Hodei, Igon, 
Itzal, Jafet, Jokin, Kemen, Leocadio, Lino, Mariano, 
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Marti, Matxin, Mikel, Naras, Nicolau, Odalis, Orfeo, 
Poncio, Patxi, Petri, Qurno, Rafa, Regulo, Rogelio, 
Saloman, Sindoa, Silvestre, Tancredo, Temas, Tristan, 
Ulises, Vaso, Vinicio, Xavier, Xose , Zuzer, Zorion

Th e above examples can be used for both nome de 
corasones and nome de communidads.

Family name examples:  Abarca, Abasdo, Acosta, 
Abreau, Aiza, Alvarado, Agua, Aritza, Arrida, Barros, 
Bello, Belmonte, Bolivar, Campo, Cabrera, Cavo, Cuer-
vas, Castillo, Delafuente, Delgado, Escarrra, Espinoza, 
Flores, Fuentes, Garza, Grec, Herrero,  Hoguin, Ituru-
bura, Jasso,  Jorda, Losa, Maino, Merlo, Moreno, Mon-
teno, Ola, Paredes, Pen, Prieto, Rana, Rios, Salazar, Si-
erra, Tapia, Urbino, Vargas, Vela, Zalva

Garb

Moon Elves favor loose, fl owing clothing in vibrant 
colors. Blues and purples are especially popular. Em-
broidered embellishment is commonly seen, especially 
in white or silver and soft  curving patterns.  Th e design 
oft en relates to the Moon Elf ’s interests. For example, 
an herbalist may sport an intricate pattern of vines.

Th e rare warrior Moon Elf will wear a garment or a 
sash of dark red, symbolizing both the blood moon and 
their dedication to a necessary fi ght. 

Sages may wear a garment or sash of golden yellow to 
symbolize the harvest moon and their dedication to the 
collection of wisdom and knowledge. 

An elder member of the council may wear a silver gar-
ment or sash as a symbol of the full moon and badge 
of authority.

Warm fabrics made from fi nely woven alpaca or llama 
wool are worn at home due to the cooler temperatures 
underground. Moon Elves have a fondness for soft  fab-
rics in general. Silk is mostly used only for special oc-
casions since it must be imported.  Mourning scarves 
especially are made of silk if at all possible, since these 
are emblematic of not only the Moon Elf ’s grief, but 
also Mother Moon’s as well.

Jewelry is worn by both men and women. Common 
jewelry is simple but well-craft ed in design.

Use of Language

Moon Elves speak Common with precision, though 
they have tendency to roll the letter R and stretch the 
letter S. Th eir original tongue is closely related to the 
original tongue of all Elves. 

Moon Elves choose their words with consideration. 
While they do not oft en lie outright, they should always 
attempt to fi nd the most tactful way of telling the truth. 
Should this become diffi  cult, they typically stay quiet 
as they consider the problem.  More impatient peoples 
mistake this for a sign that Moon Elves are slow wit-
ted, which is a very bad mistake indeed. Moon Elves 
are nothing if not circumspect in their conversations. 
Questions and directness are frowned upon and con-
sidered as a sign of impatience and lack of civility.

Male and Female Interactions

Moon Elves treat each other with grave courtesy. Good 
manners are prized, especially thinking before one 
speaks. Within a family, the eldest is the head, regard-
less of gender. Th e proper address for the head of the 
family is “Respected Mother” or “Respected Father”.

Girls and boys who have not yet come of age have sepa-
rate sleeping quarters within the house, but mingle and 
play together in the common areas. Couples are allowed 
their own rooms. In respect to privacy, one Moon Elf 
will not enter another’s room without an invitation, un-
less there is a dire emergency. 

Th e women of the family raise children, although the 
men are expected to help when their duties do not re-
quire attention. Older siblings are expected to provide 
entertainment and supervision as their other chores al-
low. Th e men of the family usually have jobs outside of 
the home, working in heavier industries and farming. 
Both men and women are encouraged to pursue jobs in 
which they show interest and profi ciency.

Older family members are expected to set a good ex-
ample for the younger members, teaching them to be 
respectful of themselves and others.  
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Feralkyn: “Such dizzying variety is hard to cope with. 
Treat each as they come, for each is quite diff erent from 
the next.”

Dwarvenfolk: “Solid, dependable, and cautious. Of all 
the races, they may very well be the most like us in tem-
perament.”

Briarfolk: “Do not try and follow their thoughts. You 
will only wind up with a headache.  Still, they can ac-
complish amazing things if they can concentrate long 
enough. Th is should perhaps worry us more.”

Moon Elves who have been sent on diplomatic assign-
ments or who are traveling for other reasons will do 
their best to respect the traditions of the people they 
are among. Short of compromising their own morals, 
they will honor and practice local customs, bewildering 
though it can be.

Crafts

Moon Elves have various preferred interests, some of 
which are listed below. Most favor the gentler side of 
craft ing. Spinning, weaving, and dyeing are particu-
larly widespread, with their cloth being a major export. 
Clothing is important for both self-expression and 
warmth since many places in a Moon Elf city can be 
chilly. Dyes are also used for coloring the hair or creat-
ing glazes for pottery. Metal work is also taught, though 
this skill is usually reserved for objects of household use 
or decoration rather than weapons. Th ose few Moon 
Elves that turn their hand to weapons do so with great 
skill and the results are carefully limited in number.

Carving and Gems — Since most Moon Elf cities are 
carved into cliff s or caves, skilled carvers of stone and 
wood can earn a good living. Moon Elves will occa-
sionally come across veins of gemstones when carving 
their homes. Th e results are used for trade or jewelry. 
Particularly fi ne examples are used for temple decora-
tions.

Cooking — Food is commonly simple but hearty. One 
specialty is locally grown mushrooms, sautéed with 
fresh herbs, topped with cheese, and served with crusty 
bread. Rice and root vegetables are also staples, usu-
ally supplemented by fi sh and other small game.  Stews 
of various types are popular during the cold mountain 
winters.

Interracial Interactions

Valaran Elves: “One should never speak ill of kin, and 
so there is little to say.”

Dark Elves: “We grieve for their pain. Th ey are general-
ly the most understanding of our own ways and beliefs, 
since theirs are oft en similar. Be careful, they do have a 
tendency to take things to extremes.”

Humans: “Enthusiastic, exuberant, exhausting, and 
fascinating. Surely such energy is the reason for their 
short lives. Th ey burn bright but brief.”

Wanderers: “Lovely taste in clothing, but hard on one’s 
self control. Be wary of off ered food and drink. It won’t 
do you any lasting damage, but you may regret it in the 
morning.”

Barbarians: “Th ere is a certain appeal in their direct ap-
proach to life.  If you journey with them, bring a healer 
or a fi rst aid kit. You’ll need one, possibly before you’ve 
even set out.”

Faekyn: “Th ey are deep wells of magic without disci-
pline. Be wary in dealing with them; their notions of 
manners can be very strange.”

Dragonkyn: “It may be fortunate they are more focused 
on the material than the magical. Should they ever tru-
ly focus themselves, the results could be disastrous.”

Ogrelings:  “Simple creatures, though powerful in their 
anger. Attempt to direct it in useful ways if at all pos-
sible.”

Orklings: “Another race in need of calm guidance. Th is 
may be best given from a safe distance.”

Gearlings: “A race marking magnifi cent and dangerous 
achievements. Be kind to them, for their like will never 
come to be again.”

Goblinfolk: “Approach with caution. It’s all harmless fun 
until something or someone is broken.”

Florakyn: “Beautiful creatures with much potential, for 
good or for ill.”
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Bookmaking — Moon Elves are great lovers of stories 
and poetry. In addition, many keep journals. Well-
made paper is highly prized.

Pottery — A practical option. Since clay is readily avail-
able, it is put to use for vessels of all kinds, roofi ng tiles 
for outside structures, and fi ne tiles for fl oors. Bright 
but simple patterns are preferred.

Rope-making — Th e very nature of their environment 
requires a certain amount of skill in climbing. Th e 
Moon Elves also create bridges out of rope in places 
where more solid structures would be impractical or 
impossible.

Magical-Based Professions — Magic works in conjunc-
tion with engineering to shape Moon Elf cities. Heal-
ers are always important.  Moon Elves also train them-
selves in the use of magic as their preferred defense. 
Th ose who are skilled in the power of magic are espe-
cially respected. In contrast, those who prefer mundane 
weapons are treated with a bit more caution, as they 
tend to be much more prone to losing emotional con-
trol by Moon Elf standards.

Magic

“Magic is the lifeblood of our world. Use it to better life 
for others, and you will better your own.” — Clara de 
Vallje, Moon Elf scholar

Moon Elves favor magic as a tool and for necessary de-
fense. Th ey are particularly adept at Prime and Essence 
magic. Prime magic that relies on fi re is seen as far too 
chaotic and violent, and only to be used if there is no 
other option. However, a Moon Elf will not hesitate to 
call upon the fl ames of Ra’tol when defending against a 
creature particularly aff ected by fi re.

Magical education and research are very carefully con-
trolled and monitored to ensure advances do not reach 
a dangerous level.  New proposals must be presented 
to the local council for consideration before they are 
allowed to proceed.  Th e Moon Elves have no wish to 
witness a second Cataclysm.

Codes of Behavior

Strive for a peaceful solution above all.

Emotion is a blessing and a curse. Control and restraint 
are to be admired, but not to the point of crippling your 
nature.

Treat others with courtesy.

Be slow to allow intimacy, but give it completely when 
deserved.

Magic is a tool, fi rst and foremost. Using it in violence 
is a regrettable last resort, unless in defense of family or 
friends.

Respect your elders, but do not follow blindly. Th e 
Moon shines on us all.

Life, Customs, and Traditions

Childhood

“We encourage you to explore the world around you. But 
one wonders how you managed to get stuck in there.” — 
Puzzled Moon Elf mother to her wayward child.

Moon Elf children are raised within their family until 
the age of eighteen. At this stage in their life they are 
sent either to a school or an apprenticeship depending 
on their aptitude and inclination. Th is schooling con-
tinues until the age of fi ft y.

Moon Elf children are not expected to show the same 
mental and emotional control as their elders, at least 
not at fi rst. Such is taught through example and gentle 
correction.  Moon Elf children are as mischievous and 
inquisitive as any other children, and their parents take 
delight in their fresh view of the world, while tending 
to any bumps and bruises acquired along the way.

Coming of Age

Moon Elf children reach adulthood at age fi ft y. At this 
age they are presented to the Full Moon Council and 
expected to demonstrate what they have learned, ei-
ther by presenting the results of their craft  or giving a 
practical demonstration of magic. Th e council will ask 
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questions or set challenges as they see fi t - think of it as 
defending a thesis. Should the council approve (it is in-
credibly rare they will not) then the child is considered 
an adult and recorded as having full legal status within 
the community.

Th ese ceremonies are followed by huge parties, which 
are extremely rowdy by Moon Elf standards. Jokes, 
unrestrained laughter, and even the odd prank are al-
lowed. Th is is seen as the last uncontrolled moments of 
childhood.

Marriage and Relationships

“As two lives join, as two hearts rejoice, may your lives 
be sweet as the summer breeze and your love as strong as 
our mountain homes.” — Blessing given by a Moon Elf 
priest during a wedding ceremony

Moon Elves are allowed to marry at age fi ft y. However, 
many wait until they are older as it is an important de-
cision in their lives. Boys and girls are allowed to court 
as they see fi t as long as proper decorum is observed. A 
parent reserves the right to step in and off er guidance 
or correction should the couple’s behavior become a bit 
too enthusiastic.

Small gift s are exchanged, usually the product of the 
courting couple’s own craft  or hobby.

Formal declarations of intent are made before the cou-
ple’s parents to obtain their blessing.

A wedding is a very solemn occasion, the joining of 
two lives and two families. To an outsider the ceremo-
ny seems almost cold. Th e couple and the assembled 
witnesses are silent for the majority of the proceedings, 
only breaking silence to chant responses to the offi  ci-
ant’s questions.  Small chimes are sounded aft er each 
response to symbolize the harmony between the cou-
ple.

Th e fi nal act of the wedding is completed when a long 
cloth is draped over the heads of the couple, hiding 
them from view. At this time, they are expected to ex-
change their birth names as a seal on their intimacy. A 
feast follows, and while it is much more relaxed than 
the ceremony itself, it is still a far cry from the rowdy 
celebrations common among other races.

Childbirth

“Sister dear, this work has left  you as rosy as a Wanderer! 
Be careful, or your child will not recognize you!” — An 
expectant mother’s younger sister teasing her to ease 
the tension.

Like other Elven cultures on Valara, Moon Elf preg-
nancy lasts close to fi ft een months. An expectant Moon 
Elf mother goes into seclusion in her quarters as her 
time gets close. Joining her in waiting, other female 
members of the family tend to her needs, including one 
person designated to pass messages to those outside. A 
midwife who is a member of the father or the mother’s 
family, if possible, is usually in attendance.

A small shrine to both Mother Moon and Ge’lina is 
brought in to the seclusion quarters to ask their bless-
ing and protection during labor.

Childbirth is one of the times when it is acceptable to 
show emotions openly and freely – preferably happy 
emotions, but a little worry is accepted.  Friends and 
family who have not joined the mother in seclusion 
will gather close at hand to wait for news, oft en telling 
stories about the parents and teasing the father for his 
worry. Th e idea is to create a happy atmosphere for the 
child as it is born.

A quilt made from patches provided by friends and 
family, traditionally stitched together by the grand-
mothers and aunts, is given as the child’s fi rst birthday 
gift . Th e patches are sometimes the product of the con-
tributor’s own craft , or they are reused from loved but 
no longer wearable clothes. Th ese colorful quilts are 
cherished through the child’s lifetime. Family members 
taking care of the child will use the patches as the start-
ing points for bedtime stories. For example, pointing to 
a patch with a mended place, the story might start, “I 
had decided, for reasons I can’t quite explain, that col-
lecting moss from the high ledge over the school’s gate 
was a good way to start a garden...”

Death

“Here is my brother, his mortal journey at an end. Ances-
tors, welcome him home as he begins his journey across 
the sky.” — Words spoken by a bereaved Moon Elf as 
ashes are scattered.
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Moon Elf funerals usually confuse outsiders, who of-
ten think they’ve stumbled into a party by mistake. In-
stead of being quiet and sad occasions, the Moon Elves 
are found laughing, singing, and joking. To the Moon 
Elves, a funeral is a celebration of a person’s life. If that 
life has been well lived, a celebration is in order. Aft er 
all, the deceased has gone to join their ancestors among 
the stars and at the side of Mother Moon.

As a result, Moon Elves have a tendency to let out a 
short laugh when told of a death. Suffi  ce to say, this 
usually requires explanation in order to avoid damag-
ing the feelings of others. It is common to say Moon 
Elves are more likely to mourn the method of passing 
than the death itself. In other words, they are sad the 
person may have been in pain, but happy it is over and 
the deceased has gone to their fi nal rest. 

Moon Elves are cremated to aid their journey to the 
skies. Th e actual cremation takes place in a dedicated 
area just outside the city. An altar dedicated to Seneroth 
presides over the cremation in order to curry his favor 
for a smooth transition for the departed. Th e ashes are 
collected into a plain grey urn called a “vaso de spirito” 
and given to a family member or close friend as desig-
nated by the deceased. Along with a small group of oth-
er family and friends, the designated Elf next climbs to 
the highest available peak in the area.  As they pursue 
their journey, which is frequently diffi  cult, they contin-
ue to tell stories about the deceased, sing songs of cel-
ebration, and generally maintain a cheerful demeanor. 
Upon reaching the peak, the courier of the vaso de 
spirito is expected to scatter the ashes with due cere-
mony, calling out the deceased Elf ’s nome de corasone 
so the ancestors will recognize and welcome him or her 
into their company. Th e empty urn is either returned 
to the family to be placed in a private memorial or set 
in the temple of Ra’tol itself if the Elf in question was 
particularly prominent.

Family and close friends wear a grey sash with a small 
pearl decoration for a year as a symbol of mourning.  
Whenever possible the sashes are made of silk, but any 
fi nely woven material is acceptable.

Superstitions

Moon Elves are fond of gems that remind them of the 
Moon, such as opals, Moonstones, and other white 
gems. However, pearls are considered bad luck or a 

sign of mourning, as they represent the tears shed by 
Mother Moon at the death of Father Elf.

An oath made on the moon must be kept at all cost, lest 
the wrath of the ancestors fall on the oath breaker.

Rabbits, hares, owls, frogs, wolves, and bats are consid-
ered messengers from Mother Moon and are treated 
with great respect. Occasionally this causes some con-
fusion in dealing with the Feralkyn for fi rst time travel-
ers.

Werewolves are a touchy subject. While their connec-
tion to the Moon is undeniable, the damage of which 
they are capable is hard to overlook. Moon Elves be-
lieve Mother Moon originally blessed such creatures as 
strong protectors for those in need, but some became 
corrupted and turned to evil ways.  As a result, were-
wolves are treated with extreme caution if not outright 
suspicion and avoidance. Despite their connection to 
the moon, a Moon Elf will not hesitate to defend one-
self from a werewolf if threatened.

Society and its Organization

Politics

“In times of distress, the stars remain calm.” — Kemen 
Fuentes, Elder of Lunea Major

Most matters aff ecting an immediate family are de-
cided within the family, usually discussed over a meal. 
For matters aff ecting a community as a whole, a coun-
cil made up of the elders of each family meets at least 
once a month on the full moon, or on demand should 
something serious occur. Local trade, apprenticeships 
and other local matters are discussed. An Elf wish-
ing to travel must gain permission from the council, 
though this is rarely denied. Th is council is called the 
Lun’demin.

A full council of elders from each city is also called on 
the full moon to discuss matters aff ecting the Moon 
Elves as a whole.  Th is council is called the Lun’degran, 
or the Full Moon Council. To them is given the power 
to decide trade with other races, appoint diplomats, 
and declare war in extreme times.
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Religion

“We honor those who watch the world and bestow their 
blessings upon us, and who keep us within their guiding 
thoughts.” — Opening Litany of a Moon Elf service to 
the Paragons.

Th e Moon Elves give deference to the Paragons, but 
primarily worship Mother Moon and Father Elf as 
their fi rst ancestors.  Each phase of the Moon has cor-
responding observances within the temples. However, 
most Moon Elves observe the new and the full Moon 
only, especially when away from home. Th e stars are 
considered to be the resting places of the ancestors and 
are looked to for guidance accordingly.

Th e Temple of Undinae is always situated in such a way 
to allow a source of water to enter the space, either as 
a diverted spring or a natural fall. Whenever possible a 
space is chosen that has been at least partially carved 
out by the natural fl ow of water. Th is is seen as the god-
dess indicating where she would like her temple – with 
the gracious permission of Cragmathe, of course. Th e 
Moon Elves are careful to thank the goddess for the 
spaces and water she provides in their rocky homes, 
knowing that it would be nearly impossible to live there 
otherwise.  Small chimes carved from imported shells 
are hung in the natural fl ow as music.

Th e Temple of Elyssinu is one of the few located clos-
er to the surface, oft en with a natural or constructed 
chimney to allow the wind to enter.  Th e Moon Elves 
see the connection between the air and the sky and 
honor the goddess accordingly.  Small pipes of diff erent 
diameters and lengths are set so as to catch the breeze 
and provide music.

Th e Temple of Cragmathe is usually the third largest, 
just behind those dedicated to Mother Moon and Fa-
ther Elf, in recognition of the shelter the god provides. 
It is inset with crystals oft en magically enhanced to 
provide a soft  glow.  One of the most impressive is in 
Lunea Majora, carved from a natural salt deposit, giv-
ing it a beautiful glow when lit. Moon Elves who have 
gone traveling will oft en bring back small stones from 
the places they’ve been and leave them in this temple as 
decorations.

Th e Temple of Ga’lar and Ge’lina is divided in half by a 

wavy line down its center. Th is shows they are separate 
but equal aspects of life. Ge’lina’s half is decorated with 
fl owers and other plants brought down daily from the 
surface during the spring or grown in sheltered places 
underground during the winter. Ga’lar’s half is carved 
with spells of protection against the undead, meant to 
help the god in his struggle.

Th e Temple of Ra’tol is the smallest, but still carefully 
maintained as the Moon Elves recognize the impor-
tance of fi re even in its violent tendencies. A fi re is kept 
burning on the altar and the décor heavily favors reds 
and yellows.  

Th e Temple of Seneroth is a quiet place of contempla-
tion, carved from or decorated in grey stone.  Memori-
als to important Moon Elves are found here in the form 
of the urns used to carry them to their rest. 

Th e Temple of Mother Moon, who is called Mathdre 
Lune by the Moon Elves, is the meeting place of the 
councils. Built out in the open on the mountainside, 
it is a massive henge called a Dua’lunulae and aligned 
with the movements of the moon and the stars. Mirrors 
are highly prized as representations of the Moon. A 
mirror made of glass or a silver basin of water is kept in 
the henge where the councils meet. Th is mirror shows 
the Moon’s presence in the deliberations even if her ac-
tual face is obscured. 

Th e Temple of Father Elf is always located adjacent to 
the Temple of Mother Moon and takes the form of a 
small house or cave if possible. A sculpture represent-
ing the ancestor is the main focus. Th is sculpture is 
carved from pale stone such as marble. Th e features 
are left  vague, as no confi rmed record of Father Elf ’s 
face or features is available. Areas for meditation are 
provided. Niches for tablets commemorating Moon Elf 
accomplishments line the walls. Th e devotees of Father 
Elf most oft en provide the scribes and historians for the 
Moon Elves.

An eclipse is a time of extra prayer for the Moon Elves, 
believing the eclipse as a warning portent.  Various 
methods of prophecy are consulted, including scrying 
and the patterns of the stars.

Moon Elves forced to shed sentient blood will do pen-
ance in the temples of Mother Moon, not in regret 
for necessary deeds, but in regret that more peaceful 
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means failed.  Th is is frequently followed by a period 
of seclusion in order to allow the Moon Elf to come to 
terms with what has happened. In the case of warriors, 
this penance is not required aft er every incident but it is 
strongly encouraged at regular intervals to help main-
tain the fi ghter’s personal mental and spiritual stability.

Education

At the age of eighteen, Moon Elf children are either en-
rolled in one of the schools of magic or placed in ap-
prenticeships to learn a trade. Tests and interviews are 
done to determine the child’s inclination and potential 
aptitude.  Schooling or apprenticeships last until at least 
the age of fi ft y, when the child comes of age.

C.O.M.E.T. is an option, but only aft er long, thorough 
discussions. While the Moon Elves understand its pur-
pose, they worry there is such a thing as too much out-
side control.

Storytelling is a commonly used method of teaching 
and a very popular form of entertainment.

Short trips are oft en arranged for children to observe 
various trades or explore nearby areas under close su-
pervision.

Trades and Training

Living in the mountainous regions means that some 
necessary trades can be tricky. Th e Moon Elves have 
developed a system of terraces and aqueducts to aid in 
farming in the hills. Th e citizens of Cuzara have suc-
ceeded in growing grapes for wine in the surrounding 
volcanic soil.

Hearty mountain animals such as alpaca and llamas are 
raised mostly for their wool, which is used to produce 
cloth for home and export. Th ey are also used for meat 
on very special occasions, such as a coming of age cel-
ebration. Otherwise, small game tends to supply most 
of the meat in a Moon Elf diet, supplemented by forag-
ing and what is grown or acquired in trade.

Both stonemasons and woodcarvers are paramount 
in maintaining and expanding Moon Elf cities. While 
stone is abundant, wood must be harvested from the 
lower slopes or forests further away.

Hands-on trades are taught through a system of appren-
ticeships negotiated between families. Guilds answer-
able to the Councils oversee standards of education and 
quality and are named aft er the skill they teach: Potters, 
Weavers, and Dyers, to name a few.

Training provided in schools called “Academias” main-
ly focuses on magical skills. Th e temple associated with 
their main focus usually oversees these schools. Inde-
pendent schools taught by esteemed masters are also 
encouraged.  One of the most respected is the Aca-
demia of Erlante Borha, a devoted follower of Ga’lar 
and Ge’lina, which is renowned for its healers and paci-
fi ers of the undead.

Military

“Do not create a sword unless you mean to pick it up. Do 
not pick up your sword unless you mean to wear it. Do 
not wear your sword unless you mean to draw it. Do not 
draw your sword unless you mean to bloody it. Do not 
sheathe it until you have.” — Th e Moon Elf warrior code 
as set down by Ricard Guerro

Very few Moon Elves are drawn to the path of the war-
rior, unsurprising given their preference for diplomacy 
over fi ghting and magic over weapons. Th is does not 
mean they are unskilled in war, just hesitant to commit 
to such unless all other options have been exhausted.  
Th ose who wield conventional weapons will most fre-
quently be Spellswords, using magic alongside of steel, 
with magic being the fi rst focus.

When Moon Elves commit to war, they do so com-
pletely, wielding the strongest magic at their disposal in 
their own defense. Th ey give new meaning to the con-
cept of “total war”. 

During times of war, Moon Elves relax their modes of 
speech, becoming more direct rather than circumspect. 
While considered rude during times of peace, ques-
tions are openly accepted during times of war. 

V
a

l
a

r
a

n
 C

u
l

t
u

r
e

s



64

Law and Punishment

“Above all, strive for harmony, within yourself and within 
your community. Respect those around you as you wish 
to be respected. Act for the good of all, and you will there-
by better yourself.” — Clara Escarra, priestess of Ga’lar 
and Ge’lina

It is rare for a Moon Elf to transgress to the point where 
intervention is required. Punishments tend towards the 
loss of status, community service, seclusion with super-
vision, or in extreme cases, exile.

While the death penalty is on the books for the most 
horrible of crimes such as murder or treason, it has not 
been used within living Elf memory. Th is sentence is 
carried out by throwing the off ender from the highest 
available peak and leaving the body for the scavengers 
to scatter, thus denying the off ender a place among the 
ancestors.

Location on Valara

“Th e soaring hidden spires of home, sheltered by the 
mountains, blessed by the Moon.” — Line of poetry from 
“Contemplations of Travel” by Fermin Montero

Very few outsiders have ever seen a Moon Elf city, and 
many do not know they exist. Th ere are fi ve major cit-
ies: the capitol Lunea Majora, Lunea Minora, Marea, 
Platara, and Cuzara. Each is located in the mountains 
and carved into the rock itself. While there are spires 
and structures above ground carved skillfully into 
the cliff s, most of the life of the city takes place below 
the surface.  Smaller villages and towns are scattered 
through the mountains and are usually near a place 
where the Elves have some sort of industry or interest.

Artifi cial or modifi ed natural plateaus used for farm-
ing surround each city. In addition, one plateau is set 
aside for a grand structure used for the meeting of the 
councils during the full moon.  Th is structure, called a 
Dua’lunulae, includes seats for the council, a podium 
for the person speaking, the sacred mirror on an altar, 
and a very clear view of the night sky.

Below the ground, cities are neatly laid out while still 
working with the natural curves and quirks of the 
stone. Shaft s bored to the surface provide ventilation 

and lighting. Wherever possible this is done through 
naturally existing shaft s to prevent causing additional 
stress to the structure.  Th ese vents are especially im-
portant for areas devoted to industry.

Homes are arranged around a small central courtyard 
where the family relaxes. Th is is considered the heart of 
the home and strangers are very rarely invited in. Each 
home has a larger area set aside for entertaining guests. 
Some are built free standing in large open caves, where-
as others are carved into the cave walls. 

Tapestries are very popular both for aesthetic purposes 
and for warmth. Other decorations include souvenirs 
brought back by travelers or items that simply appeal 
to the owner.

Creation Myths, Ancient Stories, 
Heroes of Old, History

Under wide and sheltering dark
Under shining scattered stars
Father Elf and his companions dear
Roamed gladly through the cooling night

Restless though through smiles and songs
Father Elf uneasy felt
Upon a lake both vast and deep
Companions gazed at dappled waves
Clear the shine of Lady Moon
In water chill refl ected well
Serene and fi ne the sight to see
Father Elf was ill at ease

“See there our lady,” companions teased
”Out for a late night swim
“Th e water is cold, dear Father Elf
“Perhaps you could coax her out!”

To the vault above Father Elf did turn
“Our lady is not there.” He said.
“How then does her refl ection show?”
A silence fell on teasing tongues.

Quick as thought he sent them forth
For grasses long, and then did weave
A sturdy net, he cast it in
Once, twice, and third time was the charm
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He felt the weight upon the strands
“As one we pull! Together all!”
Th e Moon did move, no refl ection this
Across the surface of the lake

Th ey drew her forth, her robes aswirl
Tight shut her eyes, and still her breath
Tangled her hair in rushes green
And cold her face as the oldest stone

Father Elf did lay her down
Companions wailed in mortal pain
He took her hand in tenderness
And gazed upon that precious face

In sorrow did he lean quite close
And kiss those lips though icy blue
And to his joy and terror too
He saw her stir, and start to breathe.

Her eyes did open and with a smile
His heart did leap into her keeping
He drew her close to warm embrace
To still the shivers that she felt

By fi re’s light she told her tale
Of stops to rest, bending to drink
Becoming tangled in the reeds
And feeling life begin to fade

Bright her eyes as she looked to her hero
Quick his breath as he looked on her blushes
By fate entwined and quite accepting
Close side by side they sat and talked

Long nights together did they wander
Whispering fond and loving words
In meadows soft  they lay close together
To watch as stars danced across the sky

Soon did Lady Moon grow brighter
Soon did give him children fi ne
As pale as Mother Moon and yet
As wise withal as Father Elf

Many happy years did pass
Th e children grew in wisdom fair
But in this world the truth is hard
And none may live beyond their time

In peace did Father Elf depart
In sorrow Mother Moon did weep
Fine tears of pearl upon her cheeks
Her scarf of grey drawn across her face

To her children bid farewell
She rose back up into the sky
In pity the Paragons decreed
One visit monthly for the pair

And as that day grows ever closer
Mother Moon more brightly shines
And at Father Elf ’s bitter departure
Hides her face again in grief

So do we keep the story close
Of our Mother and our Father dear
Ever watching from above us
Ever in our hearts and thoughts

— As set down by Eloisa Peres, poet

Elf - Dark Elf

Th ey call themselves the Kurashai, which means the 
Enlightened Ones in the common Valaran tongue. Col-
loquially referred to as Dark Elves, they celebrate the 
passion inherent in living. In the ancient past, before 
the Cataclysm, all Kurashai were one people. Today 
they view themselves as two separate peoples: the Ken-
shin-kai and the Michi, split by the philosophy which 
governs how each faction expresses their passions. 
Both factions are ruled over by the Emperor and Em-
press. Th is division occurred in the Th ird Age, aft er the 
Cataclysm had torn the original Kurashai apart, burn-
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ing their skin black and weakening their spirits, even 
robbing them of their ability to resurrect aft er dying. 

Th e Cataclysm caused the Kurashai to change much 
about themselves. Once it was known that the Kuras-
hai could no longer resurrect aft er death, they began 
to treat their lives very diff erently. Th e Emperor and 
Empress permanently banned their people from tak-
ing their own lives over the matter of personal honor. 
Instead they promoted the idea of strength of mind and 
body, giving honor to those who followed this path. 
Aft er centuries enduring this burden, some Kurashai 
regained the ability to resurrect aft er death. It was dis-
covered that only those with very strong spirits can res-
urrect, and it is they who are destined to protect the 
Kurashai people. 

While there are certainly isolated examples of Kuras-
hai who strive to fi nd their own perspective and way 
of life, outside the cultural boundries and expectations 
of society, these are few, and most are considered Out-
siders. Th e Kenshin-kai look upon these outsiders as 
little better than savage and undisciplined dogs, while 
the Michi see them as unenlightened fools who believe 
they can change the course of Th e Way.

Personality Traits

Where the Kenshin-kai Empire have devoted them-
selves utterly to the focused mastery of their passions, 
the Michi Monastery believes in a harmonious life, ac-
cepting one’s passions and the roles they play in the 
greater cosmic design. 

Kenshin-kai are oft en thought to be extremists, and 
with good reason, as they devote all their passions to 
the tasks before them. Th e Michi choose a life incorpo-
rating balance in each action. 

Th e Kenshin-kai are considered to be one of the proud-
est of all elves. Pride in one’s Emperor and Empress, 
pride in one’s ancestors, pride in one’s family, and pride 
in oneself rules the Kenshin-kai life. Th e combination 
of pride of place in one’s society and the focus with 
which one pursues it means that the Kenshin-kai are 
rarely random in their actions.  A Kenshin-kai will 
evaluate whether an action or task will add to the fam-
ily honor or help with one’s training before undertak-
ing it.  To other races, this makes the Kenshin-kai seem 

slow to action. However, once a course of action is cho-
sen, they follow it unswervingly with little tolerance 
for dithering.  Th e perception of upholding one’s place 
in the cosmic design or “face” is very important to the 
Kenshin-kai and this is never far from their thoughts.  

Th e Michi believe in complete selfl essness. Pride is a 
terrible distraction to this, and while they honor the 
teachings of the Grand Master, they accept that even 
he or she is ultimately meaningless and nothing when 
compared to the grand design of Th e Way. While family 
and children warm the heart and they are quite protec-
tive of their kin, they understand and accept that even 
family is but a momentary joy, much like the cherry 
blossom. While the Michi spend many long decades 
in monasteries for training, it is common for them to 
travel to expand their perspectives and experiences so 
they may better understand the totality of Th e Way.  
Th is appreciation that all things are part of Th e Way 
means the Michi may seem inordinately curious about 
or awe-struck by the world. Th ey also try to experience 
as much of the world as possible, which can lead to 
spurts of hedonism and asceticism.  However, no Michi 
would tempt fate in this way without meditation before 
and aft er to understand how it fi ts into the balance of 
Th e Way.  

Out-Of-Game Racial Requirements

Makeup — Any exposed skin must be covered with 
black makeup or clothing such as body suits or form-
fi tted shirts or tights. Hair must be covered with either 
wigs or hair color in white or silver. Black elf ears are 
required. Players may not cover their ears with ban-
danas, hats or other costuming to avoid representing 
the pointed elf ear.

Preferred Skills —  While almost any skills are encour-
aged, the Kenshin-kai looks down upon any who spread 
their skills too thin.  It is believed that those without 
focus are not pursuing excellence and it lessens their 
quality of service to the Empire.  Whether one is an 
artifi cer or a spellsword, the focus should be excelling 
in those skills.  However, the one skill that almost every 
adult of the Empire possesses is the ability to wield a 
blade.  Th is is seen as a promise to be the last defense 
of the head of a house or the Emperor and Empress. 
Th e Kurashai believe the highest honor one can attain 
is to sacrifi ce one’s life in service to the Emperor and 
Empress. 
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Where the Kenshin-kai prefer total dedication in learn-
ing a single trade, the Michi Monastery encourages 
walking a wide path and learning many skills. Most 
Michi cast a wary eye upon any who would focus com-
pletely on one or two types of skills. Th ose who only 
focus on a single task risk losing sight of the bigger pic-
ture, and Th e Way.

Other — Once every ten skill points, Dark Elves may 
purchase Resist Repulsion, Resist Beserked, or Resist Si-
lenced. In addition, at character creation, Dark Elves 
gain six Health Points, three Mana Points and one Ar-
mor Defl ection Rating.

General Facts About Dark Elves

Lifespan — 200 to 400 years. Childhood lasts for 60 
years.  Adolescence is from 60 to 90 years.  Th e earliest 
a youth may test for adulthood is age 85 and those who 
do not test by the age of 100 are considered backward.  
Most test at age 90.    

Primary Racial Traits — All Kurashai have black skin. 
Th eir ears are pointed just as their Elven cousins. Th eir 
hair is white or silver.   

Names and Naming Traditions

Th e Kurashai classifi es each family as a House. Only 
the seven Celestial Houses are considered to be nobil-
ity among the Kurashai people. Th is nobility is typical-
ly not recognized by other races outside the Kurashai 
lands. 

Common Female Names: Many female names are ac-
tually the words for fl owers or stereotypically feminine 
virtues (such as gentleness, obedience) in the Kurashai 
language.  Also, the -lo suffi  x indicates a female name.  
Some currently popular female names are Ailo, Etsu-
lo, Hana, Kiku, Manami, Mitsulo, Lanlo, Wynelo and 
Palenlo.  

Common Male Names: Many male names are the 
words for animals or stereotypically masculine virtues 
(courage and strength, for example) in the Kurashai 
language.  Th e -do suffi  x indicates a male name. Some 
common male names are Gorudo, Hikido, Kenta, Lin-
do, Alendo, Xi and Mayan.  

Common House Names: Minor House names are de-

scended from the seven major House names.  Prefi xes 
such as Na- and Ni-, as well as -Ro and -Sha for suffi  xes, 
are used with all or part of major house names.  Over 
time, these names become modifi ed and may be dif-
fi cult to trace to the original major House names, but 
the members of the minor House will always be able 
to explain the history.  For example: House Nanikaero 
was originally an off shoot of House Kaede, Nikaede.  It 
then became Nikaedero, then Nanikaedero, and fi nally 
Nanikaero.  

Dark Elves introduce themselves by stating their name 
followed by their House name. For example, Kiku of 
the minor House Nanikaero would introduce herself as 
Kiku of House Nanikaero.

Th e seven Celestial Houses are Meiyo, Yuki, Seiren 
Kepakku, Jihi, Shojiki, Kaede, Akira

Th e current major Houses are Yuu, Tsubasa, Hinata, 
Kohaku, and Shiori

Garb

Kenshin-kai — Kenshin-kai prefer loose fi tting and 
fl uid robes. One can always tell if another is of higher 
station or a member of a specifi c House by the fabric 
and design of one’s robe. Members of major Houses 
wear silk robes bearing large, stylized symbols of their 
Houses while those belonging to minor Houses oft en 
wear simple cotton robes with small embroidered em-
bellishments. 

Warriors of the Kenshin-kai prefer lamellar armor of 
varying degrees of craft smanship and design. Th e more 
ornate and well-craft ed a warrior’s armor, the higher 
station they have within the Empire. It is said that the 
Emperor and Empress own suits of plate forged from 
diamonds and adorned in rubies and emeralds ar-
ranged in a rose pattern. 

Michi — Th e Monks of the Michi Order prefer loose 
fi tting robes or simple cloth suits. Th e colors worn are 
the distinguishing trait for one’s experience and level of 
enlightenment attained. Disciples begin their training 
with dim colored grey robes. Gradually the robes fade 
from gray to blue, yellow to orange, and fi nally pure 
white marking one’s transcendence and mastery. Th ere 
are usually no embellishments adorning Michi robes. 
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Use of Language

Kenshin-kai — All Kenshin-kai speak one shared na-
tive language, believed to be the original language of 
the Kurashai race. At the age of fi ft y they are instructed 
in the Common language as well. While it is consid-
ered somewhat rare, some members of the Kenshin-kai 
Empire have learned some of the various dialects of the 
Michi provinces. 

Michi — While the Michi have one shared language, 
found in each of the provinces are hundreds of known 
dialects. One could spend an entire lifetime attempt-
ing to master them all. Every Michi citizen is encour-
aged to learn as many languages as possible. However, 
all speak the Common trade-tongue of Valara fl uently.

Male/Female Interactions

Kenshin-kai — From the casual outsider’s perception, 
female members of the Kenshin-kai Empire may seem 
to be oppressed. However, the truth of the matter is 
quite a diff erent story. While it is true that most of the 
male Kurashai occupy the public seats of power, there 
is almost always a powerful female presence behind the 
scenes helping to guide and manipulate the course of 
politics and commerce. At one point in Kenshin-Kai 
history, women were unable to inherit land or House 
title.  Th is changed six hundred years aft er the Cata-
clysm when the Emperor Meiyo Yuu Hiraku and his 
wife, long believed barren, produced their one and only 
heir, Princess Meiyo Yuu Emi.  Th is was taken as a sign 
that traditions needed to change.  Since then, all houses 
have allowed women to inherit if she is the only child. 
Some have enshrined in their traditions that the eldest 
child, regardless of gender, is the one destined to lead 
the House according to the great cosmic order.  Howev-
er, it is still rare for women to be in any non-hereditary 
position, such as the leader of a guild or guard contin-
gent.  

Michi — Both genders are accepted openly and public-
ly, but this was not always true. Legends speak of a time 
when male Kurashai prevented females from training 
within the temples. It was believed in the early days 
of the Michi Monastery that women were a distrac-
tion from the Way. It was not until Palenlo of House Ju 
disguised herself as a male and completed her studies 
at the Monastery that females were able to gain accep-

tance. No female has ever been chosen as Grand Master 
of Enlightenment since women are expected to marry 
in time and produce children. It is believed that the 
Grand Master of Enlightenment must be free from all 
encumbrances in order to lead his people in Th e Way. 

Inter-racial Interactions

Kenshin-kai — Th e Kenshin-kai Empire has a very ob-
vious air of superiority. Be it because of their very long 
life spans or because of their intense discipline and fo-
cus, they believe themselves to be above all other races. 
Nonetheless, they learned long ago that trade and alli-
ances are worth the time spent with those who prove 
themselves to be of suitable discipline and honor, no 
matter one’s heritage. Despite these eff orts, trade with 
the Kenshin-kai Empire is further complicated due to 
the hard-to-fi nd trade city of Kiroi Jen Sho. It is here, in 
the primary province of House Akira, all Kenshin-kai 
craft smen send their wares to be sold. Unfortunately, 
there are very few traders willing to wait until true dark 
for the city’s entrance to be revealed by the light of the 
stars.

Bound by their shared ancestry, the Kenshin-Kai view 
other Elves as worthy allies. However, even among 
these blood ties, the Moon Elves are valued above their 
Valaran cousins due to their staunch discipline and fo-
cus. Among the other races, it is Wanderers who the 
Kenshin-Kai view as most valued trading partners.  
Th is makes Wanderers the most tolerated of the other 
races, if not generally the most esteemed.  Legend says 
a group of Wanderers visited the trade city of Kiroi Jen 
Sho. In an attempt to make their desire for trade un-
derstood across the language barrier, they put on such 
a show that the fi rst Kenshin-kai guards and traders to 
meet with them could not help but laugh.  Th e Wander-
er party took this as such a good sign that they laughed 
as well.  Th is led to a soft  spot for Wanderers among the 
merchants and guards of House Yuu.  Similar trading 
techniques have produced interracial bridges between 
those of House Akira and the Dwarvenfolk.  

House Kaede’s friendship with the Florakyn came from 
an unfortunate incident when a team of Kaede foresters 
stumbled into a grove of Florakyn who had been cursed 
to sleep.  It was a wholesale slaughter until Kaede Irisho 
realized the sap fl owing so freely was blood. Quickly, 
he called upon the aid of several mages and lorekeepers 
to release the curse. It was lift ed, but only three of the 
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Florakyn survived. In recompense for his error, Kaede 
Irisho vowed the Florakyn would be as his family.  Th e 
survivors, led by Alya Quercus, in turn vowed to be 
protectors and guides for her Dark Elven kin through 
even deeper parts of the forests.  Th e legend says that 
several herbal remedies and poisons were taught to 
Kaede by these Florakyn and their descendants. 

Aside from these friendships, the Kenshin-kai are sus-
picious and disdainful to other races.  Goblinfolk are 
viewed as pests. Faekyn are dangerously tricky. Fer-
alkyn are simply wild freaks. Orklings, Ogrelings, and 
Barbarians are uncouth and dangerous in large num-
bers. Gearlings, Briarfolk, and Humans are not well 
known and arouse curiosity and suspicion.  Dragonkyn 
are oft en viewed with something akin to awe, and wise 
Kenshin-kai recognize the danger in this. Of course, 
individual Kenshin-kai may form friendships among 
members of other races, but it is an individual eff ort to 
overcome these ingrained perceptions.     

Michi — While more temperamental and fl uid than the 
Kenshin-kai Empire, the Michi Monasteries view out-
siders as a possible distraction to their enlightenment. 
Many Disciples oft en fi nd themselves distracted by vis-
itors, much to the disappointment of their elders. How-
ever, the need for trade has not been overlooked. While 
almost never invited into temple grounds, traders and 
visitors are welcomed into the many wondrous gardens 
designed entertain guests.  Members of other races are 
considered on a case-by-case basis by the Michi, who 
are reluctant to make racial generalizations.  Th ey have 
come to accept the variety within their own race, and 
they do not presume that any other race is more pre-
dictable or easy to understand. 

Crafts

Kenshin-kai — All members are encouraged to culti-
vate one form of art. Many practice calligraphy, paint-
ing, songwriting, or poetry. Known throughout Valara 
as being true Grandmaster Smiths of sword and blade, 
any warrior who has earned the right to carry a Kuras-
hai blade has achieved the highest honor to which one 
can aspire.

Michi — Each member of the Michi Monastery is en-
couraged to further their understanding of philosophy 
and how they fi t into Th e Way, or Cosmic Role. Th ey are 

taught about the Realms and Paragons from a humble 
perspective in an eff ort to fl ow with the energy of Th e 
Way, instead of opposing its tide or attempting to infl u-
ence its outcome.  Members of the Michi Monastery are 
more likely to be lorekeepers than craft smen, though 
many have learned the basics of practical trades to keep 
the body strong during the work of the mind and soul.  

Magic

Kenshin-kai — Th ey are masters of Prime magics and 
known to be the most tactical healers of Essence mag-
ics. Th e Kenshin-kai Empire takes pride in producing 
some of the most accomplished craft ers of magical 
items. Th e practice of Wild Magic is STRONGLY dis-
couraged. Th e very idea of producing undead is seen as 
blasphemous and the most sacrilegious dishonor one’s 
family could ever endure.  

Michi — While all forms of magic are encouraged, it is 
from a very unorthodox perspective. Th e Michi Mon-
astery is legendary for producing some of the most 
powerful dual-schooled and tri-schooled sages. Upon 
undertaking magical studies, each student is encour-
aged to experience the three diff erent schools equally. 
Michi believe if one focuses on a single school, then 
he may diminish his own enlightenment and further 
remove himself from his place in Th e Way.

Neither the Kenshin-kai nor the Michi place any stig-
mas on those who would seek to pursue martial train-
ing over magic. 

Codes of Behavior

Kenshin-kai — Th e founding principles of the Ken-
shin-kai Empire are known as the Kojiki. Th e idea of 
Kojiki is both a philosophy and law within the Empire. 
Every member, down to the lowest of commoners is 
EXPECTED to apply the Kojiki to each and every facet 
of their lives. 

Th e Kojiki is based upon seven virtues: courage, recti-
tude, benevolence, respect, honesty, honor, and loyalty. 
Each aspect has its own application and reverence to 
both the Empire and the ruling Emperor and Empress. 
Some sayings exist to help the young remember to em-
body these virtues as they mature.  
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and greatest honor is an honorable death in battle.

Th e Kenshin-kai Empire follows a very rigid structure 
of social clout. At its highest point is the Imperial Fam-
ily. Believed to trace its roots back to the fi rst Elven 
family, the royal bloodline has never been broken. 

As it applies to the individual, each and every action 
is in dedication to the Emperor and Empress, for it is 
in their honor that each individual Kenshin-kai serves. 
Th e individual’s family earns honor and respect as 
handed down justly by the Emperor and Empress. Of 
course, this is the ideal and expected outcome. How-
ever, there have always been rumors of manipulation, 
selfi shness, and greed. Th e Empire views these sacri-
legious rumors as nothing more than lies and tempta-
tions designed to pull the virtuous away from the truth 
and honor of the Empire. 

Michi — Every follower of the Michi Monastery, from 
the youngest disciples to the Grand Master, accepts 
the Ethics of the Way. Some scholars believe the Eth-
ics of the Way to be the original teachings of the Para-
gons themselves, though only those rare few who have 
achieved true enlightenment could ever say with any 
certainty. Where the Kenshin-kai expects its followers 
to apply the Kojiki to one’s life, the Michi Monastery 
teaches its followers to apply their life to the Ethics of 
selfl essness, moderation, embracing the mystery, non-
contrivance, detachment, and humility. 

Within the Michi Monastery, a very simple truth pre-
vails: “You shall accept that each individual has a place 
and role within Th e Way. Only by completely remov-
ing all aspects of self can one attain true mastery over 
one’s powerful and passionate emotions.” One must 
completely give away any sense of self to become one 
with all things. In doing so, mastery of self is no longer 
required, for one is both everything as well as nothing, 
elevating the Kurashai to a higher state where one is 
free of manipulation.

LIFE, CUSTOMS, AND TRADITIONS

Childhood

Kenshin-kai — Educated from birth to focus their in-
tense passions, all Kenshin-kai are taught to read and 
write at the youngest possible ages, oft en using their de-
tailed lineage as a method of practice. Th e House into 

Courage: He who has the courage to face his own vice 
shall never fl inch before the enemy horde.  Th is reminds 
us that facing one’s own shortcomings takes more cour-
age than standing before an approaching enemy army.

Rectitude: One who is upright of body and spirit shall 
never be felled by less than death.  Th is reminds us that 
good morals can only be defeated by death. True nobil-
ity comes from our actions and deeds rather than from 
our title or fortune of birth. 

Benevolence: Only those who have nothing in their 
spirit give nothing from it. Th is reminds us that kind-
ness comes from within. We are all shaped by our ac-
tions and these actions are imprinted on our spirit.  

Respect: Th ose who refuse to show respect to all exhibit 
true blindness.  Th is reminds us to show basic decency 
and respect to even those considered lesser, because 
even the lowliest herder serves the needs of the Empire.  
Th e question of being worthy of respect is not the na-
ture of the role, but how earnestly it is fulfi lled.  

Honesty: Th e one who is honest reveals a pure spirit. 
It has long been said that the purest of spirits inhabit 
the children. As children, we each strive to learn about 
the world around us. Honesty helps us see the world 
clearly.

Honor: With each action, you are the face and the name 
of your ancestors. Th is reminds us that our actions re-
fl ect the training and guidance we received from our 
parents, and their parents and their parents in turn. 
Each generation shapes the one that comes aft er. To live 
with Honor is the ultimate tribute to your descendents.

Loyalty: You owe your home, your family, and your 
life to the Empire.  Live in readiness to surrender both. 
Th is reminds us that the Empire exists only due to the 
Loyalty of her people. For the greatness of the Kurashai 
people to continue, we must each be willing to assist 
the Empire by whatever means is asked of us. 

Th e Kenshin-kai believes each moment of their incred-
ibly long life is a challenge and battle fought against 
forces which could manipulate their powerful emotions 
and passions to tempt them toward a dishonorable life. 
Many outsiders do not understand when a member of 
the Kenshin-kai Empire ensures them that the highest 
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which one is born dictates the course of one’s child-
hood life as the family guides the child into fulfi lling 
the roles of their House and following in the footsteps 
of one’s ancestors.

Michi — Celebrating the birth of a new life is every 
bit as important as revering the Michi. Both newborn 
children and the deceased are presented to the local 
Monastery in a grand ceremony. As they grow, the fi rst 
lessons taught to them are usually those of Water, to 
impart the wisdom one must fl ow with the course Th e 
Way has determined for them. Following Water is the 
lesson of Stone, in an eff ort to cement the understand-
ing and philosophy of Th e Way. Th e lessons of Air are 
next, to prepare them for the hidden messages and les-
sons of Th e Way. Finally, they are taught the lessons of 
Fire when the passions of adulthood begin to take hold.

Coming of Age

Kenshin-kai — At the beginning of adulthood, each 
Kenshin-kai is presented with a task determined by 
their House. Th is quest is both very personal and pro-
foundly challenging, because each adult must learn to 
overcome the new found desires and passions of adult-
hood. Th e task may be to acquire the materials for their 
fi rst masterpiece, to face a historical threat to the fam-
ily, or a struggle with composing the perfect poem to 
communicate their personal dedication in the face of 
their newly found desires. 

Michi — Aft er reaching adulthood, each Michi disci-
ple is taken to their monastery’s Temple of Revelation. 
Each takes his turn in the Room of Refl ection, where 
the disciple enters into a deep meditative state. It is in 
this room where they face all possible distractions and 
temptations which could tempt them from Th e Way. 
For each, this is a profoundly personal experience. 
Upon completion, many speak of visions of animals or 
magical creatures, based on the legends surrounding 
the monastery.

Trades and Training

Kenshin-kai — Trade with the Kenshin-Kai is a diffi  -
cult and precarious situation. Deep within the Emer-
ald Forest at the foot of the Nameless Mountain, the 
Kenshin-kai city of Yuzuki can be diffi  cult for outsid-
ers to fi nd. While trade has increased in recent years, 
the Kenshin-kai’s isolation can be explained by their 

self-sustaining economy as well as their guarded view 
of outsiders. Renowned worldwide for their mastery of 
weapon and armor smithing and the most luxurious 
silks, nearly all goods from the Kenshin-Kai are highly 
valued.

Michi — As a society based on the philosophy of self-
lessness and piety, material items are more practical and 
utilitarian. However, refl ection, wide perspective, phil-
osophical advice, and counsel are very highly prized. 
Legends speak of kings and queens secretly travelling 
to meet with Michi masters for counsel. 

Marriage and Relationships

Kenshin-kai — Marriage is handled in two very dis-
tinctly diff erent ways within the Kenshin-Kai. Within 
the minor houses, love and passion takes priority in 
fi nding a suitable mate, whereas marriages are almost 
always arranged as a matter of state in the major houses. 

Michi — While relationships are encouraged, the con-
cept of marriage is something of a taboo to the Michi. 
With such focus on accepting and becoming one with 
Th e Way, those who pledge themselves to each other 
risk losing the community’s respect. Most relationships 
are informal and communal.

Childbirth

Like other Elven cultures on Valara, pregnancies will 
last almost fi ft een months. Most bear only one or two 
children in a lifetime. A pregnant mother is expected 
to remain within the province of her House once her 
pregnancy begins to show.

Kenshin-kai — Childbirth is a time of reverence. Cus-
toms vary among each house. For instance, the mem-
bers of House Yuki, gather aft er the evening meal to 
recite tales of great courage to the unborn child.

Michi — To the Michi, birth is more than just the be-
ginning of a new life. It is the reincarnation of a soul 
among them. Some Michi feel sorrow too, as a soul has 
been pulled back into the concept of Self and must be-
gin the journey of Th e Way anew.
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Death

Kenshin-kai — Th e greatest and highest honor for any 
Kenshin-kai is death in service to the Emperor and 
Empress. It is an accepted fact that in one way, shape 
or form, each Kenshin-kai is a servant to the Empire. 
Th ey focus and dedicate their entire being to the cause. 
Regardless of how one serves, the goal is to lead a pure 
life free of any manipulations which may corrupt one’s 
service to the Empire. In living this life, it is only fi tting 
one fi nishes life with the greatest of deaths.

Michi — To the Michi death is not an end or conclu-
sion, but quite the contrary. It is simply stripping away 
the fi nal temptation and veil. Death releases oneself 
from the fi nal defi ning aspect of the concept of Self. 
Death is celebrated. Th e attendants dress in white and 
off er lanterns to the ocean, which will light the path for 
them to one day follow the departed into the next step 
of Th e Way.

Society and its Organization

Politics

Th e First Emperor and Empress ruled jointly for 300 
years. However, the Emperor died prematurely, and 
his replacement was then very young. Th e Empress be-
came the primary ruler and taught the new Emperor 
the ways of governing the Kurashai. Since then, the 
oldest (Emperor or Empress) has always been replaced 
with youth aft er their 300th year. Th is created a balance 
between passionate youth and patient understanding. 
Th is tradition lasted for close to a thousand years, but it 
was almost lost aft er the Cataclysm when Emperor Ji-
Quai, whose young Empress had been killed in tragedy, 
refused to remarry and attempted to rule the Kurashai 
people alone. Emperor Ji-Quai trained his twin sons in 
governance and felt they should both be Emperor when 
he passed on. Instead, aft er the Battle of Akuma, Em-
peror Ji-Quai’s twin sons facilitated the schism of the 
Kurashai people. Th e oldest twin, Lindo, became Em-
peror and took for his Empress a young female named 
Ilumi, thus continuing the tradition of youth balanced 
by wisdom.

Kenshin-kai — Th e Kenshin-kai Empire has stood reso-
lute for millennia. Formalized aft er the death of Em-
peror Ji-Quai, one of his twin boys then assumed the 

throne, calling to his side the six most loyal and inspir-
ing of his allies. Th us was the birth of the Seven Celestial 
Houses. Th ese seven Houses never permit their mem-
bers to travel unescorted. Th eir lives are consumed by 
politics and overseeing the provinces, which leaves no 
time for adventuring. 

Within each of these Houses is chosen a Shingai, or di-
rector. Each Shingai is responsible for the well-being 
and maintenance of a province within the Empire. Th ey 
are permitted to have multiple homes or properties, 
own land, and collect taxes. Each appoints a personal 
Sansurgai, who will stay by his Shingai’s side lest death 
part them.

Every Shingai is permitted to choose six Sansurgai, or 
knights. Th ree of the Sansurgai are considered to be 
High Sansurgai, who are permitted to own land and 
one house. Th e other three are considered Low Sans-
urgai, who are permitted homes upon the land of their 
Shingai and wear dual swords.

Each Sansurgai is encouraged to train at least one Sur-
gai, or squire. While in training, the Surgai forfeits all 
properties and rights to show unwavering trust in one’s 
Sansurgai. In exchange, the Sansurgai is responsible for 
providing his Surgai with shelter, food, and training. 
Th e Sansurgai’s honor is measured the treatment of his 
Surgai.

While material wealth holds a place within the Empire, 
honor and social standing hold true value. Even if one 
family may have great wealth and trade interests, this 
House would be seen as lesser to the family who has 
cultivated great honor and earned the trust of the local 
Shingai.

Michi — Th e Michi Monastery is overseen by a single 
Grand Master of Enlightenment.  Material wealth and 
social standing are discouraged among the monastery 
under the belief that these worldly temptations anchor 
one’s spirit to concepts and defi nitions, clouding the 
path to understanding Th e Way. 

While these Kurashai strive for a more enlightened and 
harmonious lifestyle, diffi  culties and major confl icts 
arise even among the most accepting of people. Th e 
First Grand Master of Enlightenment, known as “the 
Enlightened One”, foresaw this need for confl ict as well 
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as competition among the Michi.

Th e Michi philosophy is one of accepting everything 
and everyone, and seeking one’s place within Th e Way. 
Legends speak of the falling of the fi rst Emperor, and of 
the division of his House. One son formed the Kenshin-
kai Empire to honor the memory of his father, while his 
twin brother formed the Michi Monastery to honor the 
sacrifi ce and spirit of his father.

In those early years, the fi rst Grand Master gathered to 
him the six most enlightened of the Kurashai and ad-
vised they each form their own schools, teaching both 
martial balance and spiritual growth. Th us began the 
Michi Monastery Schools.

While the Grand Master oversees the entire Michi 
Monastery, each school is led by a single Master who is 
considered to have attained the highest level of enlight-
enment within his or her personal school. Each school 
focuses on one specifi c aspect of Th e Way: selfl essness, 
moderation, embracing the mystery, non-contrivance, 
detachment, and humility. Th is is the only formalized 
structure within these schools. Should members show 
greater or lesser promise in their search for enlight-
enment, the Master will direct them to a school more 
suited to guide them further.

To prevent dissension as well as promote learning and 
enlightenment, the Enlightened One established eight 
tournaments to be held during each year. Four begin at 
the changing of the seasons, and four at the height of 
each. Th e fi rst tournament, known as Ixta, is reserved 
for the Masters of each school to compete and establish 
who the next Grand Master may be when the current 
Grand Master dies.  Th e ranking of the potential suc-
cessors for Grand Master is in a constant state of fl ux. 
Should the Grand Master die, the leading competitor of 
the Ixta tournament is named as the next Grand Mas-
ter.

Th e remaining tournaments are open to all participants 
who wish to demonstrate their skills. If confl ict and 
disputes come between members of a Michi Monas-
tery, they are resolved during the next tournament. All 
matches are held and judged by the council of Masters, 
with the Grand Master presiding to break any ties in 
judgment. A fi ght to the death is forbidden. However, 
if a combatant permanently dies as a result of the fi ght, 
the survivor must forever surrender his right to dispute 

confl icts in this way, and he must live a humble life 
thereaft er.

Religion

Kenshin-kai — While many outsiders would believe 
religion to be discouraged, in truth is it is common 
within the Kenshin-kai Empire. While each Kurashai 
is encouraged to explore the facets of all the Paragons, 
they are expected to choose and follow a single religion 
as they enter into adulthood. 

Each of the seven Celestial Houses is charged with the 
maintenance of one temple per House. Over the course 
of generations, this has led each Celestial House to 
guarantee formal religious leaders of their own faith 
and Temple.

Michi — While educated in matters of religion, the 
Michi do not typically practice a specifi c religion. To 
them, the Way is a form of religion.

Military

Kenshin-kai — Long reputed as the fi ercest and most 
organized military force, it is no surprise the Kenshin-
kai have never known defeat. In spite of legendary ar-
mor, weapons, and brilliant tactics, the greatest weapon 
at the disposal of the Imperial Army is the absolute de-
sire to die in honorable in service to the Emperor and 
Empress. Th is devotion has won wars without striking 
a single blow.

Michi — Even though they have no formalized mili-
tary, each Michi Monastery can be considered an army 
in its own right. Th e Michi’s mastery of combat, com-
bined with a nearly precognitive understanding of how 
battles will unfold, demands respect on the battlefi eld. 
Michi have never worn armor of any kind, and many 
legends recount Michi in battle with no armor defl ect-
ing blows as if wearing full plate. 

Law and Punishment

Kenshin-kai — Th e laws of the Empire are clear and 
straightforward:

• Honor the Emperor and Empress in all things. 
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• Honor second your ancestors, for without them you 
would not be. 

• Honor third your parents, for being the manifestation 
of their passions. 

• Honor fourth your children, for aft er your death they 
shall bring you honor.

• Honor fi ft h your spouse, for with them your line 
grows.

• Honor last yourself, for your honor is granted from 
the Emperor and Empress.

Judgment of each law begins within one’s home and 
stays within one’s home. Anyone publicly found guilty 
of a crime becomes a target for social ridicule and ruin.  
If judgment must be made public, one of the local 
Sansurgai is approached to be the judge. If the crime 
in question is severe, the Sansurgai may approach his 
Shingai and present the situation for judgment. Rarely 
must a Shingai approach the Emperor and Empress. If 
this happens, the punishment is usually quite severe 
and may end in death for the accused.

Diff erent punishments are established by a Shingai for 
his or her province and approved by the Emperor and 
Empress. Th ere is one crime which will never be toler-
ated in the Kurashai Empire: interaction with Fiends or 
Demons without the intent to destroy them. Should any 
Kurashai be found guilty of this treason, the guilty and 
his relatives are summarily executed, and the knowl-
edge or reverence towards their family and House is 
completely eradicated. 

Michi — While there are acceptable social standards, 
crime and punishment varies greatly and is reviewed 
in a case-by-case basis. Should a Michi disciple be ac-
cused of a crime, they are presented before the Master 
of the school. Punishment is only administered by the 
Master.
Should any Master believe a crime so dire to warrant 
expulsion from the school, a petition is requested of the 
Grand Master for a ruling. Michi disciples who are ex-
pelled from a school are considered outcast, and they 
are never allowed to step foot into the school again.

Houses and Schools

Kenshin-kai — Authors Note; While there are many 
houses among the Kenshin-kai Empire, only the seven 
Celestial Houses are detailed. Players are encouraged 
to contribute and create their own houses.  Each of the 
Celestial Houses maintains its own province. Major 
and Minor Houses of the Kurashai reside within the 
provinces of the Celestial Houses.   

At the death of the fi rst Emperor, one of his twin sons 
ascended the throne and restructured the Empire. 
Knowing support would be needed, Emperor Hashiba 
Nobunaga called to his side his six closest and most 
loyal friends and allies. Th ese seven Kurashai became 
the founders of the Seven Celestial Houses of the Ken-
shin-kai Empire.

House Meiyo — Named aft er the fi rst Emperor, Meiyo 
Nobunaga, this House is the Imperial House. Each and 
every Emperor and Empress, from Meiyo himself to 
the current Empress Masako Nobunaga, have descend-
ed from this House. Comprised of the most honorable 
of all families, House Meiyo is a beacon of respect. Leg-
ends speak of Sansurgai members of House Meiyo be-
ing forefront on the fi elds of battle, pushing and some-
times even throwing their Surgai behind them. House 
Meiyo has never rested upon its laurels, nor has it ever 
abused its position as the Imperial House.

Educated from birth, it is well known that each and ev-
ery member of House Meiyo can recite the entire lin-
eage of the house and family without fail or hesitation. 
Trained from the age of ten in the art of the sword, they 
are without equal in dual-wielding short sword and 
long sword. In addition, many in House Meiyo practice 
an endless dedication to the art and philosophy of cal-
ligraphy.
 
A devout follower of Ge’lar and Ge’lina, House Meiyo 
has one of the most stunning chapels. Legends speak of 
entire cabals of Essence sages devoting their lives to the 
identifi cation and preservation of all the various spe-
cies of Roses simply to honor the Paragons of Life.
House Meiyo wear robes of pure white with the sigil of 
the Imperial House, a crown of roses, embroidered in 
red and green. 

House Yuki — Yuki Gozen, the founder of House Yuki, 
was renowned for his unfaltering courage against the 
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Terrible Akuma. Th is House claims there has never 
been a challenge that House Yuki has not risen to over-
come. Known for being brave tacticians and training an 
‘unbreakable line’ of fearless soldiers, House Yuki has 
oft en been the deciding factor in battle.

Trained in blunt weapons ranging from two handed 
mauls to light warhammers, House Yuki are true mas-
ters of the Kanabo, Konsaibo, and Tetsubō. Many leg-
ends speak of enemies casting aside their shields when 
facing House Yuki, knowing that these fi erce warriors 
will simply smash through any defense they may off er.

While known to be shattering forces on the battle fi eld, 
House Yuki tempers such destructive passions with a 
rare brilliance in sculpting and Bonsai pruning. House 
Yuki members are also masters of lore and inspiration 
and number the greatest of storytellers in its ranks. One 
of the most endearing customs is the passing of tales. 
When an expecting mother begins to show, each mem-
ber of the family gathers aft er the evening meal and re-
cites a tale of House Yuki’s great courage to the unborn 
child before they rest.

Members of House Yuki are strict followers of Ra’tol, 
calling to him so he may bear witness to their courage. 
With the splendor of polished glass and a wide variety 
of unearthly relics, the Yuki Chantry is among one of 
the most stunning and revered. Th ose in House Yuki 
speak of visions and communion with Ra’tol during 
moments of deep meditation.

House Yuki wear robes of dark red with the sigil of a 
Bonsai tree in black.

House Seiren Keppaku — Many times sought out for 
their fair and balanced judgments, members of House 
Seiren Keppaku are among the most righteous and 
staunch defenders of balance and fairness. Legends 
speak of Emperor Meiyo Nobunaga consulting Sei-
ren Keppaku Kamakura before the battle of Akuma. 
While many rumors exist about what was truly said, no 
member has ever broken the sworn confi dence of their 
House’s founder.
Tried and tested masters of legal knowledge and his-
tory, each and every member of House Seiren Keppaku 
can recite each iteration of the Kenshin-kai Empires 
laws. No member of House Seiren Keppaku will ever 
violate the trust shown to them in matters of law and 
judgment. Some whisper that they use such knowledge 

to fi nd loopholes to benefi t their House. However, none 
speak of such things openly for fear of being called into 
an honor duel.

While nearly all practices of Wild Magic are at best dis-
couraged in the Kurashai culture, House Seiren Kep-
paku stands alone as the masters of such magics. As 
their judgment is trusted above most all others, they 
have accepted the burden of policing and investigating 
any magical practices involving Wild Magic, especially 
if they are rumored to include necromancy of any kind.

Members of House Seiren Keppaku are renowned art-
ists, excelling in portraiture. Th e subtle brush strokes 
and gentle blending of color and shade speak volumes 
towards the burden and weight their spirits bear to up-
hold their family honor. 

Many members of House Seiren Keppaku are realists 
and logical thinkers, though they understand the im-
portance of the roles the Paragons may have played 
during Valara’s creation. Th ey are not known for any 
formal religious practices.

House Seiren Keppaku wear robes of pale gray with 
the sigil of a crossed gavel and a paintbrush worked in 
purple.

House Jihi — While most Houses maintain lavish pali-
sades and multiple holdings, House Jihi is not among 
them. Ancient tales speak of the honor and glory found 
at the battle of Akuma, yet few stories speak of the 
devastation and loss aft erwards. Sad ballads tell of the 
founders of the Celestial Houses being wounded, near 
Seneroth’s embrace, starving and freezing in the cold 
winter winds without shelter. It was Jihi Hotohara who 
rose to off er them all he and his family had, for he suf-
fered to see them in such a terrible state.

Of all the combat styles, House Jihi has mastered and 
even pioneered the art of non-lethal combat. Th is does 
not mean that House Jihi is without its resources in a 
militant setting! Th ey are sought aft er for being among 
the greatest healers and apothecaries ever to stride 
Valara. Many claim their most tormented memories 
healed simply by the graceful and benevolent smiles of 
House Jihi members.
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Artisans speak to the value of song, yet few can bring 
value to the soothing tones craft ed by members of 
House Jihi. Oft en found studying the various sounds of 
nature in attempts to craft  its beauty to song, members 
of House Jihi are sought aft er not only for inspiring bal-
lads to bolster soldiers, but also songs to sooth the soul 
of wounded warriors.

Rarely known for their tempers, House Jihi’s only mo-
ments of rage come when visitors are uneducated con-
cerning their simple yet beautiful reefs. Staunch follow-
ers and defenders of the Overfl owing Spring, House 
Jihi can be found in quiet meditation by the network of 
streams which lead to the ocean beaches and cliff s.  It 
is at the mouth of a stream leading to one of these reefs 
where the Temple to Undinae is maintained.

House Jihi wear robes of pale blue with the sigil of heal-
ing hands embroidered in gold.

House Shojiki — Oft en known as the Silent House, 
members of House Shojiki adhere to a strict oath of 
absolute honesty. Historians speak of Rikyu Shojiki as 
so loyal and devoted to the First Emperor Meiyo No-
bunaga, he pledged his House would fulfi ll whatever 
desire or whim their Emperor asked. Some rumor it 
was an indiscretion, while others say it was a dark and 
hidden magic. Regardless of its nature, long ago Rikyu 
Shojiki lied in service to his Emperor. Many believe this 
deception to be one of the founding causes of the Bat-
tle of Akuma. Overcome with grief, Rikyu Shojiki be-
lieved his lie to be the sole cause of his Emperor’s death. 
Planning to repent by taking his own life, he was in-
terrupted mid stroke by the new Emperor himself. He 
begged Rikyu Shojiki not to take his life. Th e Emperor 
then told him his father had his mind set from the very 
beginning. Rikyu Shojiki did not take his own life, and 
instead swore an oath that neither he nor any member 
of his House would ever speak falsely again.

Within their silence, House Shojiki has mastered the 
detection of subtle changes in the environment around 
them. Th is has earned them the reputation as some of 
the most feared archers and ranged combatants within 
all of Valara.  Elyssinu is worshipped with silent praise 
sung to the tinkling of wind chimes at Shojiki temple 
doors.  

House Shojiki wear black robes with a symbol of the 
House sigil of wind chimes in gray. 

House Kaede — Known as “Th e House of the wood-
lands”, House Kaede was granted sovereignty over 
forestry.  Th eir woodcarvers and craft smen of furni-
ture are sought aft er throughout the Empire. In battle, 
they wield axes or bows.  At the battle of Akuma, they 
cleaved a path through the enemy ranks as if chopping 
their way through young forests.  

With the help of Florakyn allies, it is rumored they have 
taught the trees to grow into homes, deep in the for-
est.  Despite this, their livelihoods rely on the killing of 
trees, and they have great respect and understanding 
for the forests of Valara.  Th ey, of all the Houses, are 
said to have the truest grasp of how death and life are 
both equally life.  It is perhaps for this reason their wor-
ship of Seneroth has no element of fear. House Kaede 
maintains one clay building in the forest which serves 
as the temple for Seneroth.  

House Kaede wear robes of green, with a symbol of a 
tree half in spring leaf and half bare from winter’s em-
brace.

House Akira — House Akira has dominion over metal-
working in all forms.  Jewelry and blades made by Aki-
ra masters are esteemed heirlooms throughout the Em-
pire.  Th eir homes are carved and melted out of caves 
deep within the Nameless Mountain.  Each new vein 
of ore opened means another family’s home will soon 
be made.  It also means new objects of beauty, whether 
a blade or a necklace or a set of cooking utensils, will 
soon be forthcoming.  

In order to make blades, all members of this House 
know how to use them, but their favored weapon is a 
war hammer.  Most oft en, members of this House es-
chew magic in favor of more solid pursuits.  If they are 
able to fi nd it in the maze of caves, supplicants worship 
at Cragmathe’s bejeweled temple.  

Th e hidden trade-city of Kiroi Jen Sho is at the heart of 
the Akira province.

Th e robes of House Akira are dark blue and embla-
zoned with a hammer and anvil.
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Major Houses not of the Seven 
Celestial Houses

Th ere are several major houses in addition to the Ce-
lestial Houses: 

• A long standing ally of the Imperial House is House 
Yuu.  Th e House color is yellow and its symbol  is a 
red sunburst on a yellow fi eld.  Th ey are responsible for 
maintaining the coastal security of the Empire.

• House Kohaku is steadily in the top standings of the 
major Houses.  While it may not be true nothing which 
can be built may be built without a bribe to a Kohaku, 
certainly nothing could be built without their stone.  
Th ey never quite rise to the top since mining and ma-
sonry both are hardly glorious works, but the steadi-
ness and solidity of their work means they never fall to 
the bottom. House Kohaku wears brown robes with the 
device of a black and gold pick axe.

• House Shiori holds the domain of studies and knowl-
edge.  It is the venerable member of this House whose 
hoary hair fl ows into his pale orange robe, emblazoned 
with a quill. 

• House Tsubasa is assigned authority over livestock.  
Th e joke that no one who values his head will say in 
front of a Tsubasa is this: “Th e reason their robes are 
burgundy is so that the blood of their butchery work 
never shows”.  Th e House symbol is a shepherd’s crook. 

• House Hinata oversees all growing fi elds.  Th eir dark 
purple robes are adorned with a mortar and pestle, ow-
ing to the fact potions made from the fruits and herbs 
they grow are truly prized products.  

It is worthwhile to note the domains above do not mean 
the only practitioners of these arts are to be found in 
these Houses.  For instance, there are smiths who are 
not of House Akira and stonemasons not of House 
Kohaku.  Th e specialties listed indicate the areas over 
which each House has primary authority and respon-
sibility, and also where the most prestigious, intensive 
training is available in that subject.  For instance, a 
Hinata smith may proudly speak of his seven years of 
training with an Akira master. 
Michi Monastery — Th e Michi were a splinter group 
who refused to partake in the war against the First Em-
peror. Upon the death of the First Emperor, the oldest 

son became the new Emperor and formed the Kenshin-
Kai Empire to honor the memory of his father. His twin 
brother, who had also refused to partake in the battle, 
gathered those who had abstained and formed the 
Michi Monastery, dedicating his life to the pursuit of 
Th e Way. He gathered six of his most trusted followers 
and bade each of them to found a school dedicated to 
one aspect of Th e Way. 

Mushi Muyoku Monastery (selfl essness) — Th ose who 
follow the path of selfl essness believe Enlightenment 
can be achieved by forswearing their own comfort for 
the good of others. Th ey believe it is their responsibility 
to care for everyone in all ways possible. Members of 
this Monastery become primarily Artisans or Essence 
Sages. 

Setsudo Monastery (moderation) — Th ose who fol-
low the path of moderation believe Enlightenment can 
be achieved by forswearing excessive indulgence. Th ey 
spend their lives pursuing balance in all things, and 
this extends to all aspects of their life. Many members 
of this Monastery receive training in both martial and 
magical pursuits. Disciples of this Monastery train in 
any weapon or style that suits them.

Nazo Monastery (embracing the mystery) — Th ose 
who follow the path of embracing the mystery are 
the least understood of the Michi. Oft en considered 
dreamers, seers, or prophets, members of this Monas-
tery spend their lives studying the signs and portents 
all around them in an eff ort to reach Enlightenment. 
Disciples of this Monastery train in the use of dual-
wield daggers.

Jyanai-Shikake Monastery (non-contrivance) — 
Th ose who follow the path of non-contrivance believe 
Enlightenment can be found in the natural way. Th ey 
grow their own food and use natural plant fi bers to 
weave fabrics and baskets. Th ey do not believe in kill-
ing or eating animals for food or even raising livestock 
for wool or leather. Th ey excel at herbalism and receive 
martial training with staves.

Kirihanasu Monastery (detachment) — Th ose who 
follow the path of detachment believe achieving En-
lightenment under this Path frees them from the 
worldly aff airs of others. Th ey are misunderstood al-
most as oft en as the Nazo Monastery. Disciples of this 
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path primarily study magic and theory although most 
receive training in the use of edged weapons.

Kenkyo Monastery (humility) — Th ose who follow the 
path of humility believe Enlightenment can be achieved 
in the most humble of acts. While the members of this 
Monastery spend most of their lives in service to others, 
they do not forswear their own comfort like the Mushi 
Muyoku Monastery. Members of this Monastery are of-
ten trained as scribes, advisors, barristers and teachers. 
Unlike the other Monasteries, members of the Kenkyo 
Monastery regularly travel outside their Monastery to 
spend time among the other races of Valara, off ering 
their services to any in need.  

Locations on Valara

Th e northern lands of Alberna are the home of the 
Kurashai.  

Kenshin-kai — Each of the Celestial houses has its 
province located on this continent.

• House Meiyo lives in the Eternal City, deep within 
the Emerald Forest. Th e walls of the city are polished to 
shine like gold even in moonlight.

• House Yuki lives in the province of Moko Sho, an-
other walled city more functional than beautiful. 

• Seiren Kepakku members live in rice paper mansions 
in the province of Seiresu.  

• House Jihi homes are modest wooden slat and sand 
brick constructs located in Manami along the western 
coastlines.  

• House Shojiki Sho lives in a terracotta warren of 
homes and mansions with carefully manicured gardens 
in the province of Honoka.

• Th e Mirinai Forest, a glade of living trees, is the prov-
ince of House Kaede.  

• House Akira’s province of Kiroi Jen Sho is a wonder of 
bejeweled hallways and shining silver spires all hidden 
beneath the ground.   

Of the non-Celestial major Houses, most have small 
towns around the Celestial Capitals.  

• House Yuu has many settlements around the western 
coastlines.  

• Houses Tsubasa and Hinata share the lowland plains 
of Alberna.  

• House Kohaku builds towns around the surface en-
trance of the Akira province.  

• Th e schools of the Shiori exist as miniature settle-
ments within all other major provinces.  
    
Th e plains of Akuma alone exist unsettled and untamed.  
Th e dead there were never buried, but the fi eld was set 
ablaze to release the souls of the fallen.  Th e land has 
never recovered from the damage of the battle and the 
fi re aft erward.  Very little grows there, and no one tries 
to change this. Travel to the Akuma fi elds, which were 
once the lands of House Shinyo, is outlawed.

Michi Monastery — Th e six Monastery schools are 
scattered around Alberna, located at the foot of the 
western mountains, or deep within its peaks. As the 
Monasteries seldom welcome outside visitors, the exact 
location of each is not widely known. For those who 
truly desire to study at one of the Monasteries, Th e Way 
reveals itself. Th ose who have found the Monasteries 
routinely describe their journey there as a dream…

Creation Myths, Ancient Stories, 
Heroes of Old

Battle Akuma

Aft er the Cataclysm, the Kurashai existed under one 
Emperor.  While there were some inter-house disputes, 
they never went beyond an honor duel to solve them.  
It was a simple system which preserved life and health 
within the Empire.  Th en, the Emperor Meiyo Nobu-
naga made a simple mistake: he became jealous.  As 
Emperor, he could ask for anything he desired and it 
would not be denied to him.  Yet, he was ashamed of his 
desire, so he asked Rikiyu Shojiki to get his desire for 
him.  Th e lie of Rikiyu Shojiki dishonored the head of 
the now Lost House of Shinyo.  In order to answer that 
insult, all of House Shinyo and its supporting minor 
Houses made war upon the Emperor.  Th is war came 
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to a head at the battle of Akuma.  All sides lost.   Aside 
from those of House Shinyo (believed to have all died 
at Akuma) those who had rebelled against the Emperor 
became the fi rst minor Houses, and the rest became the 
Celestial and Major Houses.   Some of the Kurashai re-
fused to side in the battle, choosing instead to seek a 
better way to peace. Th ese became the Michi.

The first cherry tree

Aft er the death of Emperor Meiyo Nobunaga each of 
the heads of the new Celestial Houses walked out in 
diff erent directions to settle new lands.  Th e Elder of 
House Kaede, Kiyoshi Kaede, walked towards a beauti-
ful forest and claimed it as his home.   Unfortunately, 
the only trees with fruit bore a thorny and poisonous 
apple.  He wandered the forest far and wide looking 
for food from the trees.  Nearly dying of starvation, he 
tried desperately to pick one the poison apples.

Pricking his hand on the thorns, he pleaded “If only 
my blood would cleanse your thorns and poison so my 
children may eat.” As his blood fell upon its roots, the 
spirit of the tree took pity on him. Th e spirit felt the 
purity of his heart in his spilt blood, and released all 
its poison and shed its thorns in mercy. Th e blood it 
took within its heart changed its fruits a deep red. Th is 
fi rst cherry tree still lives at the heart of Kaede lands. 
Guarding it and its fi rst off spring grove is a sacred and 
honored duty.

Hillfolk - Dwarvenfolk

Dwarvenfolk are a short-statured, long-lived race 
known for an affi  nity toward smithing, stonemason-
ry, and brewing strong ale. Th ey typically make their 
homes in mountainous regions where soil is rich and 
ore is plentiful. While no Dwarvenfolk is comfortable 
living outside of these mountain homes for a lifetime, 
many will travel to see the world and gain new experi-
ences.

Th ose who keep the company of Dwarvenfolk should 
be warned – they have quick tempers and are easily an-
gered for the slightest off ense. Century-long grudges 
have been made overnight by those careless enough to 
cross one of the Dwarvenfolk. In contrast, those who 
are friends with Dwarvenfolk will attest to their great 
loyalty in friendship. Th ey do not discriminate in any 
way, and most will not support any form of slavery. 
One of the greatest known grudges in the history of the 
Dwarvenfolk occurred over the issue of slavery. As a 
result, a splinter group of Dwarvenfolk broke away and 
retreated to the deepest levels of the mountains, with 
many vowing never to return to the surface and hold-
ing fast to their belief that slavery serves a purpose. Th is 
splinter group became known as the Rock Dwarven-
folk. As the centuries passed their physical appearance 
began to change as they went without sunlight. Th e 
Rock Dwarvenfolk gained a grey to black skin tone and 
their hair turned black and red. Th ose Dwarvenfolk 
who remained closer to the surface called themselves 
Stone Dwarvenfolk.

Stone Dwarvenfolk are represented by the Stone Coun-
cil, a gathering of Dwarvenfolk elders. Th e Council is 
made up of one elected leader from each of the clans. 
Th e Council oversees matters of law and passes judg-
ments on civil matters among Dwarvenfolk. Rock 
Dwarvenfolk are represented by a similar Council 
known as the Deep Assembly. 

Personality Traits

Dwarvenfolk are like the rocks that they work with and 
live among -- they are rough, hard, and strong willed.  
Dwarvenfolk are very hard-headed and will argue 
with great gusto any point that they think is right.  It 
is only aft er that they have been thoroughly convinced 
that they wrong will they concede the argument, but 
if there is any sliver of doubt they will not concede the 
point.  While other races may be considered stubborn 
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the Dwarvenfolk will carry a grudge through gen-
erations.  Th ere is a saying about Dwarvenfolk anger:  
“Th eir anger is like a great rock at the top of a moun-
tain:  It slowly moves to the bottom of the mountain 
over a great amount of time, but one small push starts 
an avalanche.”

Out-Of-Game Racial Requirements

Makeup —  A braided beard is required for all Dwarven-
folk. Stone Dwarvenfolk can have any color hair and 
beard, though they should match. Rock Dwarvenfolk 
must have red or black hair and beard and all visible 
skin must be dark grey to black, using either makeup 
or clothing.

Preferred Skills — Dwarvenfolk prefer to use haft  
weapons opposed to swords.  Th ey don’t use ranged 
weapons very oft en because they have little practice 
underground for long range weapons.

Other — Dwarvenfolk receive a racial bonus of fi ve ad-
ditional Health Points, and  three  Armor Defl ection 
Rating (ADR) at character creation. Th ey may also pur-
chase the skills Resist Hobbled, Resist Accursed or Resist 
Immobilize once every ten skill points.

General Facts about Dwarvenfolk

Lifespan — Stone Dwarvenfolk live about 500 years.   
Th e oldest recorded Stone Dwarvenfolk was Balder 
Hammersmasher at 624 years old.  Rock Dwarvenfolk 
have a slightly longer lifespan at around 600.  Th e theo-
ry is that the heart of the mountain pumps vitality into 
their veins.  Th e oldest recorded is Rock Dwarvenfolk 
was Helga Crystaleyes at 701.

Dwarvenfolk are considered an adult at 20; however, 
they are considered young and naïve until they reach 
100 because during this time they are usually spent 
learning a craft  under a master.  At 100 they are consid-
ered a mature adult.  

It is very rare that a Dwarvenfolk will become a master 
of their craft  before they reach their 200th name-day.  
Th ere are some prodigies that earn the title in their 
100s, but there is no record of someone earning the title 
of master before their 100th name-day.

Primary Racial Traits — Th e biggest racial trait for a 
Dwarvenfolk is their beard.  Th eir beard is something 
that they take great pride in.  Dwarvenfolk without a 
beard won’t even be acknowledged by other Dwarven-
folk, and some may even hold a grudge against the 
beardless one because the sight off ends them.

Strengths — Dwarvenfolk strength lie in craft ing.  It 
is well known throughout the world that Dwarvenfolk 
smithed items are the best quality.  Th is is because of 
their stubbornness to show that they are the best and 
will expend every resource to prove it.

Weaknesses — Dwarvenfolk tempers are their biggest 
weakness.   Combine the temper with their stubborn-
ness and it results in a big problem more oft en than not.

Names and Naming Traditions

It is common to give Dwarvenfolk children the names 
of honored relatives or heroes for Dwarvenfolk believe 
that a departed ancestor’s vitae is reborn and rejoins the 
living members of the family if his/her name is given to 
the newborn child. Children are believed to partake of 
the virtues of the ones whose names they bear.  Rela-
tives recently dead, in particular, are thus remembered 
by their kindred.   If the name of an honored relative or 
hero is not used then the parents use a form of allitera-
tion in which the same sound at the beginning of the 
name is repeated from either the parent or mother.

Common male Dwarvenfolk names are: Egill, Bijorn; 
Falki; Ulfr; Þórr; Brandr, Guðr

Common female Dwarvenfolk names are: Audr; Bera; 
Drifa; Finna; Álfdís; Halla; Hildr  

Surnames:  Until a child’s 20th name-day the child uses 
the surname of <father>son or <father>dóttir (daugh-
ter).  On the child’s 20th name-day he or she will choose 
their life-trade.  If they follow in their father or moth-
er’s trade then the child is allowed to assume the family 
name; however, if they choose to break with tradition 
and not follow the family trade then they are expelled 
from the house and have no surname until they have 
earned the right to be given one from a master from 
their chosen trade.  Th e master then goes to the Uppta-
ka (record keeper) and has the new surname recorded.
Th is practice is how long standing houses have become 
known for being the best in their trade.  By expelling 
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any children that don’t follow the family trade it allows 
the remainder of the family to stay strong in its trade.
Some of the older Dwarvenfolk families’ surnames are 
still from the ancient Dwarvenfolk language; however, 
since the Th ird Age most family names are in the com-
mon language.

Common Surnames: Ironeyes; Goldkeeper; Hammers-
mash; Ironshield; Steelsinger; Stoneshaper; Smooth-
stone

Garb

Dwarvenfolk are practical in what they wear and pre-
fer functionality over fashion.  Miners or smiths, es-
pecially, tend to wear heavy clothes that protect their 
bodies while they are working their trade.  Colors are 
usually earth-tone and no Dwarvenfolk wears white 
unless they are members of Th e Steadfast Crag.  When 
outside a Dwarvenfolk city, they only buy the cheapest, 
functional clothing.   Female Dwarvenfolk favor pants 
for the sake of practicality.

Th e one exception to functionality over fashion is jew-
elry.  Since Dwarvenfolk mine wondrous gems they 
prefer to show them off .  Jewelry tends to be ostenta-
tious and encrusted with gems. It’s not uncommon to 
see a Dwarvenfolk with several rings on each hand, or 
several necklaces, especially draped or tiered pieces, 
dripping from their necks. Dwarvenfolk also use gems 
to adorn their beards.  Th ese pieces of jewelry usually 
have a Dwarvenfolk’s clan marked on it or, in the case 
of really ancient families, the family crest as well.

Use of Language

Dwarvenfolk use the common language of Valara in 
their daily lives.  Th e ancient Dwarvenfolk language of 
their ancestors is only used by the Dwarvenfolk leaders 
of Th e Steadfast Crag during special days.

Th e ancient Dwarvenfolk language consisted of runes. 
Some of the runic symbols are used in the common 
Dwarvenfolk language today, primarily as Clan marks. 

Male and Female Interactions

Males and females share duties equally. No aspect of 
Dwarvenfolk life is considered exclusively male or fe-
male. Dwarvenfolk believe in letting the most qualifi ed 

person do a job.

Interracial Interactions

Dwarvenfolk have good relations with Mankind, Kin-
dred, and other Hillfolk.  Dwarvenfolk have an espe-
cially good relation with Goblinfolk since Dwarvenfolk 
create the coin used by the Blue Crystal Bank.

Dwarvenfolk do not usually have any dealings with 
Ogrelings or Orklings because they have no respect for 
well-craft ed items and weapons that the Dwarvenfolk 
create.  In Dwarvenfolk’s eyes Ogrelings and Orklings 
don’t respect the tools that they craft  so Dwarvenfolk 
don’t like them.

Dwarvenfolk look at Gearlings with wonder.  Th ey will 
stare at a Gearling for many hours if allowed.  Many 
master Dwarvenfolk craft smen have tried to recreate 
a Gearling through their craft , but none have had any 
success. 

Dwarvenfolk dislike Elves because many of the 
Dwarvenfolk craft s get overshadowed by Elven magic 
craft s.  While it is true that some of the best weapons in 
the world are created by Dwarvenfolk most people will 
get Enchantments cast upon them.  Th is pattern was 
started by the Elves and the Dwarvenfolk have never 
forgiven them.

Crafts

Dwarvenfolk focus on one craft  for their entire lifetime, 
striving to become a master of that craft .  Th ey compete 
and compete to prove who the greatest master of their 
trade is.  Th e greatest achievement that a Dwarvenfolk 
strives for is to be mentioned on the stone walls in the 
trade school as one of the great masters.

Th e most common trades are smithing, stonemasonry, 
and brewing.  However, Dwarvenfolk have strayed into 
other craft s if they help improve the function of daily 
life of all Dwarvenfolk.

Magic

Dwarvenfolk dabble in all forms of magic and mostly 
focus on High Magic.  Th is need was brought upon the 
casting of High Magic Enchantments upon Dwarven-
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folk weapons by other races.  Th is practice, started 
by the Elves, enraged the Dwarvenfolk so much that 
it caused a century long Grudge between them and 
the Elves.  Now that Dwarvenfolk enchant their own 
Dwarvenfolk items most of their scholars focus on 
High Magic and which school is best suited for their 
craft .

Codes of Behavior

Dwarvenfolk follow a “do what is best for the group” 
rather than an individual code of honor.  Selfi shness 
is not tolerated among Dwarvenfolk.  Th is stems back 
to when Dwarvenfolk were originally mining out their 
homes and everyone had to work as one.  A single per-
son that didn’t do their share endangered the entire 
group.

In modern times, this code is still deeply ingrained.  A 
Dwarvenfolk may give away a weapon to help some-
one be better able to defend themselves.  Th is doesn’t 
mean that they will give away everything they own, but 
they always try to think about what is best for the group 
rather than the individual.

Dwarvenfolk also have a straightforward nature to 
them.  Th ey tell the truth and expect others to do the 
same.  If they give their oath, they keep it at all costs, 
even if it means their death.  To a Dwarvenfolk, being 
an oathbreaker is worse than death.

Life, Customs and Traditions

Childhood

Dwarvenfolk children are watched by a collection of 
Forsórs (caregivers).  Th ese children are given to the 
Forsórs just aft er 2 months old, when the parents return 
to their trade.  Th e Forsórs watch the children during 
the trade hours and then the children return to their 
parents at night.  Some parents’ trade is being a Forsór; 
however, the parent is never given charge over their 
own child as Dwarvenfolk see this is a critical time in a 
newborn’s life to best associate with others.

Once the child reaches 3 years old they start attending 
a training school which prepares them with the basics 
needed for all craft s.  Reading, Writing, and Arithmetic 
are taught to all children under the age of 8.

Once a child reaches 8 years old they begin focusing 
to more specialized classes, based upon their family’s 
trades.  Th is might include learning magic, metallurgy, 
or geology.

Coming of Age

Dwarvenfolk children come into their own at 20 years 
old.  On their 20th name-day, known as the child’s Un-
grádai, the child is considered an adult capable of de-
ciding his or her fate.  On this day they must choose to 
either follow in their parent’s trade or choose a diff erent 
trade.  Th e child’s parents will ignore the child’s pres-
ence completely until the child has made his or her de-
cision.  If a child chooses their parent’s trade then they 
spend the remainder of the day craft ing something be-
fore presenting it to their parents and asking to become 
an apprentice in the chosen trade.  Th is tradition serves 
to show the parents that they will carry on the family 
trade.  

If the child does not choose one of the parent’s trade 
then they must leave the House before the day is out.  
Th e child’s surname is no longer associated with the 
parents and the parents no longer consider the child 
part of the family.  While this may seem harsh and neg-
ative to outsiders, there are no hostile feelings towards 
the child. Th e intent is to keep the family trade together 
and strong.   Th e child must then search for a Master 
that will accept an apprentice.   While it is usually easier 
to fi nd a Master on the child’s Ungrádai, if they do not 
fi nd one that day then they continue searching each day 
until a suitable Master accepts them as an apprentice.

Marriage and Relationships

Marriage between Dwarvenfolk is a simple aff air.  Two 
Dwarvenfolk profess their intent to join their house-
holds to the Upptaka, who records it into the Book of 
Houses.  Upon marriage the more prominent family 
name is taken and the old family name is used as a mid-
dle name.  For example, Finna Firestone Silverhammer.  
Th is middle name is only used on formal occasions.  If 
the two family names are equal then the family choos-
es.  Under no circumstances will the wife and husband 
have diff erent surnames.

Divorce is not common to Dwarvenfolk; however, it 
does happen from time to time.  In the case of a divorce 
the one who took on the surname must remove it and 
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then the middle name reverts back to the surname.

Childbirth

Dwarvenfolk pregnancies last for roughly 18 months. 
A typical pregnancy usually results in fraternal twins.  
Having a single baby is very rare among Dwarvenfolk 
parents and is considered a sign of luck.  Having triplets 
is extremely rare and is considered a sign of prosperity.

Death

While death is a normal factor in Dwarvenfolk society, 
many Dwarvenfolk believe that by naming a child af-
ter someone that died while the child was in the womb 
that the deceased person’s vitae will be reused to help 
shape the child.

Grudges

Situations which cannot be explained as errors or mis-
understandings result in a Grudge being declared by 
a Dwarvenfolk.  A Dwarvenfolk whose Clan bears a 
Grudge against a person or group will not help them or 
do business with them. Th e only way to end a Grudge is 
to pay a Grudge Price, which is set by the bearer of the 
Grudge.  A Grudge Price can be set for as little as a sim-
ple apology or glass of ale or as much as the death of an 
entire Clan or family. Grudges can last generations and 
all Dwarvenfolk Clans maintain a book called a Spara-
bók which records all of the Grudges the Clan bears 
and the Grudge Price required to end them.  

Th ere are four off enses that will spark decade long 
grudges if committed against a Dwarvenfolk.  Other of-
fenses can more easily be worked out and settled, usu-
ally with a good drink, coin or a gift  of armor/ or weap-
ons. Th e four off enses that can lead to Grudges are:

• Spilling a Dwarvenfolk’s drink without replacing it.

• Stealing treasure from a Dwarvenfolk.

• Killing a Dwarvenfolk, which oft en results in a ven-
detta among the Dwarvenfolk family and the one who 
committed the murder, and the only resolution to this 
grudge is payment of a blood-debt.

• Damaging or destroying a Dwarvenfolk’s beard, which 
in many ways is worse than killing a Dwarvenfolk.

Grudges from the King or Council are shared by all 
Dwarvenfolk.  Grudges from the Clan are shared by all 
the families under that Clan.  Grudges from the family 
are shared by all that family’s members.

Skegg Dagr (Day of the Beard)

On the fi rst day of the new year Dwarvenfolk celebrate 
Skegg Dagr, or the Day of the Beard.  Th is is a large 
festival that is set up outside Fellmunr along the Dirt 
Road.  Every Dwarvenfolk, both Stone and Rock, are 
welcome to join in to the festivities.  It’s the one day 
of the year where every Dwarvenfolk celebrates.  Th ere 
are several contests, including the longest beard, the 
thickest beard, the most creative beard, and the “Beztr” 
(best).  Whoever wins the Beztr is the Beard King for 
the year.  Th e Beard King sits at the head of the festival 
and all his drinks are free.  Th e Beard King also receives 
one diamond mounted platinum bead engraved with a 
crown and the year.  Th is bead is then woven into his or 
her beard for all to see.  Winning the Beard King once 
is an honor, twice is an extraordinary feat, and no one 
has ever won the title more than three times.

Society and its Organization

Politics

Th e Stone Council is comprised of the Elders of the 
Stone Dwarvenfolk Clans. Th e Rock Dwarvenfolk have 
a similar council called the Deep Assembly.  Th e Stone 
Council and Deep Assembly exist primarily to oversee 
matters of law and make decisions on issues among the 
Clans.  Th ey are most oft en called in to settle Grudges 
between Clans.  Th e heads of both the Stone Council 
and the Deep Assembly are called the Speaker. It is the 
Speaker’s job to announce the decisions that are made 
and to make sure discussions remain on topic and do 
not get out of hand.

Clan Elders are elected once every ten years on the fi rst 
day of the year during the festival Skegg Dagr.  Elec-
tions are conducted by having every Dwarvenfolk of 
their Clan and write the name of their preferred candi-
date on a shard of pottery.  Dwarvenfolk that cannot be 
present do not get to vote.

Th e shards are then put in a large urn. Once all shards 
are collected, the shards are withdrawn and the names 
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are publicly counted. Every Clan has its own way of re-
solving a tie but in the end only one Dwarvenfolk can 
represent the Clan. Th is Dwarvenfolk is tasked with 
overseeing matters of local law within the Clan and 
maintaining the Sparabók , in addition to attending the 
Council or Assembly meetings.

Th e Council and Assembly elect a Vini, or town leader, 
to run the day to day operations of their city.  Th ey are 
tasked with keeping the city operational and ensuring 
that all laws are followed.  Th e Vini enforces the peace 
and has a lot of power, but the Council or Assembly 
makes all the decisions.  Vini’s must follow the Coun-
cil’s or Assembly’s orders.

Religion

Th e Dwarvenfolk mainly worship Cragmathe.  Th e 
Dwarvenfolk’s temple is known to them as “Th e Under-
mountain”.  Dwarvenfolk priests of Th e Undermoun-
tain start the day wearing a clean white robe but spend 
the day working in the dirt and the dust spreading the 
word of Cragmathe.  It is said that a Cragmathe priest 
with a white robe is not a very good priest.  Each priest 
has seven white robes, one for each of day of the week, 
and does not wash them until the end of the week.  
On the seventh day, all priests of Th e Undermountain 
gather at the giant heated pool located in the Temple 
to wash their robes.  Th e priests believe that allowing 
the dust of Cragmathe that has accumulated over the 
course of the week will help heal the sick by allowing 
Cragmathe to be able to enter every pore of those who 
are ill.

Education

Young Dwarvenfolk start attending a training school at 
3 years old which teaches them the basics needed for all 
craft s.  Reading, Writing, and Arithmetic are taught to 
all children under the age of 8.

Once a child reaches 8 years old they begin focusing 
on more specialized classes, based upon their family’s 
trades.  Th is might include learning magic, metallurgy, 
or geology.  If the mother and father have two diff erent 
trades then the child learns the more prestigious trade 
fi rst then the other trade.  Parents can override this rule 
if they choose to allow the child to study only one trade.  
For families where both parents have the same trade, 

extra time is able to be devoted to the specifi c trade.

Schooling continues until a Dwarvenfolk’s 20th name 
day.  At this time they must choose the trade that will 
become their career.  Th ey will then spend at least the 
next 80 years under a Master learning the craft .  Aft er 
their 100th name day they may choose to stay under the 
same Master, or seek out a new one, but each Dwarven-
folk continues to train until they are recognized as a 
Master of their trade.

Trades and Training

For Dwarvenfolk their trade is their way of life.  What-
ever trade they choose, they strive to be the best at it.  
Th is goes beyond simple craft ing; it applies to guards, 
soldiers, and even dancers.  For craft ing Dwarvenfolk, 
they normally apprentice under a master for 80 years 
before becoming a Journeyman in craft .  Non-craft ing 
trades like miners still apprentice for 80 years, but are 
given more leeway and are allowed to perform their 
trade before they are 100.  Th ose Dwarvenfolk are still 
considered novices to the trade and are only given the 
most mundane tasks that are too demeaning for a Mas-
ter. 

Military

Both Fellmunr and Skeborg have standing armies.  
Dwarvenfolk militaries are manned by career soldiers.  
However, in times of great need every Dwarvenfolk 
picks up a weapon and prepares to defend their home.

Law and Punishment

Legal issues between Dwarvenfolk are handled by the 
Clans.  Dwarvenfolk Clan legal issues are handled 
by the Stone Council or Deep Assembly.  Th ere is no 
means to appeal a decision made by either the Stone 
Council or the Deep Assembly; all decisions are fi nal.
Trials and other matters of law within a Clan are han-
dled by the Clan’s Elder. How he handles these matters 
is determined by the traditions of the Clan. Th e Stone 
Council or the Deep Assembly may only interfere if the 
incident goes beyond the Clan.

Dwarvenfolk do not maintain prisons and all crimes 
which do not merit death or slavery are punished by 
fi nes.
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Dwarvenfolk have a great respect for laws and tradi-
tions and generally try to respect other races laws when 
they travel, even if they do not understand them. 

Th e Council and Assembly decide the laws and rely on 
the Vini for the town to see that they are enforced.

Guilds and Merchants

A Dwarvenfolk Clan is a group of Dwarvenfolk fami-
lies.  Most parents try to apprentice their children with-
in the Clan but occasionally the opportunity arises for 
a child to apprentice under a highly regarded Master 
who belongs to a diff erent Clan.  On these occasions 
the child leaves the Clan and joins his Master’s Clan. 
Starting a new Clan requires permission of the Stone 
Council or Deep Assembly and is only off ered when a 
Dwarvenfolk has done a great service to his nation.

Creation Myths

Th e Dwarvenfolk believe that when Cragmathe came 
to Valara to help shape the world he quickly grew 
bored.  To entertain himself he created living things.  
Th e fi rst race he created, with the help of Ga’lar, was 
Dragons.  While creating the various breeds of drag-
ons, he realized that the world was not being shaped to 
his liking.  He enjoyed creating these creatures, but he 
needed to help shape the world otherwise it would only 
be covered in water.  He decided to create his second 
race and call them rockpushers.  Th eir task would be 
to push rocks together to form land masses on Valara. 
Cragmathe stole vitae from Ga’lar when they were cre-
ating the next breed of dragons and secretly made the 
rockpushers.  Rockpushers were enormous creatures, 
almost as tall as Dragons.  

When Ga’lar realized what Cragmathe had done he was 
furious.  He reclaimed the stolen vitae from the rock-
pushers, which turned them to unliving stone spikes 
upon the land.  Cragmathe threatened to go to war with 
the twin of life and destroy Valara in the process.  It was 
Anima that stopped the confl ict.  She used her powers 
to take a fragment from the stone corpses and turn it 
mortal.  Th en she used her powers to put this creature 
in the vitae cycle.  She named them Dwarves, since they 
were diminutive forms of the rockpushers. Th is action 
appeased both deities, and the Dwarvenfolk were born.  
Th is legend serves to explain why Dwarves feel com-
fortable living within the mountains.

History

Th rough the Second Age Dwarvenfolk were united 
under a king.  King Þorn Silverbeard was the fi rst 
Dwarvenfolk king and he helped establish Fellmunr, 
the fi rst Dwarvenfolk city that went from the surface 
of the Garnet Mountains to deep within.  For 400 long 
years he ruled the Dwarvenfolk and helped shape the 
race to what it is today.  He expanded the tunnels deep 
under the mountain and started the “Dirt Road” which 
he planned to have connected to the Jagdtooth Moun-
tain where he planned to have another Dwarvenfolk 
city.  He died shortly aft er the Dirt Road was started 
and his son and successor Brant Silverbeard decided to 
fi rst take the Dirt Road up through the Garnet Moun-
tains to allow for settlements to be built closer to Full-
munr.  

With the focused attention on the Dirt Road, the 
Dwarvenfolk were surprised by an army of Trolls in-
vading their tunnels.  Th us began the fi rst Troll War.  
Th is war lasted three years and was one of the bloodi-
est wars that the Dwarvenfolk had ever fought. Th e 
Trolls charged in and captured Fellmunr without much 
of a fi ght.  Many of the Dwarvenfolk were slaughtered.  
King Brant managed to escape and set up an outpost 
along the Dirt Road.  Th e outpost was named Ohóf 
and it was there that the Dwarvenfolk prepared for 
war.  Two years aft er the Trolls overran Fellmunr the 
Dwarvenfolk army, led by King Brant, retook most of 
the city.  Th ey spent the last year of the war rooting out 
Trolls from the southern part of the city.  Th ree impor-
tant things happened during this war:

1) Th e Clans were formed.  Dwarvenfolk learned how 
to make beautiful and eff ective weapons of war.  Sever-
al families became known as smithing masters.  Th ese 
families were Járnsmiðr, Steinnhammer, Ríkrmækir, 
and Afl ihandleggr.  Th ese families started the fi rst 
smithing clan to ensure that the quality of the Dwarven-
folk weapons would stay pristine.  Several families cre-
ated other clans for the many diff erent craft s and trades 
used by the Dwarvenfolk.  Th e more prominent the 
trade the more power that clan had.

2) Th e King’s Sparabók had its fi rst entry and Trolls 
were added to it.  Th is act made Dwarvenfolk as a race 
hostile to all Trolls. Even today they will enslave or kill 
Trolls utterly whenever they fi nd them.  Not all the 
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Trolls were killed in the war, and many were taken pris-
oner.  Th ese Trolls were enslaved and forced to work 
for the Dwarvenfolk to help rebuild the city.  Once the 
city was rebuilt the Trolls were then used to help with 
mining and other construction duties.  Th e only way a 
Troll was allowed alive in the mountain was if it was in 
chains.

3) King Brant died.  King Brant died young for a 
Dwarvenfolk at 374, only 215 years aft er taking the 
throne.  Th e King had no wife or children so his broth-
er Fálki Silverbeard became King.  King Fálki was not 
known for his kindness.  He pushed the Dwarvenfolk 
to go out and capture more Trolls to be enslaved.  In his 
zealous nature he founded a specifi c section of the now 
standing Dwarvenfolk army; the Berserkurs.  Th ese 
troops had little discipline, but excellent fi ghting prow-
ess.  Th ey were mainly formed to hunt Trolls.

Aft er the war Fellmunr was rebuilt and work on the Dirt 
Road continued.  Th e Dirt Road now was wide enough 
for an army of Dwarvenfolk three hundred wide to 
walk side by side and was halfway to the Jagdtooth 
Mountains.  Deep underground the outpost Ohóf was 
renamed Skerborg and became a thriving mining town.  
With the enslaved trolls doing the heavy lift ing mining 
out ore and gems was much easier.  Th is fortune was 
won on the backs of troll slaves and the trolls on the 
surface were enraged.  Th us, thirty years aft er the fi rst 
war was ended, the second Troll War began.

Th e trolls again struck without warning.  In the dead 
of night, shadowy fi gures crept through the guards at 
the entrance to Fellmunr.  Where the shadows went, 
blood followed.  Th e trolls had allied themselves with 
the shadow walkers.  With the shadow walkers leading 
and disabling the guards along with many of the pe-
rimeter defenses the troll army marched into Fellmunr 
once again.  Th e Dwarvenfolk army was summoned 
to defend the city but was outnumbered by the sheer 
mass of trolls and other creatures allied with them.  A 
quarter of the army was massacred before they pulled 
back into the fortifi ed city.  Th e troll army could not do 
much against the large steel and iron walls that went 
deep into the mountain.  However, the shadow walkers 
did not have that restriction.  Th e shadow walkers went 
through the Dwarvenfolk in the city slaughtering any-
one they came across.  While Dwarvenfolk were dis-
tracted, the trolls were able to sneak some of their allies 

into the city.  Th ose allies were able to open the great 
gates and the trolls started fl ooding in the city.  What 
was left  of the Dwarvenfolk army tried to hold the city 
gates against the trolls but their numbers didn’t matter; 
the shadow walkers were destroying their ranks.  Th is 
is when King Fálki took the fi eld with his Berserkurs.  
Th e king, with his mighty gold plated two handed ham-
mer Hvítr, struck a shadow walker and it burned to a 
crisp.  Many other Berserkurs had little luck against the 
unnatural beasts.  It was only aft er the king was able to 
dispatch a few others did they realize that the shadow 
walker’s weakness was gold.  Th e rest of the Berserkurs 
grabbed whatever gold item they could use as a weapon 
and were fi nally able to dispatch most of the shadow 
walkers before the survivors fl ed.  With the shadow 
walkers hold broken the king and his Berserkurs 
charged the front gate, leading the Dwarvenfolk army 
against the invaders.  

Many heroes were born that day.  Many more died that 
day.  Not a single Berserkur lived at the end of the battle.  
Over twenty thousand trolls and their allies lay in the 
tunnel between the surface and the interior gate of Fell-
munr.  3,700 trolls were enslaved.  Over four thousand 
Dwarvenfolk laid dead as well; by the end of the day the 
total casualties were listed at 4,572 and one king.  Th e 
second Troll War ended in merely two days.

Aft er the king died, thirteen of the biggest clans met 
to decide what to do.  Th e king had neither heir nor 
any living relatives.  Th ey decided for the good of the 
kingdom they would take up the rule.  Each of the 
clans would submit an elder to the Stone Council, and 
the original thirteen clans lead it.  Th e clan appointed 
a town leader for each of the two towns to run them 
under their guidance.  In Fellmunr, the war hero, Þór-
brandr Hammerbreaker was given the title of Vini.  In 
Skerborg, anoher war hero, Halldóra Silvereyes was 
given the title of Vini.  Each of the Vinis was told to 
keep a standing army within the walls, and Halldóra 
was told that her army would be the reserves if needed.
Aft er the second Troll War, under the council’s guid-
ance and the Vini’s leadership the Dwarvenfolk cities 
fl ourished.  Merely fi ve years aft er war the trolls struck 
a third time, but this time under a new troll shaman.  
His methods were a little more subtle.  Th e new sha-
man secretly snuck weapons into Fellmunr and Sker-
borg.  He then snuck a small band of his elite warriors 
past Fellmunr, and once they were past the city they 
started silently freeing and arming the troll slaves.  
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Th e Dwarvenfolk never expected an army to pop up 
in between their two cities, nor did they expect all of 
their troll slaves to suddenly have weapons and revolt.  
Skerborg fell in less than an hour.  Th e reserve force 
stationed there wasn’t enough to stop the 11,000 troll 
slaves.  Halldóra was beheaded and her family was ex-
ecuted.  Th e trolls raided the Skerborg’s armory and 
got access to Dwarvenfolk forged weapons and armor 
and then attacked Fellmunr from behind.  It happened 
so fast that the city had little warning.  Th ey had not 
known that Skerborg had fallen.  Th ey did not know 
that the trolls had Dwarvenfolk weapons and armor.  
Th ey did not know that there was another small army 
of orcs and goblins at their front gate about to charge 
in.  Th ey did know that they were unprepared for what 
happened, but luck apparently was on their side.  As the 
fi rst of the troll slaves entered the city, ten Dwarvenfolk 
were drinking in a nearby tavern.  Th ose ten Dwarven-
folk were the Steelhands, a group of soldiers that were 
veterans in both wars and leaders of Soldier Clan.  
Th ese ten Dwarvenfolk were the best soldiers among 
the Dwarvenfolk and even half-drunk they were more 
deadly than 100 trained soldiers.  Th ese ten Dwarven-
folk stood against the approaching army and held them 
back.  For three hours the ten held off  overwhelming 
numbers at the back gate.  Unable to use their massive 
numbers the trolls were slaughtered.   When several 
ranks of the army fi nally arrived it was all the remain-
ing four Steelhands needed to wade through the re-
mains of the army.  What trolls remained surrendered.  
Th e orc and goblin army never attacked the front gate, 
and in fact they seemed to disperse leaving only a single 
corpse of a troll shaman.  Th is ended the third and fi nal 
Troll War, also known as the Troll Rebellion.

Th e war had other repercussions as well.  Vini Þórbran-
dr wanted to enslave the trolls again.  He wanted to use 
their manual labor to help restore Skerborg.  Skerborg 
had been built up around troll slaves and many of the 
mining tasks revolved around troll slaves.  Jarl Lindfár-
bjóðr, leader of the Steelhands, had another idea.  He 
wanted to put the troll prisoners to death.  Th ey had 
revolted once and if it weren’t for the Steelhands they 
would have destroyed Fellmunr.  Th e Stone Council 
was there and the majority agreed with Jarl.  Jarl and 
Þórbrandr got into a heated argument.  Th e argument 
ended with Jarl using his dagger to slice off  the lower 
half of Þórbrandr’s beard.  Everyone was speechless ex-
cept Þórbrandr, who hurled curse aft er curse at Jarl and 
declared a Grudge will forever be written between their 

two families.  Þórbrandr rallied what allies he had and 
he left  Fellmunr with the troll prisoners.  Th ey returned 
to Skerborg and rebuilt the town walling it off  from the 
Dirt Road.  Four clans of the Stone Council left  with 
Þórbrandr.

For ten years, the relations between the two factions of 
Dwarvenfolk remained uneasy.  Numerous attempts to 
work things out by Fellmunr always failed.  Guðmundr 
Sandstone, the new Vini of Fellmunr, sent a delegation 
to Skerborg.  Th e goal of this delegation was to discuss 
safe passage through Fellmunr for Skerborg citizens, 
but at a cost of a yearly tax.  Fellmunr was the only exit 
of the Dirt Road at this point, and with Skerborg being 
several miles underground Guðmundr thought that 
this would start to help rejoin the two factions.  It back-
fi red.  Th e delegation was beaten and had their beards 
cut off .  Th is insult could not go unanswered and a civil 
war between the Dwarvenfolk erupted.

Th e civil war lasted 347 years and in the end no one was 
the victor.  Th e Dwarvenfolk population was reduced 
to a fraction of what it had once been, and an uneasy 
truce was formed.  Þórbrandr’s Dwarvenfolk would be 
banished to the deep caves, never to set foot inside Fell-
munr again.  Guðmundr agreed to build an entrance to 
the surface off  of the Dirt Road and allow free access for 
anyone.  Small outposts were placed there to ensure the 
safety of the Dirt Road.  Th e outpost was simply known 
as “Th e Gate” and opened up west of Skerborg near 
Rathpoor.  Th e Gate was built 182 years aft er the war.
Skerborg was another name for “Rock Town” so these 
Dwarvenfolk became known as the Rock Dwarven-
folk.  As the years passed their physical appearance be-
gan to change as they went without sunlight. Th e Rock 
Dwarvenfolk gained a grey to black skin tone and their 
hair turned black and red.

Rock Dwarvenfolk are led by a Vini over the town and 
have the Deep Assembly for guidance.  Th e Deep As-
sembly is identical to the Stone Council.
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Hillfolk - Goblinfolk

Goblinfolk are stronger, more intelligent than the feral, 
uncivilized goblins who live in the forest and complete-
ly adaptable to any surrounding. Goblinfolk appear as 
a cross between humans and goblins, bred and enslaved 
by undead masters for millennia.  Th ey are believed to 
be the only race created in this way. Th ey were used as 
workers, guards, sacrifi ces, and even meals for the un-
dead, decaying army. In death Goblinfolk were raised 
by their undead master to continue their work. Even-
tually Goblinfolk rebelled and freed themselves from 
their undead captors. Th ey still hold a great hatred for 
any undead.

Personality Traits 

Goblinfolk are highly superstitious, oft en irrationally 
so. Th eir desire to protect their wealth leads them to 
distrust most other adventurers and keep a wary eye 
even on those they consider “friends.” While they will 
slavishly serve their Alpha, most are secretly hoping 
to one day become the Alpha themselves. If given the 
chance they will seize any opportunity to advance their 
own position.

Out-Of-Game Racial Requirements

Makeup — Goblinfolk must have green or blue make-
up or clothing to cover all visible skin.  Other require-
ments include wearing pointed ears and a pointed nose 
at least one inch longer than the tip of the player’s nor-
mal nose.

Preferred Skills — Goblinfolk are not known for feats 
of strength. Th ey prefer short or small weapons instead 
of unwieldy two-handed ones. Blunted weapons are 
considered more eff ective when fi ghting undead, ao 
most Goblinfolk use maces and hammers rather than 
swords. 

Other — Goblinfolk may purchase the skills Resist 
Hobbled, Resist Accursed or Resist Immobilize, once 
per ten skill points. In addition, at character creation, 
Goblinfolk gain four extra Health Points, four extra 
Mana Points and one Armor Defl ection Rating.

General Facts about Goblinfolk

Lifespan — On average, their lifespan is approximately 
fi ft een to twenty years. Th ey mature quickly and are 
considered fully adult by 3 years old.

Primary Racial Traits — Goblinfolk have pointy ears 
and nose, and green or blue skin. In the beginning all 
Goblinfolk were blue. Th ey lived in the mountains on 
the frigid island of Isillia, and their skin had a bluish hue.  
Aft er they earned their freedom many moved from the 
cold north and into the forests.  Eventually, those living 
in the forests adapted to their surroundings. Th eir skin 
tone changed to a greenish hue over many generations, 
helping them hide from the predators in the forest.  
Currently, most blue-skinned Goblinfolk live in or hail 
from the capital city of ZeeZak and work in a branch of 
the global Blue Crystal Bank found in the city in which 
they live.

Strengths — Goblinfolk have extreme reactions to 
undead. Some run in fear, but others go berserk and 
charge to the front of the battle line.

Weaknesses — Due to a short lifespan, Goblinfolk live 
in the present rather than plan for the future. Th eir in-
fatuation with wealth and power leads other races to 
view Goblinfolk as self-serving and unkind.

Names and Naming Traditions

A Goblinfolk usually does not name oneself. Within a 
Horde they identify each other by the way they smell.  
Outside the Horde Goblinfolk pick names which 
sounds interesting or fun. Th ey’ll use this name when 
traveling outside the Horde. When they return to the 
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Horde for an extended amount of time the travelling 
name is forgotten. If a Goblinfolk leaves again he or she 
will choose a diff erent name.

Traveling Names: Ash, Carmel, Sticky-fi ngers, Trum-
pet, Jig, Zippy

Horde Names: Peachy; Fish-Breath; Burnt; Sour Milk; 
Pond Scum, Dead Fly

Garb 

“It is oft en wondered if Goblinfolk are color-blind.” – Ob-
servation made by an unknown Human.

Goblinfolk have little concept of what is truly aestheti-
cally pleasing. In their attempts to distance themselves 
from their feral kindred in the forests, they “dress to 
impress,” wearing the fi nest and most expensive-look-
ing garments and jewelry they can acquire. But since 
they don’t really know the diff erence between fi ne silk 
and a cheaply beaded piece of sacking, they oft en end 
up looking more like caricatures of the wealthy than 
true representatives. Even when they have the money 
to aff ord nice things, they still don the gaudiest clothes 
they can because to them, eight pounds of fuschia-dyed 
ermine and six faux-emerald rings screams “money!”

Use of Language

While they can speak the Common tongue, they pre-
fer their own guttural language of squeaks, grunts and 
body language when speaking to one another. Notable 
words are “Ra” which means reverence, “Koko” (“Koh-
koh”) which means coin or loot, and “Orra” (“Oh-ra”) 
which is means food.  Th e Alpha Goblinfolk deserves 
much “Ra”. “Dato” (“DAH-toe”) is another notable 
word which Goblinfolk use to describe the feral uncivi-
lized goblins. It is a great insult to call a Goblinfolk a 
“Dato”.

Male and Female Interactions

Whether male or female, Goblinfolk are almost always 
aggressive and power-hungry.

In a relationship, the female is always the dominant 
partner and takes the lead. Th ey love strong smelling 
presents especially anything which smells of fungus, 
mold, sandalwood, or other earthly plants. Th e stron-
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ger the gift  smells the more your partner knows you 
care. When a female wants to form a relationship with 
a male, the female will give at least three presents to 
the male. Th e fi rst one is a tease and is used to gauge 
whether or not the male has any interest.  Th e second 
present is given more forcibly to judge whether the 
male will submit to the female.  Th e third present, if 
accepted, fi nalizes the bond of a relationship.

Interracial Interactions

Dragonkyn: Goblinfolk have a great jealousy of Drag-
onkyn because of their impressive hoards and unwill-
ingness to part with their coin.

Orkling, Ogrelings, and Barbarians:  Known as “Mud-
heads”.  Goblinfolk consider them primitive creatures 
which don’t understand the concept of bargaining for 
coin.  Mud-heads would rather trade stuff  for stuff  in-
stead of stuff  for coin.

Elves and Humans:  Because of the banks within the cit-
ies of Elves and Human, Goblinfolk have a good work-
ing relationship with them.

Florakyn, Faekyn, and Dwarvenfolk:  Called “Buddies”.  
Th ey are all well liked because they can usually be talk-
ed out of their coin.

Briarfolk and Wanderers:  Known as “Talkies”.  Goblin-
folk fi nd them very annoying because they like to talk 
so much and are hard to bargain with.

Feralkyn:  Goblinfolk believe Feralkyn are kindred spir-
its and usually get along very well.  It is not uncommon 
to fi nd Feralkyn residing with the Goblinfolk horde or 
Goblinfolk traveling alongside Feralkyn.

Gearlings: Goblinfolk really don’t understand Gearlings.  
Th ey are slightly fearful of metallic things which can 
walk around.

Crafts

While highly adaptable by creation, they are not mas-
ters of any craft  save one.  Goblinfolk are master gem 
cutters.  It is common for a Horde to pay for rough un-
cut gems at low prices and then pristinely cut them to 
turn them around and make a profi t.  Th ey are the only 
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race which has been able to make the very complex tri-
ple helix king cut.  Th e ability to make this cut perfectly 
is even rare among the Goblinfolk. Only the steadiest of 
hands can work the many fi ne details required in this 
gemstone cut. Triple helix king cuts are so rare they 
fetch a very high price on an open market and a Horde 
which has a helix maker is usually very well off . 

Magic

Goblinfolk are adaptive and learn whatever is needed 
to survive. Th ey will use any type of magic if circum-
stances require it, favoring effi  ciency in its use. Howev-
er, they prefer Prime Magic – it makes them feel power-
ful when fi ghting, because no creature can truly resist 
its strength.

Codes of Behavior

If you have an opportunity and you don’t take it, you’re 
a bad Goblinfolk. All Goblinfolk are expected to have 
a basic understanding of reading, writing and arithme-
tic at the very least. Undead are horrible abominations 
and should be destroyed.  Wealth is very important and 
should be treated with utmost care.  

Life, Customs, and Traditions

Goblinfolk are extremely clever and over the years have 
learned to deal with other races eff ectively.  Th ey are 
still seen as primitive in the minds of most races, but 
they established themselves as a vital part of society by 
founding the fi rst global bank.  King Frostfi nger called 
it the Blue Crystal Bank aft er the forest surrounding 
ZeeZak. In general, they are highly adaptive creatures, 
which can be directly attributed to their human and 
goblin ancestors.

A Goblinfolk’s life is much the same day in and day out. 
Th ey usually fi nd some work with money or coin if not 
within a Horde.  When a Goblinfolk is within a Horde 
they follow the Alpha’s instruction and whatever whim 
he or she decides that day.

Th ere are two main types of Goblinfolk: city and coun-
try. City Goblinfolk are mostly blue as they have come 
from ZeeZak, while country Goblinfolk live in the for-
ests and are always green.

Country Goblinfolk are constantly moving through 
the wilderness with no specifi c home. Since coun-
try Goblinfolk usually spend their time in the woods, 
it’s quite common for most races to mistake them for 
their feral goblins cousins.  Many towns in Valara have 
something known as Green laws where Goblinfolk and 
Orklings are killed on sight. Th is simple fact has condi-
tioned country Goblinfolk to become a more nomadic 
people.  Th ey are constantly moving to avoid racial op-
pression.  While they may settle in one area for several 
years they usually move on whenever the Alpha wants 
a new location. To most, one place is as good as an-
other.  Th e country Alpha’s main job is to fi nd money 
for the Horde, whether that is through jobs, adven-
tures, or treasure hunting, and keep his or her position 
of Alpha.  It is common for an Alpha to assign por-
tions of the Horde to various jobs a town might need. 
As Goblinfolk are highly adaptive they are willing to 
handle many mundane jobs as long as it returns money.  
8 out of every 10 coins received for a job goes to the Al-
pha for the Horde.  An Alpha uses the money to make 
their Horde better than other Hordes in order to attract 
more Goblinfolk. More Goblinfolk means more money.  

Even though the Alpha is in charge, he or she is con-
stantly being challenged for this position. Each chal-
lenge might be diff erent. Some Goblinfolk might chal-
lenge in open physical combat while others try to best 
their opponent with mighty magic. Th ere are usually 
no rules to any contest, and the challenge lasts until one 
or the other is dead.  Even aft er the Goblinfolk has won 
the challenge it doesn’t mean they are the Alpha.  It is 
common for the victor of one challenge to turn and be 
the victim in a diff erent challenge only minutes later. 
In the end only the ability to control the Horde itself 
determines who the Alpha of the Horde truly is. 

City Goblinfolk work at branches of the Blue Crystal 
Bank. An Alpha manages all the Goblinfolk who work 
there.  Th ese banks are highly regulated by King Frost-
fi nger. Th e main branch of the Blue Crystal Bank is in 
the Goblinfolk capital city ZeeZak.  

Within the Blue Crystal bank there is a specifi c fl oor for 
leadership challenges.  Th is was created by Frostfi nger 
for city Goblinfolk to be able to challenge for leader-
ship of a branch. On the fi rst full moon of the month all 
Goblinfolk are welcome to attend the challenge. If the 
Alpha of the bank does not attend, his or her position 
is immediately forfeit.
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All Goblinfolk celebrate Frostfi nger Day once a year 
on the the fi rst day of the full moon aft er the summer 
solstice. Th is day marks their freedom from Blackhand 
and Goblinfolk have a giant celebration. Th is holiday is 
celebrated by all Goblinfolk, and many times numerous 
diff erent Hordes oft en gather in one place far outside 
of any town.  Since country Goblinfolk are mostly no-
madic, city Goblinfolk purchase or rent the celebration 
area, and invite all the Goblinfolk for miles around.  
Goblinfolk spend the month leading up to Frostfi nger 
Day in search of undead. Th ey capture as many as they 
can and bring them to a special, caged area, chosen just 
for this purpose.  Th e caged undead are placed in the 
center of the event space and left  there until the day 
of the party. Th e drinking and partying begins at sun-
down, and at midnight they release the undead to exact 
revenge for past tortures. Th e Goblinfolk Hordes beat 
the undead until there is nothing left  but dust.  While 
this may not be the most intelligent celebration, and 
some Goblinfolk do get injured or die, they continue 
year aft er year. In fact, the celebration isn’t considered 
a success unless at least ten Goblinfolk are seriously in-
jured. Aft er every last one of the undead are destroyed, 
the Goblinfolk make merry until they all pass out.

Childhood

Childhood is fl eeting and is spent learning arithme-
tic, reading, and writing. Goblinfolk must know how 
to make sure they aren’t cheated out of their wealth. 
Young Goblinfolk are oft en seen rummaging through 
everything looking for shiny treasure to earn favor 
with the Alpha.  Th is includes, but is not limited to pick 
pocketing and stealing.

Coming of Age

Th ere are no coming-of-age ceremonies or celebra-
tions. It isn’t even noted.  A Goblinfolk is expected to 
provide for the Horde as soon as he or she can walk. 
A Goblinfolk is no longer considered a child the fi rst 
time he or she presents the Alpha with treasure for the 
Horde. 

Marriage and Relationships

Goblinfolk don’t understand the concept of marriage 
or relationships. Th e only formal relationship Goblin-
folk have is the “Th ree Presents”. Females try to court 
a male by giving him strong smelling presents.  Once a 

male accepts these three presents the female mates with 
him. Aft er the mating is fi nished both go their separate 
way. If the female wants to mate with this male again 
she has to once again give him three presents.

Childbirth

Goblinfolk pregnancy lasts 6 months. Goblinfolk can 
birth up to fi ve children at once, although three is more 
common. As soon as the children are born, they are put 
with other children in the area set aside for teaching. 
Th ese children are raised by the Horde. It is rare for a 
Goblinfolk to know who its parents are.

Death

Death happens.  It’s one less mouth to feed, but one less 
stick to smash the bad guys, and one less to support the 
Horde.

Society and its Organization

Politics

Goblinfolk have a strong Horde mentality and stick 
together behind the Alpha. If two Alphas meet, a duel 
oft en results. Alphas always fi ght for dominance in the 
Horde hierarchy.

Religion

Goblinfolk generally don’t believe in or follow aspecifi c 
religion.  Th ey have never seen a reason to believe in 
any specifi c religion and they are focused on the pres-
ent, not what happens when they die.

Education

Each Goblinfolk is trained to read and write as early as 
the fi rst year of age. Aft erwards, they are taught how to 
work with and manipulate money.  Once a Goblinfolk 
has shown enough experience with money handling, he 
or she is free to pursue personal goals as long as those 
goals benefi t the Horde.

Trades and Training

All Goblinfolk learn how to read and write, and basic 
arithmetic within the fi rst year of their life. One who 
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cannot read or write is considered a failure and may be 
kicked out of the Horde.  Th e Alpha makes sure specifi c 
trusted tutors teach the young ones.  He does this to 
make sure that they give him all of their earnings.

Military

Since green Goblinfolk are oft en mistaken for feral 
goblin hordes in the wilderness they appoint scouts 
along the border the camp.  Since these scouts spend 
the majority of their time alone in the wilderness, it is 
common for them to prefer to be alone and sometimes 
feel uncomfortable in the Horde.

In times of confl ict or battle, Goblinfolk believe in over-
whelming the enemy.  Th ey try to fl ood the enemy with 
more troops than the enemy can handle. Th ere is no 
formal militia or army or even organized training. Th ey 
just pile on the enemy with no leadership or direction.

Law and Punishment

Th e Alpha makes the laws and he or she decides the 
punishment. Th e punishment changes depending on 
the Alpha’s mood. It takes a cunning Goblinfolk to 
wrangle a Horde. A good Alpha knows how to balance 
rule, punishment and mercy. Without this skill, the Al-
pha does not last long.

When not under the direct guidance of their Alpha, a 
Goblinfolk usually tries to fi gure out who the leader for 
the area is and follow his or her rules or laws, as they 
see this fi gure as the “Alpha” for the town. Th e Goblin-
folk oft en assesses the “Alpha’s” hold on the town and 
tries to determine if they could take over as the new 
Alpha for the area.

Guilds and Merchants

In the capital city of ZeeZak, King Frostfi nger created 
a great bank called the Blue Crystal Bank. Th is bank 
is the center of the city and has numerous Goblinfolk 
workers. In his early years Frostfi nger went to the cities 
of men and Elves and managed to establish banks in 
most cities.  Th ese banks are linked back up to the glob-
al bank in ZeeZak through specially craft ed Dwarven-
folk tunnels. Th ese tunnels are deep underground and 
have poisonous gas constantly pumped into them to 
help prevent anyone from intercepting  the fl ow of coin.

Location on Valara

Th e Goblinfolk capital city of ZeeZak was once known 
as the Black Ice Citadel, the stronghold of the Arch-
Wraith King Roderick Blackhand. It is in the northern 
hemisphere of Valara on the icy island of Isillia, just 
northwest of the Blue Crystal Mountains.  ZeeZak is the 
capital and only thriving Goblinfolk city. Th ere are fi ve 
factions of Goblinfolk, each in control of their own sec-
tion, who live within the city. Constant turf wars break 
out within the city, but the Goblinfolk King Frostfi nger 
keeps rule over the city with a heavy hand. Not one fac-
tion would dare defy him and his rule.

Goblinfolk are not very good at creating and maintain-
ing an organized city. Th ere are no other Goblinfolk 
cities besides ZeeZak. Th e only reason why ZeeZak 
succeeds while others fail is because of King Frostfi n-
ger. He prevents major infi ghting and keeps things or-
ganized.

Creation Myths, Ancient Stories,
Heroes of Old, History

For over 700 years the Goblinfolk were enslaved by 
Arch-Wraith King Roderick Blackhand.  Blackhand 
used the Goblinfolk as workers, guards, sacrifi ces, and 
even made them meals for his decaying army. Even in 
death the Goblinfolk were not free, for when they died 
the undead raised them again to toil away.

Aft er 750 years of this slavery, Dmitri, a paladin for the 
Order of Essence, and Dæmos, a paladin for the Order 
of Decay, approached a fairly strong Goblinfolk named 
Frostfi nger about potentially earning their freedom 
from the abomination that was Blackhand.  Frostfi nger 
rallied the Goblinfolk and convinced them to turn over 
every scrap of wealth to him. He used the money to 
bribe Blackhand’s living Dragonkyn servants in order 
to slip the two paladins into the fortress. Once inside 
a great battle was fought between the Dmitri, Dæmos, 
and Blackhand. Eventually, the paladins’ reinforce-
ments arrived and with the extra support they were 
able to destroy Blackhand for good. Upon Blackhand’s 
death he called out a greater curse on Frostfi nger, who 
was already going through the Arch-lich’s treasure, and 
ever since that day Frostfi nger hasn’t aged. He is the 
oldest living Goblinfolk ever, at 552 years old.

Ever since their freedom was won, Frostfi nger has de-

92

V
a

l
a

r
a

n
 C

u
l

t
u

r
e

s



manded a portion of all Goblinfolks’ wealth within the 
city limits. He became the Alpha of all Alphas, the King 
of the Goblinfolk. He renamed the city ZeeZak and it 
stands strong to this day.

Blackhand’s Tale

Many centuries ago when Arch-Wraith King Roderick 
Blackhand was building his stronghold in the frigid 
north he decided he needed a ready supply of workers 
and servants. Blackhand fi rst enslaved several tribes of 
goblins and tried to get them to perform hard labor. He 
could easily pay them in shiny bits and this allowed him 
to turn his concentration toward other matters. Th is 
worked for a while, but the goblins were too incom-
petent to complete much of the work.  Blackhand then 
turned to humans and enslaved many to continue the 
work. However, aft er the second revolt, he decided he 
needed something akin to humans but with the weak 
willed and highly adaptive nature of the goblins.  He 
thought about using the now undead human workers, 
but with their limited intelligence work again became 
problematic. Aft er much experimentation with other 
races he now had a giant undead army, but no workers.  
He stumbled upon an ancient Elven text detailing ex-
periments on combining creatures. Blackhand decided 
he would attempt these same experiments and create 
his own workers from humans and goblins. Aft er a few 
failures, which now run wild in the northern areas of 
Valara, he was successful in creating the fi rst Goblin-
folk. In modifying the experiment slightly he was able 
to increase the birth rate of these new creations and 
within 20 years he had a very large work force.

Hillfolk - Briarfolk

Asking a Briarfolk about their origins oft en result in 
many unanswered questions. Each tells a diff erent and 
equally fantastic story of their history, and all agree ev-
ery story is true. Regardless, every one of them always 
say they are a youthful and cheerful people; a fact no 
one can deny. Th ey are known for their positive, cheer-
ful nature, oft en meeting the worst of troubles with a 
bright smile. Th eir hair is thick and bushy and even 
covers the tops of their feet and hands. Most have side-
burns extending into other facial hair. Th ey are inquisi-
tive and think and speak very quickly, especially when 
excited. Th ey oft en have a logic all their own and a very 
round-about way of thinking, which many other races 
will fi nd baffl  ing. While a Briarfolk may come to the 
same conclusion as one from another race, the path his 
or her mind takes to fi nd the answer can seem quite 
long and strange.

To understand the personality of the Briarfolk is to un-
derstand the nature of community. Th e stronger and 
more improved the community becomes, the more 
protected and comfortable one’s life may be. To this 
end, Briarfolk have become very industrious in the 
Realms of home building and farming. Most spend 
their entire lives focusing on improving one single 
community and never leave their home town. Th ough 
normally a peaceful and friendly people, the defense of 
a threatened Briarfolk town is quick and fi erce. Attack-
ers soon fi nd themselves overwhelmed by hidden traps 
and piercing attacks, like a wild thicket of briars. While 
most spend their entire lives close to home and com-
munity, there is a rare occurrence among their people 
known as “Wanderlust”. Almost every youth exhibits 
some traits of this state in their teen years, but only 
some will experience this feeling throughout their adult 
lives. Wanderlust is described as a calling or a need to 
treat the whole of Valara as one large Briarfolk commu-
nity, to be explored and improved. While the dangers 
of Valara oft en shorten the lifespan of such a Briarfolk, 
they usually become wise town elders for all the stories 
they have share when they return.

Out-of-Game Racial Requirements

Makeup — All Briarfolk are required to have dense 
sideburns and dense hair on the back of their hands.

Preferred Skills — In general, the Briarfolk mind-set 
leads those who seek the adventuring life to choose 
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the path of Warden or Adept. A Briarfolk enjoys be-
ing a jack-of-all-trades rather than focusing on one 
niche profession. Additionally, one’s small size and 
speed contributes to a natural talent for roguish skills 
like stealth. However, no Briarfolk would ever admit to 
such things, and to accuse them of such is terribly im-
polite. A physically small race, Briarfolk generally fi nd 
oversized tools and weapons unwieldy and oft en avoid 
learning the skills Great Melee Weapons and Archery.

Other — Briarfolk gain eight extra Health Points and 
four extra Mana Points at character creation. In addi-
tion, they may purchase from the skills Resist Hobbled, 
Resist Accursed or Resist Immobilized once every ten 
skill points.

General Facts about Briarfolk

Lifespan — While there have been stories of grey haired 
Briarfolk making it well past their fi ft eenth decade, 
most Briarfolk have a lifespan closer to their Human 
cousins. Childhood is considered from birth to about 
the age of fourteen. A young Briarfolk is an adolescent 
at the age of fi ft een. At the age of twenty, most are con-
sidered full-fl edged adults who are expected to con-
tribute to the community. A Briarfolk living a full and 
healthy life will begin to slow down around the age of 
sixty, but if well cared for they can live into their ninth 
decade before old age takes its toll at last.
 
Primary Racial Traits — Briarfolk are known for their 
short stature as well as their bushy hair style. Both males 
and females grow thick, almost hair-like patches on the 
tops of their hands and feet and dense sideburns on the 
sides of their faces. As a people, the Briarfolk take great 
pride in the grooming of their hair and sideburns, of-
ten choosing the most interesting and sometimes zany 
styles.

Strengths — Briarfolk are quick in feet and mind. 
When faced with danger they either attack or fl ee with 
great speed and agility. Th ey avoid harm by equal parts 
dexterity and luck. Inquisitive and curious, Briarfolk 
solve their problems with quick wits whenever possible. 
What most races see as problems to be overcome, Briar-
folk will oft en mentally frame their problems as games 
or puzzles to be solved. Th e fabled “Briarfolk logic” re-
fl ects the tendency to include all observable details and 
facts into the solving of a problem, oft en leading to very 

round-about ways to conclusions. Some have accused 
the race of intentionally using this thought style as a 
tactic to confuse their enemies, but most Briarfolk dis-
miss it as very impolite accusation.

Weaknesses — While speed may their biggest asset, 
they have always had to compensate for their lack of 
physical strength. Th ere are very few Briarfolk who are 
considered physically imposing or possessing a great 
deal of upper body strength. Th e constitution and en-
durance of the race is also oft en called into question. 
Measuring just how long a Briarfolk can continually 
work is a problem, given their tendency to stop for 
snacks quite oft en. When questioned on this, any Bri-
arfolk will tell you it just makes good sense to eat when 
you are hungry.

Names and Naming Traditions

Briarfolk surnames, or house names, are oft en combi-
nations of two objects or observances and may describe 
what a Briarfolk is good at. It is not uncommon for a 
Briarfolk to change their surname at least twice in their 
life. Th e fi rst usually occurs when a Briarfolk decides 
on a trade to pursue. Th e second occurs if two Briarfolk 
form a permanent partnership through marriage.  Oth-
er instances that can lead to a change in house name 
include overwhelming events of loss or overwhelming 
events of great joy.

Example male names: Alaster, Afon, Dai, Elis, Finn, 
Iolo Leannan, Marcas, Morgan, Tomas, Trefor, Yale

Example female names: Aingeal, Anwen, Brin, Cailin, 
Elane, Elspeth, Lynn, Nuala, Rhosyn, Tegwen, Fay

Example house names: Glasswhistle, Cherrytree, Tall-
stride, Fastcoin, Twooaks, Fairblossom, Fivepockets

Garb

Briarfolk fashion is determined by the work to be done, 
but in all things comfort and style is key. Breathable 
shirts and overalls are a must when working on the 
farm or tending the garden. Briarfolk clothing is lined 
with as many pockets as possible. Th ey love to carry the 
tools of their trade with them, and they oft en pick up 
interesting bits and baubles throughout the day.
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In leisure time, country fashion is the order of the day. 
Gentlemen have a fondness for loose shirts and stylish 
vests. Ladies prefer frilly dresses with ribbons or fl ow-
ers to hold up their hair. Most Briarfolk like simpler 
clothing; overly fancy clothing is oft en more trouble 
and discomfort than necessary.

Use of Language

Briarfolk do not have a language to call their own. In-
stead, they have learned the Common Valaran trade-
tongue and embrace the vernaculars around them. De-
pending on its location and interaction with the other 
races nearby, each community will have its own accent 
or slang integrating words relating to farming or food.

A common practice is to substitute personally disliked 
foods for curses. For example, one dismayed may swear 
“Oh, turnips” or “Well, spinach” when things do not go 
as expected. While this may vary by the taste of one 
Briarfolk to the next, the curse is usually understood 
even if it at times it incites culinary arguments.

Male and Female Interactions

Th e idea of gender specifi c roles is not common among 
Briarfolk. While females usually take on the tasks of the 
home and males oft en work the fi elds, this is merely an 
expression of the average talent for such things. Utiliz-
ing the right person for the right job is always key in 
assignment of Briarfolk tasks around the community, 
and many women are found in the fi elds just as men are 
found working in the home.

Interracial Interactions

Humans and Elves: “Most will respect a polite Briarfolk. 
Th eir cities are wondrous adventures full of interesting 
prospects. Just be careful you don’t get stepped upon.”

Wanderers: “Wanderers have strong family bonds. Th ey 
always make me feel right at home.”
 
Orklings, Ogrelings, and Barbarians: “All of them are 
quick to anger and are irritatingly loud. On top of that, 
their living areas are a complete mess!”

Faekyn: “What’s with the masks? If I paint a purple 
mask on my face does that make me one of them? I just 
don’t understand these creatures.”

Dragonkyn: “I’ve never been inside a Dragonkyn’s 
home, and I’m dying to fi nd out what one looks like!”
 
Gearlings: “I wonder what holds them together. I 
mean…really…what holds them together?! Th ere must 
be inner workings in there somewhere.”
 
Goblinfolk: “Ugh, these guys are way too focused about 
money.”
 
Florakyn: “Th ese guys are great farmers. We trade farm-
ing tips all the time.”
 
Feralkyn: “Must not pull the tail…must not pull the 
tail…must not pull the tail.”
 
Dwarvenfolk: “OHMYGOSHIGOTADWARVEN-
FOLKPLOW!!!!!”

Crafts

Most Briarfolk communities are centered on agricul-
ture. Typically they farm vegetables, but orchards of 
fruits and vine berries thrive in the proper climate. Al-
most every Briarfolk craft  is shaped by a self-suffi  cient 
farming lifestyle. Th ey make their own tools for farm-
ing, craft  their own furniture, spin thread for weaving 
quilts and clothing, and build homes from materials 
taken from Valara’s bounty. 

A great number have found an interest in tinkering. 
Th e budding professions of clockwork items, such as 
time pieces and toys, is becoming increasingly popular 
among city based Briarfolk. Many believe the Gearlings 
have the secrets to tinkered mechanics, and it is only a 
matter of time before they share them with their friend-
ly Briarfolk neighbors. Briarfolk tinkerings are gener-
ally not found in the hands of non-Briarfolks, partly 
due to the expense and partly because the Briarfolk are 
usually still perfecting these items to become the most 
effi  cient and useful product possible. 

Magic

While some of the longer lived races have theorized 
Briarfolk have little talent for magic, this simply is not 
true. Many simply have too many other tasks to mer-
it sitting down in a dusty library studying runes and 
spells as a worthwhile use of time. A Briarfolk tending 
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to his crops or cleaning her house can understand the 
benefi t of time spent rather quickly; this is not so with 
the study of magic. It typically takes years of study for 
a Briarfolk sage’s magic to become useful to the com-
munity, and most do not have the time or patience for 
it. Th ey just don’t like taking the time to study it.

However, most understand the need for a healer’s Es-
sence Magic, and some can argue the need for those 
who know of Wild spells. Prime Magic use is a bit hard-
er to justify, unless there is a known threat to the com-
munity; otherwise it is good for fancy light shows but 
little more. Magic that uses “decay” seems completely 
pointless to most of Briarfolk: “Rotted food is typically 
no good. Why would rotted magic be any diff erent?”

Codes of Behavior

In all things, be polite and respectful. Th is includes oth-
er races and Valara as a whole.

Communities, big or small, are life. Help and defend 
your neighbor, and they will do the same.

Never underestimate the important of a clean living 
space.

Never underestimate the power of curiosity.

Win or lose, be sure to come back with a good story.

Superstitions

Briarfolk are oft en suspicious of strangers to their com-
munities, but they always at least attempt hospitality on 
some level. By legend, Briarfolk believe they will be the 
fi rst to fi nd the Dragons if they return, and they want 
to make sure the Dragons know that Briarfolk were the 
ones to welcome them home.

It’s terribly bad luck to cut down any thorn bushes more 
than three Briarfolk tall. You never know when you 
might be wandering into someone else’s community.

Always knock three times and ask if anyone is home 
before you cut down a tree. It’d be very impolite to start 
chopping on a Florakyn home.

Dwarvenfolk beards are very lucky, but only when they 
are still attached to the Dwarf who grew it.

Life, Customs and Traditions

Coming of Age

Briarfolk children usually come of age around twenty 
years old. Th e path to adulthood varies from family to 
family, but it usually involves proving they are capable 
of taking care of themselves. One must prove under-
standing of one’s craft  well enough to continue in a cho-
sen business without further help from the family. Of 
course, family help will always be there, but the child 
still needs to prove he or she can stand on one’s own 
furry feet.

Marriage and Relationships

Courtship between two Briarfolk typically begins as a 
private aff air. Th e prospective couple share dates and 
secrets to learn of each other’s tastes and interests. If 
they fi nd themselves compatible enough, their fami-
lies are gathered together to learn about each house 
to make sure a union will not cause disruption among 
family lines. If aft er an extended amount of time the 
couple seem a good match, the two families will come 
together to build the young couple their own house to 
look forward to aft er the marriage ceremony. 

Most marriage ceremonies are short, if you don’t count 
the feast celebration aft erwards. Th e ceremony is over-
seen by the head of the house of either family, or the 
leader of the town. Th e couple make promises to one 
another on how they will treat each other for the rest of 
their lives, and then their hands are bound together by 
ribbon. Every married Briarfolk wears a personalized 
ribbon around the wrist to show he or she is married. 
Th e color and style of the ribbons are chosen by the 
couple either before the ceremony, or aft er they recover 
from the feast. Th ey take great pride in the chosen col-
or, and always wear clothing complimenting the color 
of the ribbon if at all possible. Ribbons are replaced ev-
ery year on the couple’s anniversary date.

Among Briarfolks divorce is rare. If a couple decides it 
is the best option, on their next anniversary date they 
simply do not replace their ribbons of commitment. 
Both move out of their shared house and return to their 
family homes. Some Briarfolk may choose to travel to 
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another Briarfolk community in order to seek a fresh 
start. 

Childbirth

As with most things in this society, childbirth is a com-
munity aff air. Most births take place in the fall, about 
nine months aft er winter. For each, the community 
comes together in celebration to welcome the new 
member of the town. Craft smen begin work on things 
the baby will need such as a cradle, toys, and blankets, 
while the women and healers of the town prepare for 
the birthing.

Once the health of the mother and the newborn are 
confi rmed, the name of the baby is announced to the 
gathered town. A small greeting celebration follows.

Death

As birth is a community aff air, so too is death. It is a 
somber time, even for the cheerful Briarfolk, but it is 
not so much a moment of mourning as it is for other 
races. Th e town gathers to say goodbye to the member 
of their town who is leaving for another community 
among the stars. Oft en stories are told of the departed’s 
life, and then the widow or widower and children are 
assessed to see if they have the things they need to con-
tinue on. 

Society and its Organization

Politics

Most Briarfolk live in small farming communities. 
Towns are usually led by Mayors or a Council of Rep-
resentatives, while the biggest cities are controlled by 
Governors. Th ese positions are typically elected by the 
citizens for decade-long terms. By nature, Briarfolk do 
not get into a lot of politics, as quite oft en these pursuits 
are boring and take up too much time which could be 
used for more profi table or pleasurable activities. 

Religion

Most Briarfolk revere the Life Paragon Ge’lina. Th ere 
are no Briarfolk priests who preach the works of Ge’lina, 
but instead the stories are passed through each family. 
Th us there is no pressure to feel the family must follow 
the Paragon if their life choices are diff erent. All Briar-

folk show their praise by working in the farms each day 
and growing the crops to keep their communities fed.

Other Briarfolk families believe the Paragons of Fire, 
Earth and Water smile down upon a Briarfolk farm 
and homestead, and that each plays an important role 
in the cycle of life on a farm. Th ese families build small 
shrines to each of the Paragons throughout the farm 
and town.

Education

Education is a family aff air. Members of the family are 
expected to teach children how to read, write, perform 
basic math, and the history of the community, Briar-
folk and Valara. Th e remainder of a Briarfolk’s educa-
tion is taught through experience working in the farm 
and community, or when they leave to explore the great 
unknowns of Valara.

As a Briarfolk community grows, it begins to build its 
own schoolhouses for the education of its children, and 
trade colleges for young adults. Many large Briarfolk 
towns have a university dedicated to higher learning. 

Trades and Training

Farming, carpentry, masonry, tinkering, scouting and 
cartography are some common trades practiced by 
Briarfolk. Briarfolk approve of trades that are effi  cient 
and benefi cial to the community at large. Almost every 
Briarfolk can cook as well; fortunate given a Briarfolk’s 
love of food. 

Military

Th e ideas of military and warfare are not those which 
the Briarfolk are particularly fond. It is true, some Bri-
arfolk villages have a small militia, but they are typi-
cally communities located near a known threat. 

Warchief Shortsnout, an Orkling military commander 
from many years ago, is quoted saying that attacking 
a Briarfolk village is like “trying to get a rabbit in the 
middle of a briar thicket.” Whether this is where the 
race gets its name or not is unknown, but the metaphor 
is quite true.
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While Briarfolk are not very military-minded, they are 
in favor of being prepared. Th e area in and around a 
village is typically lined with hidey holes, small weapon 
caches, and traps. Craft sman take weeks to create and 
set up these traps, but they can be activated by a mere 
fl ip of a switch or pull of a rope. In combat, Briarfolk 
employ guerilla style hit-and-run tactics to lead attack-
ers on a merry chase to lure them away from the village. 
By the time hostile forces fi nd the village, they are so 
harried and harassed, further military action may sim-
ply not be worth the trouble. 

Law and Punishment

Laws of the Briarfolk typically are the same as most civ-
ilized Valaran people. No Briarfolk shall steal, commit 
arson, or murder without harsh consequences. Each 
community may have its own specifi c laws depending 
on the special circumstances of their location. For ex-
ample, Rose Vale has laws against cutting certain types 
of fl owers before a particular day, and Mossy Valley has 
a protected tree of historical value.

Disputes between townsfolk are usually solved by the 
town leaders. Most punishment involves community 
service. If one Briarfolk wrongs another, the guilty 
party works for the wronged until amends have been 
made. Usually this is determined by time or monetary 
value.

Th e worst punishment is banishment from the com-
munity. Th is punishment is so rare very few Briarfolk 
can ever remember it actually happening, as it is re-
served for murderers and traitors. Th e off ending Briar-
folk is driven out of the community and never spoken 
of again. From that point on, the individual isn’t even 
considered a Briarfolk anymore, and is left  to fend for 
himself or herself.

Guilds and Merchants 

Th e closest thing to a “Merchant Guild” one may fi nd in 
a Briarfolk town is the “Farmer’s Market”. Every harvest 
season, a Farmer’s Market is held so everyone in the 
community can show off , sell and trade their best fruits 
and vegetables. Th ere are no restrictions, and anyone 
can set up a booth as long as a small fee is paid to the 
community chest. Th e community chest funds are used 
by the town leaders to improve town infrastructures or 

to help Briarfolk who may have fallen on hard times 
due to illness or natural disaster.

Location on Valara

Most Briarfolk villages are in more temperate climates, 
though stories of arctic and tropical communities pop 
up from time to time. A Briarfolk town is oft en found-
ed in fl at or hilly meadows near forests. Th ese towns 
are built to fl ow with the land, rather than reshape it. If 
a beautiful old tree is in the middle of a good spot, the 
town will grow around it, rather than cut it down. Th is 
is why many Briarfolk homes are built into hillsides, 
as they fi nd reshaping Valara for no good reason to be 
rather rude.

Towns are typically named for an important element 
of their placement, and a descriptor of what grows best 
in its farms. Rose Vale is known for its vast fi elds of 
fl owers. Th e longest-lasting and most fragrant roses are 
grown here. Turnip Hill has a sandy and loamy soil per-
fect for cultivating this tuber. Mossy Valley has great 
oak trees littering its fi elds. Moss always grows on the 
north sides of the trees and rocks here. Many use this 
moss as a supplement for their fertilizers.    

Creation Myths, Ancient Stories, 
Heroes of Old, History

Ask any Briarfolk where he or she believes the race 
originated, and get a diff erent story from every inquiry. 
Each will tell a diff erent and equally fantastic story of 
their history, and all will agree every story is true. Th ey 
fi nd interesting stories to tell about their origin more 
valuable than the actual truth. 

“Th e fi rst Briarfolk were created by the last Dragon, 
hoping to leave something wonderful to cultivate Va-
lara.”

“Briarfolk came to Valara on magical fl ying ships, over 
vast oceans of grey fog.”

“Early Briarfolk hatched from left  over Cabbage-Flor-
akyn eggs to help tend the plants of Valara.”
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While Briarfolk physiology is most closely related to 
Humans, they at every turn show qualities of Dwarven-
folk, Florakyn, Elves and even some breeds of Feralkyn. 
It is entirely possible the creation of the race is a vast 
conglomeration of many to form a whole.

Kindred - Faekyn

Among all the races of Valara, only the Faekyn are de-
scended from liaisons between the Fae of Ereholme 
and mortals. Fae, by their very nature, are a capricious 
and innately magical race. Th e blending of these two 
distinct bloodlines has resulted in a wide variety of 
physical features found among Faekyn. It’s common to 
see horns, long animalistic tails, pointed ears, hooves 
and sparkling skin colors of every shade and hue. All 
Faekyn are born with purple hued eyes. Th e color even-
tually extends across their eyes from ear to ear. Th is 
mark varies, and a myriad of diff erent shapes can be 
seen throughout the culture.

Descending from immortal Fae and the mortal races, 
a Faekyn’s lifespan varies, but some may live up to 
twice as long as the mortal ancestors in their blood-
lines. Many are not concerned with most mortal con-
cerns and instead they are driven by a need for fun and 
amusement. Upon reaching adulthood, they oft en leave 
their homes and travel throughout Valara, indulging in 
as many worldly pleasures as possible. Th ey return of-
ten to boast of their adventures and spread tales of the 
outside world they have seen.

Personality Traits

“We are children of the Fae.”

“No Faekyn is the same” is an understatement to the 
sheer variety of this race. Th eir culture is much more 
diverse than is readily apparent across Valara, and to 
this day not everything is known about them.  Some 
Faekyn strive to meet the goals or expectations of their 
Fae parents’ Coterie, but many have diffi  culty tracing 
their lineage. Th ose who seek out their Fae ancestors 
are usually used as chess pieces in the endless war be-
tween the Seelie and Unseelie Coteries. While many 
Faekyn move towards one of the two main Fae Cote-
ries, there is a third option that many choose -- the op-
tion to remain unaligned and make their own way.

Among the true Fae, there are several groups primarily 
responsible for the birth of Faekyn. Th ese groups are 
the Sidhe-born, Bloodbrood, Children of Whispers, 
Passion Kissed, Children of the Lost, Children of the 
Dervish, and Bringers of Madness. Each stems from a 
particular Fae such as the Sidhe (shee), Redcaps, Sluagh 
(sloo-ah), Satyrs, Pixies, Eshu (EE-shoo), and Nymphs. 
While these are the most common they are not the only 
Fae that can parent a Faekyn.

Faekyn are diverse in their personalities, so much so 
that those unfamiliar with the culture may mistake 
two Faekyn as being two diff erent races. Faekyn born 
from Sidhe are aloof and aristocratic, while Faekyn 
born from Bloodbrood are savage and primal at their 
core. Descendents of the Children of Whispers value 
silence and choose not to speak above a whisper, while 
those descended from the Passion Kissed enjoy frolick-
ing and festivities. Faekyn born from the Children of 
the Lost are open-minded and accepting and willing to 
play or explore but Faekyn born from the Children of 
the Dervish are clever, nomadic, and relish in adven-
ture. Faekyn who trace their lineage from the Bringers 
of Madness are tragically divided by both the intense 
beauty of this race and its ability to drive others insane. 

Out-of-Game Racial Requirements

Makeup — All Faekyn have a purple band or mask 
across their eyes and face which stretches from ear to 
ear. Whether make-up or a physical mask, it must be 
purple. Th e design of this mask is up to the player. If a 
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player chooses he or she may also have a green, silver 
or orange outline around the purple mask to denote 
loyalty and servitude to one of the Coteries. Th is is for 
role-play purposes only, and a player’s outline can be 
changed at the discretion of Plot. Green represents an 
alignment to the Seelie Coterie and orange represents 
an alignment to the Unseelie Coterie.  Unsided Faekyn 
use a silver outline or no colored outline around their 
purple mask.

Due to the large variety of Fae, physical appearance is 
left  to the player, however at least one approved pros-
thetic must be represented. Some examples include, but 
are but not limited to:

Sidhe-born: pointed ears, gems on the body, metallic 
glyphs on the body.

Bloodbrood: makeup/prosthetics representing ritual 
scarifi cation, pointed ears, sharp teeth, and blood as 
war paint.

Children of Whispers: porcelain doll or ghastly faces 
with sunken eyes. Tear streaks and very little color on 
the body.

Passion Kissed: furred leggings, hooved feet, small or 
twisted horns and short tails.

Children of the Lost: pointed ears, brightly colored but-
terfl y wings, leathery wings, translucent wings, or  glit-
ter.

Children of the Dervish: Small horns on the head, liz-
ard-like tail and scales on hands.

Bringers of Madness: metallic undertones on the face 
and hands, pointed ears, or cat tails.

Preferred Skills — As part of their innately magical 
heritage and close ties with the Fae, no Faekyn would 
be caught without the ability to use at least the most 
basic of magic, even warriors. While it is not required, 
a Faekyn unable to use any magic would be pitied and 
looked down upon. Most Faekyn learn at least a little 
magic in their lifetime. Faekyn dislike training with 
large weapons and prefer to use smaller, more agile 
ones. Martial training has never been emphasized very 
much in Faekyn society, so pure warriors are rare.

Other — Faekyn start with one extra health point and 
seven extra mana points at character creation. In addi-
tion, they may purchase from the skills Resist <Prime 
Element>; Resist Rooted; or Resist Feared, once every 
ten skill points. 

General Facts about Faekyn

Lifespan — A Faekyn lives close to double the average 
lifespan of their mortal parent. Faekyn with Mankind 
parentage live an average of 200 years. Faekyn with 
Elven parentage live an average of 400 years, while 
Faekyn with Warling or Hillfolk parentage live an aver-
age of 100-150 years. Faekyn with Kindred parentage 
may live an average of 100-300 years. Most Faekyn are 
considered children until about age 10 or 12.  

Primary Racial Traits — Faekyn manifest a variety 
of features as a result of their parentage. Faekyn com-
monly appear with horns, tails, pointed ears, wings and 
other features and all Faekyn appear with a purple birth 
mark like a mask across their eyes. 

Strengths — Th e power of magic is the greatest strength 
Faekyn hold.  Learning magic comes easily to Faekyn – 
it is not just a part of the culture, but a part of a Faekyn’s 
being. Speed and guile serve almost as well as magic, 
and Faekyn who rely on these traits are a force to be 
reckoned with.

Weaknesses — Physical prowess, in battle at least, is 
not and never will be something Faekyn are built for.  
Speed and magic are more a Faekyn’s allies than brute 
strength when standing toe to toe with an enemy.

Names and Naming Traditions

Th ere are no specifi c naming conventions for Faekyn. 
A Faekyn’s name is given to them by the parent they live 
with and is based on the culture of that area. Faekyn do 
not typically use a surname as many do not know who 
their parents are. 

Faekyn female names: Lavender; Amethyst; Sapphire; 
Jewel; Katrina; Imogenia; Kysa; Linnea; Kezia; 
Kinipela; Mya

Faekyn male names: Dirk; Bramble; Ash; Bean; Fort; 
Gyan; Finch; Florent; Fai; Brax; Declan; Edred; Im; 
Kavanagh
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Garb

“Our clothing may be more diverse then we are…”

Faekyn garb is extremely eclectic with no particular 
style or taste. It is common for Faekyn to wear cloth-
ing similar to the culture they live in but those who live 
in Fae-dominated culture wear the clothing of their 
ancestors. Th e Sidhe-born wear regal and elegant silk, 
velvet or brocade clothing in an attempt to maintain a 
high standard in dress. Th e Bloodbrood wear burned 
plate, raw hides dripping with blood and leave plenty 
of bare skin visible to show off  ritual scarifi cations. Th e 
Children of Whispers keep themselves covered from 
head to toe in tight-wrapped robes, shawls and hoods. 
Th e Passion Kissed wear anything loose and easily re-
moved.  Th e Children of the Lost prefer bright shim-
mering colors and hardly ever wear heavy or metal 
armor. Th e Children of the Dervish wear tough and re-
sistant clothing to assist with their adventurous mind-
set and don’t care for anything fl ashy. Th e Bringers of 
Madness wear long fl owing robes and choose reveal-
ing clothing to help in their manipulation of others. 
Armor, when worn, is used to protect their bodies as 
much as possible.

Use of Language

“It’s much easier to make a deal when you can talk to 
everyone...”

Faekyn speak Common and have no native languages 
unique to their race. While they may learn other lan-
guages, they prefer speaking Common in almost every 
situation.

Male and Female Interactions

 “Your gender doesn’t matter to me because we all know 
your Fae parent is that of a lesser kind.”

In Faekyn society, gender neutrality is common. Faekyn 
do not ascribe gender-specifi c roles. A Faekyn’s attitude 
and life infl uences determine how he or she acts and 
treat others.

Interracial Interactions

“Th e other races are just pieces to a larger puzzle.”

Due to the diversity of races to which Faekyn are ex-
posed, the concept of race is unimportant. Faekyn 
judge everyone on individual merits instead. Th e only 
exception is Fiends which no Faekyn can tolerate in 
their presence. Th e more peaceful Faekyn simply leave, 
but many die attempting to end a Fiend’s existence. 

Moon Elves: “Th ey keep their emotions and desires 
locked up so tight, and they resist magical charms.  
Th ey’re rather tiresome in that way.”

Valaran Elves:  “Th ey think they’re really good at magic.  
Th at’s cute.”

Dark Elves:   “Didn’t they get burned by magic in some 
tragic event? Th at’s what they get for playing with pow-
ers beyond their control.”

Humans:  “Th ey’re fun to play with, but otherwise un-
inspiring.”

Wanderers: “Th ey have a great attitude, and really know 
what’s good in this life. However, they sometimes get a 
little too close for my taste.”

Barbarians: “Th eir grasp of the Common language is 
childish at best, and they have a fear of Prime Magic 
which can be exploited. Otherwise, they’re like every 
other boring human.”

Dragonkyn: “Th ey are beautiful creatures; they must be 
closer to an animal than they realize.”

Ogrelings and Orklings:  “Th ey’re slow-witted, which 
can be very handy at times. You can use their anger 
against them.”

Gearlings:  “Th ey’re literally made of magic! I can’t wait 
to get my hands on a piece of one!”

Goblinfolk:  “Most are ugly little bastards. Don’t under-
estimate their cunning and guile.”

Florakyn:  “I don’t understand them. Th ey are always 
thinking of others.”
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Feralkyn:  “So long as they’re not trying to eat you, those 
with fur can be great bedmates.”

Dwarvenfolk:  “I really don’t like talking to Dwarven-
folk. Th ey always look at my wares as if they were dis-
gusted. Give me your ale or your coin or go away.”

Briarfolk:  “Just talking to one can be tiresome. But if 
you can endure this fl aw, they make great friends. Th e 
best cook I ever met was a Briarfolk.”

Crafts

“If it is magical, it is perfect.”
  
Most Faekyn craft smen choose to put their eff ort into 
producing beautiful and magical items. In fact, it is in 
the very nature of Faekyn to produce as many magi-
cal items as possible. No craft  is looked down upon by 
the Faekyn, so long as it is performed expertly and the 
end result is aesthetically pleasing. Many craft s created 
by the Faekyn involve collaboration between individu-
als. Th is ensures no part of the process becomes too 
tedious. An elaborate garment produced by a Faekyn 
may have been made by twenty individuals each work-
ing on a separate portion.

Magic

“Magic fl ows through my veins.”

Magic is ingrained in Faekyn culture, and it permeates 
everyday life. No type of magic is prohibited; however, 
some Faekyn disagree in how magic should be used. 
Others may view a singular type as taboo. Most Seelie 
Faekyn study life Essence Magic and experiment with 
Prime Magic, while the Unseelie thrive upon the cha-
otic nature of Wild Magic and death Essence Magic.

Codes of Behavior

“We both share an understanding of honor, but mine is 
diff erent.”

Codes of behavior vary greatly among Faekyn because 
of their mixed parentage and home. Faekyn who grow 
up in diff erent racial cultures usually follow the codes 
of those cultures. Th ose who live closer to their Fae an-
cestors or align themselves with one of the Coteries fol-

low diff erent codes. 

Seelie Ideals

“Th e light is the guide, and should never falter.”

Every positive story and happy tale that is mentioned of 
the Fae is from the Seelie Coterie. However, this does 
not necessarily mean they are all good creatures. Th ey 
seek to guide and inspire mortals, but their reasons are 
not always revealed. 

Honesty in all things.

Defend love at all costs.

In life, fi nd the beauty in everything.

Your word is your oath, and it must always be upheld. 

If a debt must be paid, then you must pay it.

Let honor preserve you and keep your spirit pure.

Unseelie Ideals

“Secrets and power lie within the unknown; become the 
fear others see within dark times.”

Where the Seelie seek to inspire, the Unseelie seek to 
sow chaos, fear and doubt. Master manipulators and 
tyrants, the Unseelie are one of the reasons why most 
beings fear the Fae.

Tradition is a cage.

Chaos brought us life, and we return the blessing.

Defend your passion and slaughter those who threaten 
it.

Accept the horror of life.

Honor is the chain that binds.

Give so that others may hold a debt, for a debt must 
always be repaid.
The Nameless Coterie Ideals

Th e Namless Coterie or neutral Fae oppose being con-
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trolled. Th ey seek a utopian existence between the two 
Coteries. Th ey believe a choice is one’s own, and that 
freedom is truth which cannot be taken from you. Th e 
Nameless Coterie is considered neutral between the 
two sides. All those who don’t align with a side fall into 
this category, though they may not refer to themselves 
as Th e Nameless Coterie.

Life, Customs and Traditions

Childhood

“We all come from diff erent places; the key is that we all 
end up in Valholme.”

Childhood for a Faekyn is a diffi  cult time. Most accept, 
as they grow up, that they may never see their Fae par-
ent in the course of their lifetime. In rare cases some 
Faekyn claim to hear someone talking to them, almost 
as if from a distant whisper. Th ose who believe this say 
it is the Fae parent reaching out to her child through 
the Veil. 

Most children are born in the homes and cities of their 
mortal parents. Faekyn children go through their child-
hood quickly compared to other races. Th ey learn and 
growing slightly faster than their mortal half. By age 10 
or 12, Fakeyn are considered adults in terms of physical 
maturity. All Faekyn babies are born with purple irises 
which fade away aft er a few months. Th e purple mask 
that covers their eyes appears at the cusp of adulthood.

 Many Faekyn children are abandoned by their parent’s 
and left  to fend for themselves. Th ose who are rescued 
are oft en brought to Valholme and raised at the Bas-
tion.

Coming of Age

Coming of age is diff erent for all Faekyn, because each 
grows and matures diff erently. Faekyn claim the “Awak-
ening” is when adulthood is achieved. During the 
Awakening Faekyn children experience vivid dreams 
of what may be their Fae parent. Aft er a week of these 
dreams the child experiences a surge of magic, coloring 
his eyes purple once again. Th is color drains from the 
eyes and spreads across the face, forming the recogniz-
able mask all Faekyn have. At this point the child is now 
considered an adult by other Faekyn.

Marriage and Relationships

Marriage is not really an institution in Faekyn culture. 
If a Faekyn desires to have something resembling mar-
riage they are expected to either create their own cer-
emony or use something from another culture.  Rela-
tionships are fl uid and follow the whims of the Faekyn 
involved. Th e institution of marriage between two 
Faekyn is respected as much as the parties involved de-
sire it to be.  Unless the couple sets them, most Faekyn 
marriages have no boundaries. A marriage between a 
Faekyn and a member of another mortal race is gener-
ally viewed by the community like a relationship with 
a very dear pet.

True Fae never marry their mortal partners. Most mor-
tals who mate with a true Fae may not realize who or 
what their partner is until a child is born. 

Childbirth

Childbirth can vary depending on whether or not 
one is born of a true Fae or a mortal. True Fae carry 
the pregnancy to term within a month, since true Fae 
do not tolerate being pregnant long. When they give 
birth, the child is as developed as any Faekyn infant 
born from a mortal race, if not more so.  If the unborn 
child is carried by a mortal parent, the gestation rate is 
slightly shorter than the normal time of pregnancy for 
that race.

Among true Fae, there are no special ceremonies to 
celebrate the birth of a child. A true Fae parent may 
choose to keep the child with them or return it to the 
mortal parent’s care upon its birth. 

Death

Upon permanent death, a Faekyn’s body is taken to a 
special preparatory room in Valholme, commonly re-
ferred to as “Th e Undercroft  of Glass”.  To get to Th e 
Undercroft , one descends a long spiraling ramp made 
of master-craft ed stained glass which glistens in torch-
light.  Th e Undercroft  serves as an entrance to the 
Faekyn catacombs.  Once a permanently dead body has 
reached the catacombs, a special team of Faekyn works 
their craft  to prepare the body for internment.  
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A Faekyn’s body decays half as slowly as the body of 
its mortal parent’s race.  With this in mind, careful 
steps are taken to restore the body to as beautiful and 
decadent a state as possible.  If limbs have been lost, 
special prosthetic limbs are craft ed from fi ne clay or 
carved from wood.  In the event something has hap-
pened to the face or head, a sculptor is commissioned 
to create an exact replica, using drawings, paintings, or 
descriptions from friends and relatives. Special salves 
are rubbed into the skin and herbs are placed within 
the body cavity to further reduce the onset of decay. In-
ternal organs are removed and disposed of. As a result 
there is very little of the actual body left  when it is put 
on display, but this is of no consequence to the Faekyn. 

During the process of restoring the body, Faekyn above 
ground make plans for a celebration to remember the 
deceased. In addition glassmakers of Valholme begin 
fashioning a special glass case.  Th is case further pre-
serves the dead body and makes an excellent window 
for the viewing of the corpse. Craft ing the case can take 
up to two weeks. 

When the body, glass case, and celebration preparations 
are complete, the day of the funeral arrives.  Friends 
and relatives are invited down to Th e Undercroft  of 
Glass to view the deceased. Aft er the viewing, a party 
starts in remembrance of the dead. Th is party may last 
for hours, and the deceased is prominently displayed 
in the glass case in the center of the Undercroft  during 
the celebration. When the celebration ends the case is 
moved to its fi nal resting place in the catacombs.

Society and its Organization

Politics

Valholme is ruled by a standing Faekyn Lord or Lady. 
Th is position is usually held by Sidhe-born Faekyn, al-
though non-Sidhe Faekyn have ruled in the past. Each 
Lord or Lady has a number of guards in service who 
are responsible for various tasks from local defense to 
trade and commerce.  

Th e Lord or Lady of Valholme relies on a Council of 
Commoners to oversee matters of local law and pun-
ishment. Th e Council is composed of nine elected rep-
resentatives from among the Faekyn. Th ose who have 
specifi c training in legal matters are highly sought aft er; 

however the Councilors come from a variety of back-
grounds and experiences. Th ree Councilors are Seelie-
sided, three are Unseelie-sided and three are Nameless-
sided. Councilors serve fi ve year terms although they 
can be re-elected an unlimited number of times. 

Elections of representatives to the Council of Com-
moners are held every fi ve years on the fi rst of Decem-
ber. All adult Faekyn are eligible to cast a vote. Jars are 
placed in the square at the center of Valhome. Each 
candidate’s name is written on the side of a jar. Faekyn 
cast their votes by dropping a purple colored stone into 
a candidate’s jar. Th e nine candidates with the most 
votes are elected to the Council. 

Religion

Belief in their own superiority and the superiority of 
their Fae ancestors leaves little room in a Faekyn’s life 
for homage to any deity. Within Valholme, there are 
small shrines to each Paragon and Ahlara tended by the 
devout. However, most Faekyn make no great eff ort to 
please any of the individual deities, nor do they go out 
of their way to displease them.  Th eir focus is much too 
consumed with their dreams or ambitions.

Ahlara is a nature deity whose worship has gained 
ground in more recent years.  Worship of Ahlara is re-
ferred to as the Union of the Cycle. Th e Union teaches 
balance in all aspects of life and living in harmony with 
nature. Members of the Union respect the powers of 
the Paragons, however they believe that Valara was cre-
ated by a combination of the seven Paragon’s powers 
and Ahlara was born from that merging.  

Education

“If they can teach an Orkling magic, they can teach even 
a half-brained Faekyn magic.” - Llewella Montrice, First 
Dean of the Foundation

All Faekyn receive training in basic magic at the Foun-
dation.  Th e Foundation is located in the Unsided 
area of Valholme. All Faekyn learn magic here unless 
a Faekyn’s magical ability is considered unsatisfac-
tory. Unlike much of the laissez-faire attitude among 
Faekyn, magical education is compulsory.  Faekyn be-
lieve that surviving in the city without at least a basic 
understanding of magic is virtually impossible.  Faekyn 
may choose to end their education before they can cast 
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magic themselves, but all Faekyn must understand how 
magic works. Faekyn who are unable to learn from the 
Foundation in Valholme are sent to C.O.M.E.T. schools. 
Upon their return they are allowed to reenter the Foun-
dation and learn magic from a Faekyn perspective.

Trades and Training

Faekyn learn a variety of trades although most choose 
one aspect of a trade as their primary focus. Rather than 
learning how to create an entire sword, one Faekyn may 
learn how to create the best possible hilt and combine 
that expertise with other Faekyn in order to make an 
entire sword jointly. 

Many of the trades in Valholme involve fi ne arts and 
fashion.  Some are dressmakers, milliners, cobblers, and 
whitesmiths.  A particular facet of trade in Valholme is 
glass-making.  Intricate stained glass can be found in 
public buildings and even most small houses have at 
least one glass window.  Broken bits of glass are mixed 
in with masonry and brickwork to give the whole city 
a sparkling look.

Military

Faekyn are fi ckle and do not have a standing military.  
However, when threatened they hire mercenaries or 
use their magical abilities to charm other races to fi ght 
their battles instead. Faekyn rulers, from time to time, 
have had contingents of guards, led by Knights. Th ese 
Knights are sworn to obey only the Lord or Lady, never 
leaving their side for any reason. Knights are typically 
appointed during times of severe strife, or when the 
Lord or Lady feels vulnerable. 

Law and Punishment

One of the most important rules in Faekyn culture is 
the “Rule of Fair Warning”. Th is rule is unspoken and 
seems completely nonsensical to those outside of Val-
holme, even though it is used in many diff erent types 
of situations. Th e Rule of Fair Warning can best be 
described as the admiration of another’s possessions 
with the intent that the possession should belong to the 
admirer rather than the owner. If the admired item is 
later stolen or turns up missing…well, “fair warning” 
was given. 
For instance, if a Faekyn covets a scarf owned by an-
other Faekyn they may say as a “Fair Warning” to the 

owner of the scarf, “Your scarf is quite lovely! I think it 
might look even better on me.”  Th e covetous Faekyn 
has now indicated to the scarf ’s owner that they believe 
they should have the scarf instead. Once announced, 
the owner of the scarf has a choice to make:  Should the 
Faekyn ignore the “Fair Warning” and continue openly 
wearing the scarf, thinking oneself perceptive enough 
to avoid the theft ? Should the Faekyn hide the scarf and 
only wear it in situations where they will not encoun-
ter the covetous Faekyn instead? If the covetous Faekyn 
succeeds in acquiring the scarf, the original owner has 
no recourse beyond giving the new owner “Fair Warn-
ing” and attempt to reclaim possession of the item, if 
they so choose.

However, if the Faekyn omits giving “Fair Warning”, 
and simply steals the scarf and is caught in the act, then 
the rightful owner is free to dole out whatever justice he 
or she feels necessary.

“Fair Warning” can be presented in more subtle varia-
tions as well. Th e covetous Faekyn may simply say, 
“What a nice scarf you’ve got there,” and in most situa-
tions that statement would be considered “Fair Warn-
ing”.

For Faekyn who travel or live outside of Valholme, the 
Rule of Fair Warning is less understood. Faekyn who 
are unable to adapt to a local culture’s rules and laws 
are oft en accused of theft  or at the very least a misun-
derstanding. As a result, most Faekyn learn to abide by 
other culture’s laws and typically only practice the Rule 
of Fair Warning with other Faekyn. 

In addition to the “Rule of Fair Warning” there are two 
situations which result in immediate retaliation from 
Faekyn. Th e fi rst relates to the protection of their sa-
cred sites. Violating the sanctity of Th e Bastion, Th e 
Congress, Th e Foundation, or the Undercroft  and cata-
combs in Valholme may result in immediate death de-
pending on the severity of the violation. Secondly, en-
slaving Faekyn or Fae ends in unchecked retribution. 
In these matters, the Rule of Fair Warning does not ap-
ply. Faekyn are known for their creativity of method 
in merciless execution when punishing off enders. Like 
everything else in their life, punishment is up to the 
mood of the Faekyn involved.
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Guilds and Merchants

Merchants make up a large portion of the population of 
Valholme, which is known for its fi ne goods and magi-
cal items. Faekyn merchants try their best to trick buy-
ers into thinking they have received the best deal, but 
in the end it is the merchant who usually benefi ts more.  

While Guilds are prevalent in Faekyn society, Faekyn 
Guilds are almost the complete opposite of how other 
cultures expect their Guilds to behave. Faekyn Guilds 
have long and complex names, rarely retain a sense of 
order and oft en suff er at the whims of the Guild leaders 
in control.  Th e only true purpose Faekyn Guilds serve 
is to allow merchants a ready source of goods to sell. 

While being a guild “leader” could be a sign of prestige, 
when multiple “leaders” claim the title, its value be-
comes commonplace. An example of a typical Faekyn 
guild title would be Th e Order of the Purple Scarf-
Makers and the Collective of Weavers Incorporated. 
Another guild may go by the title Th e Fellowship of 
Yellow and Orange Weavers, Dyers and Seamstresses 
Extraordinaire.

Location on Valara

Valholme is the only true Faekyn home.  Built as a 
refuge, Valholme was designed to fi t specifi c Faekyn 
needs. Th e city is centered on a thin portion of Th e Veil 
– a place where even the most powerful Sided Fae oc-
casionally ventures through into Valara to speak with 
their mortal off spring.  When Valholme was founded, 
an agreement was brokered with the Fae ancestors that 
Faekyn would create no other permanent city. For the 
Fae this guaranteed two things: access to their off spring 
and an ability to sway the battle for the magic wells of 
Ereholme in their favor. Th e agreement allows Faekyn 
the chance to parlay with their ancestors and to ask for 
favors and protections in times of great need. Fae do 
not always deign to grant these requests.

Valholme is divided into four sections. Th e fi rst and 
outermost section is a ring that encompasses the rest 
of the city.  Th is ring, called “Th e Halo”, is the only area 
of the city open to outsiders.  In this area, commerce 
and entertainment are plentiful. Visitors are greeted 
with fantastic shops, bawdy taverns, and any diversion 
Faekyn can devise. Markets and traders fi ll the streets. 

Simply walking the avenues of Th e Halo can be an ad-
venture since no one knows when a true Fae may come 
for a visit or an amusing game of mortal manipulation. 
All Faekyn care about is ensuring coin, goods, and the 
favors of its visitors keep fl owing into the city.

Almost touching, and just within the stout inner walls 
of Th e Halo, sit the twin sections of the Sided quarters. 
Each is in the shape of a crescent moon, nearly touch-
ing at their points. Th e Seelie and Unseelie quarters 
are closed to all but the Faekyn and the Fae-sided with 
them. Within each area are the homes of the Sided resi-
dents, craft sman workshops and schools of magic. True 
Fae guard their respective Coterie and are posted at the 
single entrance into each area.

In the center, fi lling the space between the Sided Moons, 
sits the largest part of the city. Unsided Faekyn live and 
work here. It is a gigantic sprawling district, with mul-
tiple layers of buildings. A level of underground tun-
nels snakes beneath the Unsided area for Faekyn and 
Fae who prefer darker places to rest and live. On the 
surface is the main layer, and above that rise two addi-
tional “levels” of buildings. Each level has its own paths 
and streets, some which are suspended precariously 
by magic and others with fi nely wrought architecture. 
Navigating the central part of the city is oft en diffi  cult 
for residents, and nigh impossible for someone sneak-
ing their way into this restricted area.

Finally, at the center of the Unsided district, sits the 
Congress, which stands high above the rest of the city. 
Home to the meeting place for the true Fae leaders and 
the Faekyn, the Congress is oft en considered the most 
important building in all of Valholme. Towering over 
the city, it reaches into the sky and is visible for more 
than a day’s travel away.  Jealously guarded and ornately 
decorated, this building is the beacon of all Valholme.  
It is so large that common Faekyn oft en use the shade 
created by it for recreation.  Most importantly is what 
goes on within the Congress, in the highest chamber. 
Magic exudes from this building, as it houses the portal 
that punctures the Veil between Valara and Ereholme.  
It is around this portal that many important meetings 
between the true Fae and Faekyn take place. 

Massive gardens also surround the Congress and are 
tended by some of the greatest gardeners and Wild 
Mages of Valholme. It is the greatest concentration of 
greenery in Valholme.  In these gardens rest the most 
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prominent shrines to each of the Paragons. Th e twin 
shrines of Life are to the north, and the dark shrine of 
Death to the south. Th e northeast section houses the 
shrine of Water, which is opposite from the shrine of 
Fire in the southwest. Th e shrines of Air and Stone are 
separated similarly in the northwest and southeast ar-
eas, respectively.  Th rough the walls surrounding the 
Congress, a singular road carefully winds between the 
shrines of Death and Fire, leading out to a central road 
equidistant from either of the Sided Moons. 

Th e shrine to Ahlara is oft en found near the shrines 
of Life.   However, it is routinely moved by the Wild 
Mages who worship her and taken to whichever area of 
the gardens is most verdant at the time.  Th e shrines are 
open to the common people.  Th ough no great piety is 
held by the common Faekyn, there are acolytes of each 
Paragon and Ahlara present in the city.  Th ese acolytes 
live in the dormitories within the base of Th e Congress 
and tend the shrines as needed.  Th e dorms of the ac-
olytes coincide with their particular shrines in align-
ment around the tower.  However, the acolytes share 
common living areas and a mess hall within the center 
of the base of the Congress.  Th e acolytes of Ahlara rest 
their heads in the Gardens themselves, oft en sleeping 
in places that are impossible to fi nd by the uninitiated.

Th e Bastion is the orphanage in the Unsided sector 
where any lost or rescued Faekyn child can be brought 
without question. Th ey are accepted, taught the basics 
of Faekyn culture, and cared for until they come of age.  
Th ey attend the Foundation for magical training. Sev-
eral dedicated Faekyn reside here specifi cally to sup-
port children who have experienced a situation which 
has left  them vulnerable. It is the most practical and 
least auspicious building in Valholme. However, it is 
also the most revered, because it is needed to provide 
room and board to great numbers of children at times. 
Every citizen of Valholme donates goods, food, time, 
talent, or coin to the Bastion at least once and this is 
one of the only uniting factors in the entire city. Tu-
tors are sent from each of the Sided Moons to teach the 
wonders and greatness of their side and the shame of 
the other. Besides the tutors, all permanent staff  of the 
Bastion are Unsided, and must remain so or sacrifi ce 
their position. Despite the lack of glamour associated 
with this selfl ess work, the staff  is held in very high re-
gard by the community as a whole.  It is not at all un-
usual for prominent citizens of Valholme to honor the 
staff  and children with lavish gift s and feasts as proof of 

their dedication to the Faekyn way of life.  Th e orphan 
children at the Bastion are raised very well, and some-
times envied by children raised by their parents in the 
less prosperous parts of the city.

Th e Foundation, the greatest magical school in the 
city, also resides in the Unsided district.  It is staff ed 
by some of the greatest, and more importantly, most 
patient mages in Valholme.  Its library is the envy of 
both of the Sided district schools.  Founded by Llewella 
Montrice, it is designed to withstand even the clumsiest 
of novice magic users.  Her dream was that all Faekyn 
would at least begin life with the basic understanding 
of magic, and within her lifetime that dream became 
a reality for the residents of Valholme.  Basic magical 
theory is compulsory and the ability to cast and ma-
nipulate magic is encouraged for all Faekyn in the city.

Creation Myths, Ancient Stories, 
Heroes of Old, History

The Founding of Valholme

“When I was just a wee lad the tutors at the Bastion 
used to tell me the story of Cathal Siarl Morgan, the 
founder of Valholme.”

Th e story always begins the same way, with Cathal and 
his rag-tag bunch of Faekyn compatriots riding over a 
ridge to discover the portal that now lies within Th e 
Congress.

“Hold,” Cathal called, and the others slowed up their 
horses and wagon at his word, for he was the leader-
type.   He looked at a strange object in his palm, which 
was a compass composed of crystal or something.  Th en 
he got down from his horse.  “We’re here.”

Cathal walked down into the valley that was before 
them, stepping over big rocks on his way.  Th e others 
hurried up and followed, because wherever Cathal was, 
something interesting was going on.

His group was made up of four other Faekyn besides 
himself.  Mair O’Byrne was his lover and close com-
panion.  Her skin was as pale as the Moon Elf mother 
who’d raised her, but her hair was such a bright shade 
of orange that even when you couldn’t see her face, you 
could tell she was a Faekyn.  Ettore had no last name 
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as the purple birthmark across his eyes and jet black 
antlers that matched his skin had gotten him rejected 
from his family.  Bunkip Neelak had skin as blue as the 
sky and fi ngers as sticky as honey.  Born in a Goblinfolk 
village, she quickly grew tired of the adoration caused 
by her sparkling skin and left .  Th e last member of their 
party seemed to be a humanoid dog.  Rover towered 
over the other members of the party.  His mother had 
been a favored pet in a Human city, but when she bore 
a pup with deep green shaggy hair, he was sold to the 
highest bidder.  As he grew, it became more apparent 
that he was a Faekyn, possibly the off spring of some Fae 
hound and a mortal dog.

Each of these companions had, at some point in their 
life, been rescued by Cathal.  He had stopped suddenly, 
his raven hair fl ipping in the wind as he traced a nonex-
istent vertical line in the air.  “It’s here,” he said.

His companions had caught up to him by this point, 
some breaking out in smiles while others had looks of 
trepidation.

“Th e Veil is as thin as a piece of parchment,” Cathal 
murmured, and as he drew his hand back from the line, 
a rip appeared in the fabric of everything, and opened 
to reveal shining light, even though the sky above them 
grew dark with the setting of the sun.

“Are we going through tonight?” Mair asked in her ee-
rie voice.  

Cathal pulled her close, “Perhaps in the morning.  Th is 
evening we should get some rest.”

So the Faekyn set up camp for the night, entertaining 
each other with stories of the city they wanted to build 
on this very spot:  a spot where they could maintain 
freedom for all Faekyn and have a portal to speak with 
the true Fae.

Th ey woke to the thunderous sound of hooves pound-
ing towards them.  Cathal untied the front fl ap of their 
tent as he motioned to Ettore to go out the back.  As 
Cathal lift ed the tent fl ap he could see dozens of Va-
laran Elves, dressed in matching livery and astride fi ne 
horses.  He turned to see that the Elves had surrounded 
their tent and Ettore stood against the back of the tent 
attempting to look nonchalant.  An Elf with an elegant 

helmet strode toward them, her blue eyes gazing stern-
ly.

“What business do you have here?” the helmeted Elf 
asked.

Cathal took a step towards her and her eyes narrowed.  
He spoke, “We discovered this valley and thought we 
might make a trading post of it.” His tone remained ca-
sual.

“Unfortunately for you, this land has been claimed by 
King Penlod,” she said with a smirk.

Cathal gave a glance back to his companions, which 
seemed to calm the hackles that had been rising on 
Rover’s neck.  “Oh?  What does he want with a valley in 
the middle of the mountains?”

“Th at is none of your concern,” the Elf snipped.  

“Alright, alright,” Cathal said, holding up his hands, 
“But perhaps you could purchase some of the goods 
we’ve brought with us, so we don’t have to drag them 
back with us?  We’d be willing to give you a deal.”

Th e helmeted Elf looked back at her cohorts, then 
turned back to Cathal.  “Fine, you have some time to 
show your wares as we make camp.”

Cathal and his group lingered until late in the aft er-
noon, bargaining with the Valaran Elves.  Th en, as 
promised, they packed up their camp and set off  back 
over the ridge they had come from.

Once they had ridden about a half mile out of site of 
the Valaran Elves, Cathal brought his Faekyn to a halt.  
Th ey set up a small camp, and laid out their plan.  Cathal 
and Mair would sneak back into the camp during the 
night aft er the Elves had fi nished imbibing some of the 
many bottles of drink Cathal had traded them.  Rover, 
Bunkip, and Ettore would provide distraction while 
Cathal and Mair went through the portal.

Th e plan worked seamlessly and before they knew it, 
Cathal and Mair had stepped through the portal and 
had it close behind them.  Th e shining land that they 
had stepped into was Ereholme, land of the true Fae, 
and also home to Mair’s father, a Bogie and other-
worldly embodiment of terror.  Cathal’s mother, a Visi-
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onnaire, also lived within Ereholme.  Cathal and Mair, 
having been to Ereholme before, had devised ways to 
contact their Fae parents, should the need arise.  And 
they did so quickly once across the portal.

Mair’s father arrived fi rst, his dark image shift ing in an 
attempt to discern Cathal and Mair’s fears, but Mair 
was nonplussed.  “Father,” she said.  “We have need of 
your assistance.  Th ere is a certain Elf outside the portal 
keeping us from our mission.  All we need is for you 
to keep her from getting a decent rest tonight.”  Mair’s 
father’s mouth split in an enormous toothy grin and he 
slipped through the portal.

Th e next to arrive was Cathal’s mother.  She nearly 
fl oated towards them, her eyes surrounded by a bright 
green birthmark the same color as Cathal’s irises.  
“Mother, we need your inspiration.  For we could build 
a glorious city for the Faekyn, but we are being stopped 
by hundreds of soldiers.”

His mother nodded and handed him a scroll of blank 
parchment before she too slipped through the portal.  
Cathal and Mair looked at each other, knowing that 
they had done what they could.  Each of them took 
turns checking that the coast was clear. Rover seemed 
to be leading some Elves in a merry game of chase while 
Bunkip snuck around untying their horses.  Ettore was 
nowhere to be seen, but that wasn’t unusual.

Cathal and Mair snuck back to the campsite and gave 
the signal for the others to return to camp.  Cathal’s 
companions slept fi tfully, despite the odd noises com-
ing from the Valaran Elf camp.  He, on the other hand, 
sat by the low light of a spell, scribbling furiously, until 
the wee hours of the morning, on the piece of parch-
ment his mother had brought him.

King Penlod’s General, the Valaran Elf who approached 
Cathal’s group the day before, had slept restlessly, her 
brow furrowed with sweat.  Dark visions had torment-
ed her dreams, or maybe she had been awake when 
the horrifying shapes had crossed the walls of her tent, 
she was so groggy she couldn’t be sure.  Th e Elf swept 
back her tangled hair, and stumbled out of her tent in a 
much more disheveled fashion than was normal.  Pull-
ing on her boots, she began to wonder where everyone 
was, they were supposed to be investigating the massive 
source of magic that seemed to be emanating from this 
valley.  As she started to look around the tents, she no-

ticed odd hammering sounds coming from the center 
of the valley.  As she walked towards them, she half-
tripped over what might have once been a sword, but 
now was bent into a shape like a mortar-spreader.

She MUST be tired.  Surely no one would dare ruin 
their weapons...  And then she saw him, the raven-
haired Faekyn from the day before.  He had a piece of 
parchment spread on a camp table before him and sev-
eral of her men were crowded around him excitedly.

“What is going on here?!” she demanded.

“Oh, good morning ma’am,” Cathal said, fl ashing the 
General a grin.  “I hope our noise didn’t wake you, but 
your men seemed so eager to begin our little project 
that I couldn’t refuse,” he said as he gestured to the 
parchment which seemed to diagram the plans for a 
building.

“What are you talking about?  Th ese are King Penlod’s 
men.  Th ey shouldn’t be doing anything for one of your 
kind,” and she stormed off , trying to fi gure out what 
was going on.  However, the more she questioned her 
men, the more confused she became.  Her men seemed 
to have come to a realization that their lives were being 
wasted in their military careers and had all decided to 
take up various architectural and masonry skills.  And 
the thing was, they were excelling at them.  As she inter-
rogated her former soldiers, a foundation for a building 
was laid in record time.  Her rage increased.

“I don’t know what you’ve done,” she yelled as she re-
turned to Cathal, “but the King is going to hear about 
it.”  And with that, she packed a bag, mounted her horse 
and rode off  alone, being unable to convince anyone to 
go with her.

It took two weeks for her to ride to her King’s castle, 
muster some troops and return to the valley.  But when 
she rode over the ridge to recover her men, a massive 
city lay in the bottom of the valley.  Her eyes nearly 
bulged from her head as she made her way to the mas-
sive gates with her new retinue of soldiers.

She heard an annoyingly familiar voice calling down to 
her as they drew close to the city.

“Hello!” Cathal yelled, waving at her from a wall near 
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the gates.

“Where are my troops?” she snarled back at him.

“Oh them?  I believe they’re just fi nishing up some fi -
nal details on some barracks.  Although I think the Fae 
may have taken a few of them back to Ereholme to play 
with.”

“I demand that you release them this instant!”

“Well they’re free to go whenever they choose, but they 
really seem to like building things,” Cathal replied.

Th e general yelled in frustration, knowing there was no 
way she would be able to tackle the monstrous walls 
with her current amount of soldiers.

“We’ll be back,” she yelled up at him, “and then we’ll 
have the valley and your new city.”

“Hmm, I don’t know that you will,” Cathal smirked as 
he conjured some incredibly bright magic in his palm 
and tossed it from hand to hand.  His four companions 
joined him looking over the walls, curious about the 
Elf.  Bunkip absentmindedly started to string her bow.  
Ettore tossed a spell down to land next to the Elf where 
it fl oated lazily to the ground.  A small vine began en-
tangling her horse’s leg.  “But you’re welcome to try.”

- Tristan Wendellian, Faekyn Bard, August 21, 2305

Kindred - Dragonkyn

Dragonkyn are a long-lived race, believed to be de-
scended from the great elemental dragons of legend. 
Th ey are extremely well attuned to Prime Magic and 
don’t usually wield Essence magic. Th ey are hatched 
with an affi  nity for a single element (fl ame, ice, stone, 
or lightning) and as they age their bodies may become 
attuned to other elements allowing them to resist one 
or multiple elements. Th ey are extremely possessive 
and feel an uncontrollable need to hoard their wealth. 
A Dragonkyn’s wealth oft en includes coin, jewelry, 
gems and other unusual or rare treasures. Th ey usually 
know exactly how much wealth they have and where 
everything is. It is rumored that they sleep on their 
piles of wealth.

A Dragonkyn’s mood is oft en related to the elemental 
affi  nity they possess. For example, those with an affi  n-
ity for fi re may be short-tempered and quick to anger; 
those with an affi  nity for stone may be slower to anger 
but are known for holding grudges. Dragonkyn of op-
posing elements may have personalities which are very 
diff erent, and this can cause infi ghting; however those 
who share affi  nities or like personalities oft en group to-
gether. Dragonkyn who choose not to live in caves can 
oft en be found living in elaborate tree houses or homes 
built into hillsides. Th ey try to fi t their homes into the 
natural terrain of the area and work with their environ-
ment rather than build against it. 

Personality Traits

“We embrace our element, for it is our tie to our ances-
tors, the Dragons.”

Th e most commonly known personality quirk of the 
Dragonkyn is their extreme nature of possessiveness. 
Th ese possessive feelings are for objects that hold mean-
ing to the Dragonkyn, but may extend to their mate 
or off spring as well. Th e feeling of ownership is com-
forting and a Dragonkyn may sleep better atop a pile 
of their own wealth, particularly coin or rare stones. 
Dragonkyn hoard items which are intrinsically rare 
or unique regardless of their own personal tastes. Th e 
intricate detail of a shell found on the beach, a book 
beloved as a child, or a strange knot of wood from a 
felled tree can hold equal signifi cance in the eyes of a 
Dragonkyn.

Dragonkyn are particularly proud of their bodies.  
Many attempt to fi nd time each day for personal groom-
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ing since polished scales are preferred over dull ones.  
Th ey become particularly irritable when it is time to 
shed their skin, as the opacity of the outer layer of skin 
can hide the beauty of the scales beneath.  Some Drag-
onkyn choose to fl aunt their hoards by adhering bits of 
it onto their scales.  Each time a Dragonkyn sheds, the 
bits of wealth fall off  with the shedding.  It is very ta-
boo to decorate one’s scales with glass imitations of rare 
stones or iron pyrite instead of gold.  Dragonkyn may 
be welcomed to fl aunt their wealth, but it is unseemly 
to pretend to have items that they do not possess.  

Lineage is a very important possession and those who 
do not know their origins are looked down upon by 
Dragonkyn.  It is important to each Dragonkyn to know 
the exploits and accomplishments of their ancestry.

Th e Prime Element Realms play an important role in 
the lives of Dragonkyn.  Many are specifi cally attuned 
to one of the four elements, leading to certain person-
ality traits that relate to their particular element.  Th ey  
may choose to resist the same element or that of diff er-
ing Realm. Th is can also cause them to butt heads with 
other Dragonkyn who may favor another Elemental 
Realm.  A Dragonkyn’s Realm of alignment may also 
infl uence the color of an individual’s scales, but this is 
not always the case.  At times it may even seem that the 
Dragonkyn’s personality is infl uenced by, or matches, 
their chosen elemental Realm.

Out-Of-Game Racial Requirements

Makeup — All Dragonkyn must wear horns and use 
clothing or makeup with markings indicating scales 
on any exposed “skin”.  Appropriate colors for Drag-
onkyn are red, yellow, blue, green, purple, black, silver, 
grey, and white.  Elongated snout and scale-covered 
tail prosthetics are encouraged but not required. Tails 
should be at least 12 inches long, if used.

Preferred Skills — Dragonkyn excel at Prime Magic, 
in part, due to their natural alignment to the Elemental 
Realms. 

Other — Dragonkyn gain three extra Health Point and 
six extra Mana Points at character creation. In addition, 
they may purchase from the skills Resist <Prime Ele-
ment>; Resist Rooted; or Resist Feared, once every ten 
skill points.

General Facts about Dragonkyn

Lifespan — Th e average lifespan of a Dragonkyn is 500 
years. Childhood lasts twenty-fi ve years aft er which 
Dragonkyn form their own treasure hordes and live in-
dependently. 

Primary Racial Traits — Dragonkyn are known for 
their elemental affi  nities. Fire Dragonkyn are believed 
to have short tempers and are easily angered. Air Drag-
onkyn are sometimes seen as fl ighty while Water Drag-
onkyn are viewed as playful. Stone Dragonkyn are con-
sidered the most stoic breed.

Strengths —Dragonkyn are strong fi ghters in small 
skirmishes. Th ey prefer edged weapons and seldom use 
shields. 

Weaknesses — Dragonkyn have a hard time healing 
against any prolonged attack, the quicker a battle is, the 
better for their healers.  In addition, Dragonkyn can 
be overly sensitive and extremely possessive regarding 
their hoard. 

Names and Naming Traditions

Names for Dragonkyn typically come from the lan-
guage of Heth. Typically ending in the breathier sounds 
of the language, a Dragonkyn’s name emphasizes the 
breath of Prime magic which is this race’s gift .  Th is 
leads to names that end in “th”, “sh”, or “ph”.  An occa-
sional Dragonkyn may take a name from Common, but 
this individual will more than likely have been raised 
outside of the four primary Dragonkyn cities.  

Male and female names are interchangeable for Drag-
onkyn. Air and Water Dragonkyn tend to use more 
fl uid names, while Stone and Fire Dragonkyn tend to 
have harder sounds in their names. 

Dragonkyn names: Annyth, Splash, Firromeph, Zol-
ish, Lyth, Gyph, Blith, Hath, Klosh, Sendoth, Mardeph, 
Porth, Darresh, Swath, Hesh, Tarrth.

Surnames: Dragonkyn don’t use surnames and instead 
introduce themselves based on the Dragonkyn city 
they are from. 
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Garb

“Our scales are a work of art, why would one sully the 
glory of one’s elegance?”

Clothing is of little importance to Dragonkyn.  It is pri-
marily used where modesty is required.  What cloth-
ing they wear is both ornate and durable.  Clothing 
tends to be made to match the scales of the owner.  If 
one’s scales have harder edges and a chunkier shape, 
the clothing is cut to match.  Th ose with fl owing scales 
and curved horns might dress in more delicate attire.  
Special thought is taken to make sure that color and 
embellishments compliment the owner’s natural form.

Use of Language

“Th e elegance of Heth far surpasses that of the Common 
tongue.”

Common is the primary spoken language of Dragonkyn 
outside Dragonkyn homes; however, the descendants 
of dragons have an unique language used within their 
own society.  Th is language is known as Heth (Heh-th) 
and is composed of body language, facial expression, 
guttural notes, and particular exhalations or inhala-
tions of breath.  It can be quite diffi  cult for outsiders to 
learn to “speak” Heth due to physiological diff erences.  
Heth also has a pictographic alphabet. Dragonkyn are 
known to be accomplished sculptors, and they use this 
skill to carve their history solidly into rock. 

Male and Female Interactions

“Why is it any of your business whether I am a male or a 
female?  If you were important, you’d know.”

Males and females are oft en indistinguishable by out-
side races, due to the relative lack of gender-distinct 
features.  Within the race, it is easier to distinguish gen-
der through pheromones and familiarity, but it does 
not play a large part in their day-to-day interactions.  A 
slightly greater number of females make up the martial 
ranks of the Dragonkyn, while a slightly greater num-
ber of males tend toward the scholarly arts.  When a 
Dragonkyn couple forms, the more submissive of the 
two is responsible for the majority of work in preparing 
and guarding the nest of eggs.

Interracial Interactions

“We existed before and will likely exist long aft er the rest 
of these races have turned to dust.”

Dragonkyn look down upon other species. Th eir de-
votion to their kind and its majesty makes all other 
races seem inferior in comparison. Th is does not stop 
a Dragonkyn from interacting with other races, but it 
does dictate their initial perspective.

Barbarians:  “While they are impressive fi ghters, their 
superstitions regarding Prime magic are childish.  Th ey 
would be fools to think they could eradicate Prime 
casters.”

Humans: “Th ese creatures must learn that might makes 
wealth, not wealth makes might.”

Briarfolk and Dwarvenfolk: “Th e only thing that dif-
ferentiates these two species is ambiguous amounts 
of hair. If they weren’t so delusional about their own 
grandeur and blinded by their greed then maybe they 
would come to understand the meaning of possessing 
such a hoard.”

Dark Elves, Moon Elves, and Valaran Elves:  “Are they 
truly diff erent species?  Th e only thing that makes them 
diff erent is the color of their skin.  Try as they might 
their mastery of Prime magic will always be inferior.”

Faekyn:  “Th e Fey-spawned are obnoxious and have 
little appreciation of their lineage.”

Feralkyn:  “A rat is a rat, a dog is a dog – they’re all tasty 
animals.”

Florakyn:  “Th e Florakyn believe they have a connec-
tion to the world stronger than our own, but have no 
understanding of the natural elements.”

Gearlings:  “A Gearlings innate connection with its ar-
mor and magic is fascinating.”

Goblinfolk:   “Goblinfolk have one large hoard but have 
no true understand of possession. Th ey merely steal 
what they want and throw it in the pile.”

Ogrelings and Orklings:  “Exemplary warriors and the 
understanding of what it means to be strong.”
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Wanderers:  “Th e family ties of the Wanderers are im-
pressive. Th ey are the most redeemable of the soft -skin 
species.”

Crafts

“To record one’s lineage in a lackluster fashion is like 
writing in the sand before a wave.”

Dragonkyn oft en have an artistic talent which can lend 
to the sharing of their lineage.  As their scaled hands 
are not the most conducive to craft s that involve work-
ing with fi ne materials, they lean towards art that in-
volves an intermediary tool, such as a brush or chisel. 

One of the major craft ing skills of the Dragonkyn is 
stonemasonry. All of their cities display a large amount 
of carved images integrated into the natural shape and 
fl ow of the rock.  Th e most skillful of stone carvers 
even use their own claws to add fi ne detail to a fi nished 
sculpture.

As lineage is very important to Dragonkyn, historians, 
antiquarians, archivists, and bards are common profes-
sions. Heth is its own art form in many communities 
and a display of poetic Heth is enjoyable.

Dragonkyn must have a sustainable source of food and 
the most popular food source for Dragonkyn is goats.  
Providing meat, fi ne leather, milk, and cheese, goats are 
also well adapted to living in some of the rockier areas 
the Dragonkyn prefer. In times of famine Dragonkyn 
can live off  of their hoard, consuming metal and gems. 
Th is is not preferred but is better than starving.

Other areas of craft ing diff er depending on the city and 
area the Dragonkyn lives in.  It is said that the Drag-
onkyn of Vodahsh are actually quite accomplished at 
making unique armor from the massive scales of local 
fi sh.  Dragonkyn of Pozeph produce several varieties 
of fi ne charcoal.  Tahth Dragonkyn create specialized 
equipment for moving goods up and down sheer cliff  
faces.  Lastly, Dragonkyn of Jahdrosh export several 
varieties of entertainment in the form of games and 
puzzles.  

Magic

“Magic fl ows from the elemental Realms through our an-
cestors to us.”

Dragonkyn dislike using Essence Magic due to their 
overwhelming ties with the Element Realms.  Th e ma-
jority  rely on the healing properties of Wild Magic 
instead.  It is a rare Dragonkyn who chooses to learn 
Essence magic, and those who do tend to be extremely 
weak in their tie to an elemental affi  nity. Th e magic that 
they truly excel at is Prime magic.  Each Dragonkyn 
is born with an affi  nity for one of the four elemental 
Realms: water, air, stone, or fi re.  Th is tie tends to man-
ifest itself in a Dragonkyn’s ability to resist elements. 
Some Dragonkyn may learn to resist all four primal el-
ements while others prevail in being able to strongly 
resist only one or two elements. It is believed that the 
stronger a Dragonkyn’s tie to a specifi c element, the 
harder it becomes to learn how to resist other elements.

Codes of Behavior

“Be as mighty as those who came before you.”

Dragonkyn attempt to respect the sanctity of another’s 
hoard but if one Dragonkyn owns the most valuable 
gem then it is worth contesting ownership.  Th ievery 
from a hoard is treated far more harshly than assault; 
however, during dark portions of Dragonkyn history it 
was encouraged to take from a hoard and even murder 
Dragonkyn of the opposing element.  Th ese beliefs are 
not as common as they once were, but hostile feelings 
towards members of the opposite element are still har-
bored by some.  To take a life a Dragonkyn must be 
certain of their actions. Dragonkyn’s disuse of Essence 
magic results in many deaths so murder is not common 
and they fi ght to maim or subdue instead.

It is expected of Dragonkyn to respect their lineage and 
make every attempt to avoid looking weak in the eyes 
of their peers.  Most Dragonkyn have a dignity and re-
spect for themselves which is hard for those of other 
races to comprehend.  Outsiders may view Dragonkyn 
as prideful.  However, Dragonkyn have been raised to 
value themselves, their skills, and their lineage as pos-
sessions even more valuable than their hoards.
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Life, Customs and Traditions

Childhood

Th e fi rst year of a Dragonkyn’s life is spent entirely with 
their parents.  Aft er the fi rst year, hatchlings are allowed 
to learn from the most profi cient casters of Prime Mag-
ic.  Each hatchling, whether destined to be a warrior, 
a scholar, or a layman are taught a simple version of 
the fundamentals of Prime magic as well as the signifi -
cance of their lineage.  History at this point is taught 
through stories, simple songs, and poems.  Dragonkyn 
hatchlings are a curious lot and usually have at least one 
adult to every three hatchlings to keep up with ques-
tions.  Much of childhood is fi lled with learning, but 
certain activities such as balance practice, swimming, 
and early martial training can be excellent diversions.  
Dragonkyn childhood lasts approximately twenty-fi ve 
years and by this time, a hatchling has already begun to 
collect things and started their own hoard.

Coming of Age

Dragonkyn enter maturity when they reach a quar-
ter of a century in age. Outward appearance does not 
change much, but the Dragonkyn starts to enter adult-
hood by learning to resist their fi rst element. Typically 
a Dragonkyn learns to resist the element that opposes 
their natural elemental tie fi rst. Once the young adult 
has managed to resist an element, a large celebration, 
called Dyth Dovath, is held. 

On Dyth Dovath, the young Dragonkyn is expected 
to exhibit their prowess at resisting an element. Th ose 
who show greater aptitude in resisting an element are 
held in high regard among their peers. Th ese Drag-
onkyn receive gift s for their excellence and those who 
cannot live up to their expectations are looked down 
upon. On this day, Dragonkyn are also given a special 
gift  by their parents.  Th is gift  may vary in composi-
tion, but it is always a history of the childhood of the 
individual being celebrated.  It typically contains their 
egg tooth from infancy and usually contains an item of 
signifi cant value from both of the parents’ hoards.  It is 
expected that these items will remain within the hoard 
for the young adult’s entire lifetime.

Leisure

While they enjoy many forms of craft ing in their spare 
time, Dragonkyn occasionally get to enjoy the pleasure 
of merely basking in the sun.  Th is can be a group or 
individual activity.  However, Dragonkyn always prefer 
isolation during the time when they shed their scales. 
Th ey will fi nd a cool pool of water to relax in as they 
attempt to slough their coat of scales.

Marriage and Relationships

Dragonkyn relationships are unique.  Two Dragonkyn 
may live or work together for years before the day when 
both Dragonkyn simultaneously realize that they are 
life mates. Th is moment is called “vonath laska” or Pair-
ing Ceremony. Th ere is a specifi c physiological process 
where two Dragonkyn who mutually respect each other 
begin to have the same scent, and when one’s scent per-
fectly matches another it sets off  a particular emotional 
reaction in their mind.  However, there have been occa-
sions when two Dragonkyn from completely diff erent 
areas have also experienced vonath laska. Some Drag-
onkyn celebrate this moment with a large feast and 
tests of skill.

Dragonkyn mate for life.  Th ere are no exceptions to 
this rule within Dragonkyn society.  A life-mate is con-
sidered part of one’s hoard and is valued and protect-
ed.  When a life-mate dies, the remaining mate never 
chooses another.

Dragonkyn do not mate or marry outside their spe-
cies since the physiological diff erences of their bodies 
would make mating with any other race impossible. 
Dragonkyn are not fertile until they have chosen their 
life-mate. 

Childbirth

A pregnant Dragonkyn female may carry 1-3 eggs for 
a span of sixty days before she lays the eggs in a sand 
pit that has been prepared by the submissive parent.  
A Dragonkyn female typically lays eggs an average of 
three times in her lifespan. Th e leathery, sphere-shaped 
eggs are gently covered with warm layers of sand.  Th e 
gestation of eggs from laying to hatching is 36 cycles 
of the moon.  During the incubation of the eggs, one 
parent is always present at the sand nest while the other 
spends time acquiring food or working elsewhere.  Th e 

114

V
a

l
a

r
a

n
 C

u
l

t
u

r
e

s



Dragonkyn who is not guarding the nest is unlikely to 
undertake travel of considerable length during this pe-
riod of time.

Dragonkyn off spring hatch within one hour of each 
other.  Hatchlings physically powerful enough to push 
themselves out of their egg and through the layers of 
sand above it are considered strong and thus worth 
raising to adulthood. Dragonkyn parents never try to 
unearth a hatchling themselves to “save” a weak infant. 
Being too weak to dig up through the sand is a sign 
of fragility and not suffi  cient to raise. Usually only one 
hatchling is strong enough to survive this process.

Hatchlings retain an “egg tooth”, or small white horn 
on the end of their nose which falls off  during the fi rst 
year of their life.  Th is tooth is saved and presented at 
the Dyth Dovath ceremony.  During their fi rst year, the 
two parents are exceptionally protective of the hatch-
ling and will not leave its side.  Hatchlings are born very 
precocious and well-developed.  Th ey are able to stand 
hours aft er birth and can learn to communicate ver-
bally in Heth within the fi rst week of life.

Death

Th e death of a Dragonkyn is not something taken light-
ly.  Death ceremonies last longer than other Dragonkyn 
ceremonies. Th e fi rst week aft er a Dragonkyn dies is a 
time of respectful silence and grieving. Th e deceased’s 
hoard is gathered around the body to act as comfort for 
the departing soul.  At the end of this week, all mem-
bers of the community gather one evening and each 
Dragonkyn shares a story of the departed.  Th is can be 
done through song, recitation, dance, or even theatrical 
performances.  Aft erward all members of the commu-
nity are invited to come forward and take an item from 
the deceased’s hoard in order to remember them and 
carry on their lineage.  If the departed had a mate, the 
mate chooses his or her remembrance fi rst, followed 
by the children, parents, and other relatives.  When 
the hoard is fully distributed, the body is dealt with in 
whichever manner suits the particular community.  It 
may be buried, burnt on a pyre, or even sent out to sea.  
Dragonkyn may even request a particular treatment for 
their body before death.

Th e surviving Dragonkyn mate may never overcome 
the loss of their partner. Some turn to self-destruction 
in their partner’s absence and it is up to the community 

to make attempts to enfold the surviving mate in com-
passion to ease the pain of loss.

Society and its Organization

Politics

Each community of Dragonkyn has a ruling Conclave 
comprised of up to four individuals, as a nod to the 
four Dragon ancestors.  Th is Conclave includes the el-
dest paired couple, the eldest unpaired female, and the 
eldest unpaired male in a community.  If the commu-
nity is small enough that not all of these positions are 
fi lled, the seat is left  vacant until the criteria are met.  
Th e Conclave also includes a member from Th e Har-
mony of the Four, the major Dragonkyn religion.  Th is 
religious adviser is not an offi  cial voting member of the 
Conclave.

Th e Conclave makes rulings on punishment, legal af-
fairs, inter-community relations and interaction with 
other races.  If at any point, the four members come to 
a voting draw regarding a certain matter, the religious 
adviser is expected to break the tie.

Once a year a representative of each local Conclave 
travels to Jahdrosh for a meeting known as the Great 
Conclave.  Each of these yearly meetings are thorough-
ly recorded and stored in the Hearth.

Religion

Dragonkyn religion permeates their society.  Known 
as Th e Harmony of the Four, the religion worships the 
original four Dragons who found Valara.  Each Drag-
on represents a primary Element and the Dragonkyn 
capital cities are each named aft er one of these Drag-
ons: Tahth, the air Dragon, Pozeph, the fi re Dragon, 
Vohdahsh, the water Dragon, and Jahdrosh, the stone 
Dragon.  Worship of these Dragon deities is highlight-
ed every year during the Nest Festival which occurs in 
the middle of November and celebrates the lineage and 
culture of the Dragonkyn.  Th is festival features a the-
atrical retelling of the story of Th e Small One with a 
resolution in which the Four free the Small One and 
demolish the Strangers.   Each major city is featured as 
well as its patron Dragon.
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Th e individual worship of each of these Dragons dif-
fers.  Tahth is honored with off erings of culled birds 
and prayer.  Pozeph is honored with incense and fi re-
walking.  Vohdahsh inspires off erings of fresh fi sh and 
varying blood rituals, as blood is the water of life.  Jah-
drosh is honored in meditation and in stone carvings.  
Every Dragonkyn takes time during their worship to 
acknowledge the opposing element’s Dragon, for most 
remember the time of the Wars, when this was not the 
case. 

Education

Lessons are overseen by members of the local com-
munity and focus on understanding lineage, Prime 
magic, and early life skills.  However, if a young adult 
seeks further education, he or she may travel to one of 
the four main cities, particularly Jahdrosh, for further 
scholarly pursuits.  It is possible they may even travel 
outside of Dragonkyn society to learn the lineage of 
other cultures.  Many Dragonkyn have become great 
Valaran historians, the most famous being a female 
Stone-aligned Dragonkyn named Porphyryth.

Trades and Training

Dragonkyn are expected to show ambition and desire 
as they go through life. Th eir aptitude determines the 
trades they would be most skilled in. Masters present 
options of what they think would be best for the child 
as they grow older.  Usually a Dragonkyn has chosen 
a trade from the options available in the community 
before their Dyth Dovath celebration. .  If they have 
not found a particular trade by then, it is common for 
a young Dragonkyn to travel and discover new talents 
elsewhere.

All Dragonkyn are trained to have at least minimal 
fi ghting skills whether they involve magic or weaponry.  
Training for specifi c professions may begin as soon as a 
youngster shows appropriate commitment to the pro-
fession.

Military

Dragonkyn are grouped together at a young age into 
Cohorts. Cohorts are composed of 7-10 individuals, 
closely age-related. Cohorts are put through physical 
and mental challenges that encourage team work in 

order to succeed.  As Dragonkyn grow older, Cohorts 
begin to function like warbands.  Each member of the 
Cohort fi lls a role based on their specifi c skills allowing 
the warband to move as one unit. While Dragonkyn 
warbands in combat can be very effi  cient during quick 
battles, Dragonkyn do not have large ‘armies’ for large 
scale battles. Dragonkyn are more diffi  cult to control in 
larger groups due to their proud natures. Each warband 
usually has a specifi c task during a battle.  One may be 
sent to break a line, while another is sent to rain down 
destruction on a pinch point in the battle.  

Dragonkyn warbands do not segregate by gender, but 
are segregated by age.  No individuals who have been 
mated are allowed to remain in warbands due to the 
likelihood of half the pair being killed and leaving 
behind a widow or an infant.  Paired Dragonkyn are 
only allowed into warbands during dire situations.  If 
a warband has several members leave due to pairing, 
this small warband may combine with another small 
warband.  Each warband has a leader called the Draken.  
If a warband is unable to mutually decide on a Draken, 
then the Conclave appoints one for them.    

Law and Punishment

Dragonkyn honor the laws of the Kingdom they live 
in, but they carry out separate punishments within the 
Dragonkyn community.  For instance, if one Drag-
onkyn steals from another’s hoard and is caught, the 
thief is brought before the local Conclave.  If the thief 
is found guilty and remains unrepentant, they are sen-
tenced to a punishment known as “scaling”.  Th is pro-
cedure is a public aff air and is always carried out by 
a member of the local Conclave.  Th e thief is brought 
before the public and placed in stocks.  A heated brand 
is prepared within sight of the thief while his or her 
crimes are relayed to the public.  When the brand is hot 
enough, a council member rips a scale from the thief 
and cauterizes the underlying skin with the brand.  Th e 
location from which a scale is plucked varies and the 
brand creates a permanent spot on the skin where a 
scale no longer grows.  Th e scale is then etched with the 
name of the criminal and displayed in the community 
as a reminder of the crime.  Th is punishment may also 
be used for other crimes such as assault or destruction 
of historical relics.  

Th e most hated crime among Dragonkyn is the mur-
der of another Dragonkyn.   When one is found guilty 
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of murder, the punishment is always permanent death.  
Th e only exception to this rule is the killing of an en-
emy during times of war.

Guilds and Merchants

As profi cient craft smen in many areas, Dragonkyn have 
merchants who travel and sell their wares. Guilds are 
not as common within Dragonkyn society as they are 
in many Valaran towns.  Since Dragonkyn are taught to 
be proud of their individual skills, they do not like to be 
lumped into craft ing guilds where they might not get 
individual recognition for their work.

Location on Valara

Dragonkyn communities take up residence in unde-
veloped natural areas.  Th ey build their communities 
around the natural structures of the environment and 
do their best to reduce the impact of their presence on 
Valara. Some make tree-houses or use natural caves 
as homes.  While Dragonkyn can survive in harsh cli-
mates, they prefer environments which support prey 
and livestock.

Th ere are four major Dragonkyn cities: Vodahsh, Poz-
eph, Tahth and Jahdrosh. Each one is related to one of 
the four Elemental Realms.  Th ese cities are purpose-
fully spread as far apart as possible to discourage the 
bloody civil wars that at one point were typical of Drag-
onkyn kind.

Th e water city of Vodahsh is built within a western fac-
ing cliff  along the ocean.  Th e climate is rainy and cool, 
but perfectly habitable for Dragonkyn.  Vodahsh Drag-
onkyn fi sh and raise goats as primary food sources. 
Th ey excel at swimming. Shells are prized throughout 
Vodahsh and hatchlings spend much time attempting 
to make a prized hoard.  Th ey may also use shells as 
off erings in their worship of the Dragon Vodahsh.  Th e 
local cheese is a Vodahsh Fog, a light, creamy cheese 
with veins of green algae running through it.  Occa-
sionally Dragonkyn with an affi  nity for other elements 
are born into this community and while air and stone 
typically blend well with the culture, fi reborn Drag-
onkyn may leave, or be asked to leave if they allow their 
tempers to get the best of them.

Th e fi re city of Pozeph is situated within a large crater 
supposedly formed when a large ball of fl ame struck the 

earth.  Th e inside of the crater is rather desolate, and the 
city itself is built along the eastern-facing slope.  Despite 
this, the crater is surrounded by lush grasslands, where 
the Dragonkyn spend large amounts of time hunting 
the local wildlife such as deer.  Pozeph keep livestock in 
a greater variety than the typical goats found in the oth-
er Dragonkyn cities.  A tangy crumbling cheese called 
Pozeph Bryndza is made from a mix of diff erent milks.  
Beyond skins from their meals and charcoal, the other 
major export of Pozeph is a green glass-like substance 
called Moldavite which is dug from the gravelly bottom 
of the crater.  Waterborn Dragonkyn oft en fi nd them-
selves ostracized in such a fi ery city and usually leave of 
their own volition when old enough.

Th e air city of Tahth exists within a perilous and wind-
ing canyon. Much of the city is built within the wind-
swept walls of the canyon, leaving room for farming 
on the plateau above.  Th is city lies merely eighty feet 
above a fl owing river, but it is enough to be both protec-
tive from attack and potentially hazardous to residents 
that might lose their footing.  No other Dragonkyn city 
boasts such unique and elaborate carving as Tahth, for 
entire walls of the canyon have been turned into fan-
tastic murals.  Th e citizens of Tahth are quite inventive, 
rigging systems of pulleys and baskets to bring up water 
and supplies from the river below or the plateau above.  
Naturally, off spring are taught to have impeccable bal-
ance, but the vestigial wings that some are born with can 
occasionally turn what would be a deadly fall into a less 
lethal glide to one of the perches built into the canyon 
wall.  One of the more prevalent hobbies in Tahth is the 
keeping of birds.  Some have simple songbirds, while 
others keep coops full of pigeons or even chickens for 
food.  Th ese Dragonkyn enjoy sport and keep hawks 
or small falcons, having competitions to see whose pet 
can catch the most vermin.  Th e goats that live with 
the citizens of Tahth are bred to be smaller and more 
nimble.  Th e cheese made from their milk has a fresh, 
clean fl avor with just a slight bit of nuttiness, a byprod-
uct of the nutty meal fed to the goats. Th is cheese is 
called Tahth Gevrik.  Stoneborn Dragonkyn rarely take 
well to the loft y heights of Tahth, and are fostered off  to 
other cities out of concern for their safety.    

Th e stone city Jahdrosh lies in the southernmost foot-
hills of the longest mountain range in Valara.  Th e city 
itself is tucked neatly into an elaborate system of lime-
stone caves.  Jahdrosh is the largest of the Dragonkyn 

117

V
a

l
a

r
a

n
 C

u
l

t
u

r
e

s



cities and the most accepting to not only Airborn, but 
the other breeds as well.  Jahdrosh boasts the largest 
library of Dragonkyn history, known as the Hearth.  
Dragonkyn scholars, especially those Stoneborn, can 
spend years within this massive hoard of knowledge.  
While many books are present, not all pertain to Drag-
onkyn ancestry. Dragonkyn lineage is oft en inscribed 
on many diff erent materials, including forms of pure 
artwork and in the preserved hoards of famous Drag-
onkyn.  Craft smen from all over Valara travel to Jah-
drosh in hopes of making their fortune.  It is here that 
the largest bazaar on Valara is ablaze with activity year 
round, as the cavern’s temperature is cool in the sum-
mer and warmer than the outside in the winter.  Jah-
drosh Garrota is the cheese of choice for this city and 
is very fi rm with a naturally grey rind and earthy fl a-
vor.  While the city has a large base in the scholarly 
arts, many buildings are also commissioned from the 
fi ne stonemasons in residence.  Stoneborn Dragonkyn 
have the most patience for such long-wrought projects 
as temples and castles, occasionally being the archi-
tects for the design of an entire city.  Jahdrosh is also 
the prime location for the celebration of Dragonkyn 
holidays, having more housing than any of the other 
Dragonkyn cities.
        
Creation Myths, Ancient Stories, 
Heroes of Old, History

The Small One

Before everything... Th ere was a nest.

A nest so large that the stars were the sand that formed 
it.

In this nest were fi ve eggs and from each hatched a 
Dragon.  Th e fi rst to push through the starry sand was 
Fire, for he was always impatient.  Th e second was Air 
and he fl owed up through the sand like a whisper.  Th ird 
came Water, seeping through the sand into a growing 
pool.  Th en came Stone, the grinding of her scales like 
a heartbeat.

Th en, from beneath the mound of sparkling dust, a 
snout appeared... and stopped.  Th e four siblings looked 
at each other, confused.  Th ey began to move towards 
the snout as one.  Stone began to shift  heavy piles of 
sand aside.  Water then swept them away.  Air attempt-

ed to breath into the still nostrils.  Fire warmed the cold 
body as it was uncovered.

When they had fi nished, a pale form lay before them.  It 
was not quite as large, nor as majestic.  Th e scales on its 
body were sparse.  Th e Four were exhausted, and they 
lay beside it, willing their sibling to thrive.

When they awoke, the Small One was gone.  Th ey 
blinked and looked about for it when suddenly, a shad-
ow was cast over them and they looked up to fi nd their 
living sibling fl ying high above them.

“Th is way!” it called.  “I have found us a home!”  And 
they followed.

Th is new land was indeed a home, for in it were all the 
things they loved.  But it would not be theirs’ forever.  
Strangers came who shaped the land.  And one morn-
ing, the Four woke to fi nd the Small One missing again.

A roaring came from the center of their home.  Th ey 
followed it to fi nd the Small One chained by all four 
legs.  “Help me!” it cried.  

And they tried.  

For hours they gnawed at the chains, trying to burn 
them, to crush them, to slice them, and to freeze them.

And then the Strangers came.  Th ey had trapped the 
Small One.  And now that the Four had used all of their 
strength, the Strangers fl ung them from their bodies, 
casting their spirits out into the world and chaining 
their bodies to the Small One.  

Th ough now they are together, they are further apart 
than ever.  Th e spirits of the Four now walk the lands, 
trying to fi nd their bodies and the Small One.  

While they walk, they have formed families, lived and 
died, and lived again.  

We are their present, their future, and their past.

-A campfi re story
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A Brief History of the Element Wars

Th ere was a time in the not too distant past when 
worship of the Four became very zealous among the 
Dragonkyn communities.  Each city had a large temple 
devoted to their specifi c Dragon and even smaller com-
munities had at least a shrine.  However, at this point, 
the Dragonkyn of diff erent elements became very in-
volved with their own specifi c Dragon.  Th ey would go 
so far as to claim that if only the other Dragons weren’t 
so fl awed, that their Dragon would have been able to 
lead the Four to free Th e Small One.  Temples began to 
put out bounties on those that would speak such blas-
phemy against their particular Dragon. 

Swords and scales met while the sun climbed high into 
the sky. Blood from all sides began to soak the ground.  
Eventually one contingent began to falter.  Th e other 
three armies sensed their weakness and turned as one 
to fi nish off  the weakling while heavy drops of rain 
started falling.  Th ey began to breathe terror upon them 
while the ground beneath began to shudder, causing a 
few of the attackers to fall to their knees.  Many were 
too battle-crazed to notice though and fought on, rain 
sliding off  their scales.  Th e wind picked up, causing 
many breaths of fl ame and water to miss their intended 
targets, but their casters were not discouraged.  Light-
ning streaked from the sky, lighting a stand of trees into 
a blaze, but attackers could still not be swayed from 
their intended kills.

Th e clouds swift ly darkened with pouring rain while the 
wind whipped the fl aming trees into an inferno.  Th en 
the earth, in the midst of the battlefi eld, split apart with 
a mighty crack.  Some fell into the cavernous depths 
below while attempting to dodge others running from 
fl ames or fi st-sized hail.  Th e haze of battle fi nally start-
ed to clear from their eyes, only to be replaced with ter-
ror as a roiling tornado started across the fi eld toward 
the center of the battle.  Dragonkyn scrambled over an-
other, attempting to fl ee for their lives.

A fi nal deafening bolt of lightning struck into the cen-
ter of the swirling winds, which was now perched at the 
edge of the fresh crevice in the earth.  As the light fad-
ed, four fi gures were  standing within the center of the 
elemental turmoil.  Th ese fi gures appeared to be com-
pletely unscathed by the chaos around them.  A reso-
nant voice sounded from the center of the whirlwind, 
and no Dragonkyn present forgot the words it spoke.

“STOP!  Look around you! You are family, and yet 
you slaughter your brothers and sisters!”  Rumbling 
thunder emphasized their words.  “Now choose, fi nish 
things here, or return home, and start anew.”  Another 
fl ash of lightning, and the fi gures were gone.

As the weather began to clear, the armies took stock 
of their fallen, and murmurs ran through the masses 
that it had been the Dragons themselves in the middle 
of that awful battle.  Slowly, bonds began to reform be-
tween the groups of Dragonkyn.  Some shared a loaf of 
bread or a bit of dried goat meat, while others helped 
to tend the wounds of their previous enemies.  Months 
aft er the battle, and many council meetings later, the 
Dragonkyn cities came to a truce and vowed never to 
infl ict war on their own kind again. Stonework pro-
claiming the glory of one Dragon over the other were 
destroyed and temples were divided into sections for 
all of the Four.  Th e day of this truce is still revered by 
many Dragonkyn and the story of the Element Wars is 
typically retold to youngsters as a teaching tale.

Kindred - Florakyn

Th ere are countless tales, myths and legends of how 
Florakyn came to be, but the most told is the coupling 
of Valaran Nature Spirits with mortals. Florakyn be-
lieve that the beliefs surrounding their true beginning 
are private and do not share or discuss them. Regard-
less of their origins, Florakyn are magical beings who 
have an affi  nity with Wild Magic. 
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Most Florakyn prefer to live in small communities deep 
in the wild and untamed forests of Valara. Many act 
as guardians of these forests, while others adventure 
out into Valara to explore.  Most fi nd large settlements 
and cities crowded and uncomfortable aft er a time, and 
they generally stay in the outskirts of these places un-
less business requires otherwise. Th ey are friendly and 
acquiescent, and they keep to themselves unless pro-
voked. Florakyn fear the selfi sh and destructive nature 
of other races. Th ey staunchly defend the forests of Va-
lara, and voice their opinions to those who blatantly 
disregard the community.  

Personality Traits

“Everything is a thread in the delicate web of life.”

A Florakyn values the Valaran world around them very 
highly.  Everything they do has a reverence and respect 
for the natural materials they use. Th ey are not im-
pulsive, and it may take one several weeks to carefully 
gather materials for a project. Florakyn almost never 
have self-serving thoughts, and they commonly express 
their opinions to those who have a sense of greed or 
entitlement. Florakyn believe contributing to the com-
munity benefi ts everyone as a whole, which sometimes 
clashes with other cultures’ goals.

Out-Of-Game Racial Requirements

Makeup — All exposed skin must be covered with 
green or brown makeup or clothing. Players whose 
natural skin tone is dark brown (not naturally or ar-
tifi cially tan) should consider using green accents or 
clothing. Florakyn must have fl owers or vines visible 
on the skin or in their hair.

Preferred Skills — Wild Magic is important to Flor-
akyn culture, as it ties them closer to nature and Ahlara. 
Th ose who use weapons prefer blunted or piercing 
types. Florakyn are uncomfortable with axes and other 
sharp weapons used in the destruction of forest and 
vegetation.  Florakyn rarely learn Prime Magic. Th eir 
ties to Ahlara leave their souls too well-balanced be-
tween the four elements to be able to channel the en-
ergy of a single type.

Other — Florakyn gain three extra Health Points and 
six extra Mana Points at character creation. In addition, 

they may purchase from the skills Resist <Prime Ele-
ment>; Resist Rooted; or Resist Feared, once every ten 
skill points.

General Facts about Florakyn

Lifespan —Th e average natural lifespan of a Florakyn 
is four hundred years. Florakyn mature into adults 
around age fi ft y.

Primary Racial Traits —Florakyn are known for their 
plant-like appearance and affi  nity for magic. In addi-
tion, Florakyn revere nature and Valara above all else.

Strengths —  Florakyn are naturally adept at blending 
into their surroundings, a handy tool in times of con-
fl ict.

Weaknesses — Florakyn can seem almost fanatical to 
some for their adherence to retaining a balance on Va-
lara. Th ey are extremely reluctant to trust other races.

Names and Naming Traditions

Th e personality of each Florakyn is as varied as the 
plants they nurture.  Florakyn are usually given names 
based on their physical attributes. Male Florakyn tend 
to be named more for trees than for fl owers. For in-
stance, if a Florakyn is adorned in lilies she may be 
named “White Lily”.

Female Florakyn names: White Lily; Ivy; Rose; Lady-
slipper; Fern; Poppy; Holly; Purple Iris; Rosemary; 
Ginger; Daisy; Violet; Petunia; Peach

Male Florakyn names: Silver Birch; Willow; Hemlock; 
Clematis; Snapdragon; Basil; Fennel; Evergreen; Oak; 
Moss; Walnut

Florakyn do not use surnames. Like Dragonkyn, Flor-
akyn refer to the City they come from when introduc-
ing themselves. 

Garb

“A tree adorned in snow has more elegance than those in 
fancy clothing.”

Florakyn prefer comfortable and practical loose fi tting 
clothing, when they wear any at all.  Most are comfort-
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able in their natural appearance without clothing, be-
cause they are covered with fl owers and leaves. How-
ever, over time Florakyn have chosen to wear loose 
fi tting clothing as decoration, mimicking the cultures 
they have met.

Use of Language

“Treescript may seem primitive to outsiders, but it is 
beautiful in its simplicity.”

Th e Common tongue is used by most Florakyn com-
munities.  Many believe they originally learned Com-
mon because they descended from diff erent mortal 
races. However, it is tradition for all Florakyn to read 
and write both Common and “Treescript”.

Treescript is a runic language used by the Nature Spirits 
from which Florakyn are descended. Each letter repre-
sents a diff erent tree or plant. It is taboo to teach non-
Florakyn to read and write this language.

Male and Female Interactions

“Each Florakyn is respected regardless of age or gender. 
Together we are whole.”

Due to their ability to reproduce, and physical similari-
ties to the nature deity Ahlara, Florakyn females, es-
pecially those of breeding age, are revered and granted 
great respect.  Children are seen as genderless until 
they reach maturity. When it comes to romance and 
relationships, females pursue males they desire. A male 
who is courted by several females is seen as exception-
ally lucky.  As a result of Florakyn culture, polygamy is 
common. Same gender pairings are also accepted and 
these pairings adopt orphaned Florakyn as their own. 

Occasionally a Florakyn is born with both male and fe-
male features. Th ese Florakyn are considered blessed 
by Ahlara, because they can reproduce without mating 
with others. Th ey are very rare, only occurring once or 
twice a generation, and they always devote themselves 
to the Groves as a “Servant of the Mother.”

Interracial Interactions

“If only other races could understand the peace with Va-
lara we have achieved.”

Florakyn have a deep disrespect for races which abuse 
or pollute the land for their own benefi t. Individu-
als who care for Ahlara and her creatures are treated 
kindly. While the Florakyn are commonly peaceful, 
like any creature with intelligence they can be driven 
to passionate reactions in dire situations. In extremely 
rare cases Florakyn have retaliated against others who 
razed a large part the forest for industry or war. Th ese 
rare occurrences have been a strong deterrent to other 
cultures that may build or live near Florakyn Groves. 
 
Barbarians: “I have found most Barbarians are very re-
spectful in the use of Valara’s gift s. Th ey are an hon-
orable people, and you can trust those with which we 
trade.”

Briarfolk: “Briarfolk are kindred spirits. Th ey take great 
care of the land. It is a pleasure to visit one of their vil-
lages.”

Dark Elves: “Dark Elves aren’t so bad. Th ey treat their 
females with great respect and they’re easier to get 
along with than other Elves.”

Dragonkyn: “Th ough they understand and use the nat-
ural Wild Magic with great skill, their obsession with 
Prime Magic is a bit unsettling.”

Faekyn: “Th ey love our textiles, but they’re not very 
trustworthy when it comes to bartering. I’ve oft en 
walked away from a trade without realizing how much 
I’ve lost. I don’t mind, though. Surely they will give 
back to the community.”

Feralkyn: “A Feralkyn tried to snack on me once. She 
was startled when I jumped up. Once I explained what 
I was, she was happy to fi nd food elsewhere.”

Gearlings: “How can Gearlings be alive and yet so dis-
connected from Valara?  Didn’t their creators think 
they’d need Wild Magic?”

Goblinfolk: “Th ey are fi erce and welcome allies when 
fi ghting undead, but when the battle is over we don’t 
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have much in common.”

Humans: “Humans are greedy. Th ey have a bad ten-
dency to abuse the land for personal gain.  Even the 
friendliest ones can be duplicitous.”

Moon Elves: “Moon Elves lead a peaceful life, but they 
would be better if they were focused less on the moon 
and more on Valara. Th ey are so quiet; I never know 
what one is thinking.”

Ogrelings: “I don’t understand Ogrelings. Th ey try to 
escape the fate which must eventually come to all of us, 
instead of using their lives to appreciate and contribute 
to the world around them.”

Orklings: “Orklings are even more destructive than Hu-
mans. It is near impossible to reason with one.”

Valaran Elves: “Whenever I’m around a Valaran Elf, I 
feel overwhelmed. Th eir self-serving attitudes only lead 
them down the path of destruction.”

Wanderers: “Wanderers are better than Humans – they 
live off  the land without doing much harm to Valara. 
However, I would still be wary of them – they’ll keep 
talking until you’re dizzy. Th ey oft en haggle with me 
until I’ve given away more than is healthy. Th ey do like 
our mead though.”

Crafts

“Afraid of bees?  Are you kidding?  Have you ever had an 
itch behind one of your blooms you just couldn’t reach?”

Florakyn are experts at manipulating natural fi bers into 
diff erent products.  An Apprentice may start by weav-
ing simple reed or grass baskets.  As the craft sman gains 
more skill, he or she moves on to fi ner forms of weav-
ing. Florakyn produce fabric from cotton and hemp 
and cultivate silkworms for the delicate fi bers they cre-
ate.  Some of the strongest rope in Valara is craft ed by 
the nimble fi ngers of the Florakyn.

Additionally, they are instinctive farmers, gardeners, 
and arborists. Th ey hardly ever need to trade for food.  
Th ey produce not only enough for themselves, but 
enough to trade for any goods they may require from 
outside sources. Many Florakyn are skilled in herbal 

ingredients and remedies, using Valara’s natural gift s to 
benefi t those around them.

Many Florakyn spend their free time working with 
honey bees. Th ey go out of their way to fi nd or create 
suitable homes where honey bees can build their hives. 
Florakyn cultivate gardens close to wild hives to help 
pollinate their crops. Excess comb from these hives is 
removed periodically for Florakyn to harvest honey 
and wax in order to create ceremonial candles, hon-
ey nectar for Sprouts, and a weak but delicious mead 
called Amber. 

Magic

“Wild Magic runs within us as deep as the roots of a great 
oak, and as high as its branches.”

Florakyn feel a great affi  nity with Wild Magic as it 
meshes well with their defensive and protective nature. 
Essence Magic has always been a great boon, although 
Florakyn consider decaying magic dangerous and only 
to be used if absolutely necessary. To the Florakyn, un-
dead are anathema to the natural cycle and integrity of 
Valara. Th ey take an aggressive stance against undead 
creatures, and destroy them as quickly as possible.  

Florakyn oft en shun Prime Magic, believing it to be 
a destructive force that harms Valara. It is rare for a 
Florakyn to study Prime Magic and those who do are 
considered to have an extremely weak connection with 
Valara. 

Codes of Behavior

“Consider the implications to the community before you 
act.  If you understand the consequences, it can help you 
make the right choice.”

Above all else, their greatest concern is preserving Va-
lara. Florakyn prefer a passive approach towards oth-
ers, but they become aggressive when Valara is threat-
ened. Th e raising of undead and summoning of other 
creatures which break the natural cycles of life are con-
sidered pure evil. Any Florakyn who commits necro-
mancy is seen as forsaking all connections to Valara 
and will never be forgiven. Other races are treated no 
diff erent.
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Florakyn hold sincerity and selfl essness in high regard 
and are among their favored virtues. Th ose who take 
for themselves instead of sharing with the community 
are considered ill fi t for society and commonly ostra-
cized. Repeated off enses lead to intervention from the 
oldest members of the community.

Life, Customs and Traditions

Childhood

Florakyn children, called “Sprouts”, are cultivated and 
grown like any other plant. Multiple children oft en 
sprout at the same time, although this number is highly 
dependent on the weather and season. 

A band of Florakyn adults, known as a Tassel, are re-
sponsible for the care of newly sprouted infants. Th ese 
Florakyn share a home and devote their entire purpose 
to raising Sprouts.  It is a completely voluntary insti-
tution, and is dissolved once a group of Sprouts has 
reached adulthood. Groupings of this sort are simply a 
means to provide children with caring guardians while 
they grow. Th ese individuals spend great amounts of 
time collecting nectar for the young ones. Any adult 
Florakyn with fl owers is expected to share nectar from 
their fl owers to add to the collective pot for the Sprouts.

Florakyn children spend a lot of time learning how to 
live in harmony with the world around them. Th eir 
physical characteristics and personalities commonly 
determine their names, which are given by the Flor-
akyn who care for them.

Coming of Age

Sprouts retain a protective pod on their back for several 
years.  As a young Florakyn grows, the pod becomes 
smaller in relation to their body.  Eventually it is so 
small that it simply falls off  at its fi nal connection point 
near the shoulder blades. Th is usually occurs around 
the age of fi ft y. When the pod drops off , a Florakyn is 
considered to be an adult and may change their name if 
they wish. Most keep the name given to them as a child.  

Young adult Florakyn oft en go on journeys to visit oth-
er Florakyn communities and learn from them.  Bags 
are packed with a month’s worth of supplies and they 
are provided with a hand-drawn map of the local area. 
Th e Florakyn are sent with gift s for the other commu-

nities that are used to pay for lodging and tutelage in 
various skills. When they return, a celebration is held 
and the young adults are encouraged to demonstrate 
the new skills they learned during their journey.

Marriage and Relationships

Th ere is no true organized marriage in Florakyn cul-
ture.  If there is a question about a relationship the Obai 
is consulted, but this is rare. Relationships are fl uid and 
follow the feelings of the Florakyn.  Community is so 
important that it oft en bleeds into their relationships, 
and polyamorous relationships are common.

Childbirth

Pregnancy lasts four years before a female Florakyn 
gives birth to a palm-sized seed. Th is seed is then plant-
ed for about ten months in the birthing Grove.  Th e 
Groves are tended by gardeners, known as Servants 
of the Mother, who ensure soil conditions are perfect. 
Th ese gardeners double as religious leaders in the com-
munity and commune with the Nature Spirits who are 
thought to inhabit the Groves, protecting the dormant 
seedlings. 

Seeds only sprout during non-winter months, which 
mean some seeds may be in the ground for more than a 
year. When the sprout fi nally makes its way up through 
the dirt, a small pod begins to grow.  Only Florakyn 
seem to truly know when the pod is ready to be picked.  
Once the pod is picked, it begins to open and reveal 
the infant Florakyn within. Th e pod remains attached 
to the child’s back as they grow, providing protection 
against bumps or small injuries as the Florakyn learns 
to walk.

Death

When a Florakyn dies the body is respectfully prepared 
and buried in the community’s Grove to provide suste-
nance and strength to future generations. Most prefer 
to be buried in the Grove from which they sprouted. 
Th e death ceremony has two parts: Th e fi rst part is for 
the community to say goodbye and celebrate the joy 
and skill the deceased brought to the group. Th ese cel-
ebrations oft en last for a day and a night.  Th e second 
part is performed quietly by the Servants of the Mother, 
asking the blessing of Ahlara as the dead is returned to 
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Valara. Florakyn feel this keeps them within a cycle of 
the communities for which they serve and live, and a 
cycle of growing closer and stronger in Ahlara.

Society and its Organization

Politics

In each Florakyn community the oldest member is con-
sidered the de facto leader. Th ese leaders are referred to 
as Obai. Th e Obai’s role is to organize the community 
and make the decisions which aff ect the community as 
a whole. Th ey teach the Sprouts how to read and write 
and help resolve disputes which may arise between Flo-
rakyn of diff erent settlements. It is expected that most 
issues between two Florakyn should be resolved with-
out the assistance of an Obai, however. Th e Obai should 
only be consulted if no agreement can be reached inde-
pendently.

When dealing with other cultures and merchants, Flo-
rakyn who travel have the most contact with outsiders.  
To a limited degree, these Florakyn are autonomous in 
making decisions and may consult with the Obai be-
fore making any large promises or agreements. If the 
leader or representative of a group wishes to speak 
directly with the Obai of a Florakyn community, the 
Obai travels outside the village in the company of sev-
eral older members of the community to conduct the 
meeting. Florakyn value hospitality and guests are al-
ways treated well.  

Florakyn avoid war as much as possible. Th ey do not 
join sides and remain neutral through the duration of 
war, unless a Florakyn forest or community is jeopar-
dized. During these times, Florakyn are fi erce in pro-
tecting their home and do almost anything to succeed.

Select groups of Florakyn, known as Grove Guardians, 
are trained in the defense of the Groves. Th ese groups 
excel in martial skills and are the last line of defense 
against attack. In times of confl ict, Grove Guardians 
hold their positions at the Grove, defending, and do not 
leave the Grove for any reason.

Religion

Ahlara, the Goddess of Nature and embodiment of all 
Valara is the deity most commonly worshipped by Flo-

rakyn. Connection and respect of Ahlara is so impor-
tant it is sometimes taken for granted in the commu-
nity. Th ere is a small shrine to Ahlara in even the most 
modest Florakyn villages.  Th ere is always at least one 
and usually several who take up the mantle to become a 
“Servant of the Mother”.  It is they who ask for Ahlara’s 
blessing for the birthing Grove on behalf of the com-
munity, and they who share the closest relationships 
with the local Nature Spirits. Th ey share a special bond 
with the Nature Spirits who guard the birthing Grove.

Education

A Florakyn’s education comes primarily from the teach-
ings of the Obai and other older Florakyn who pass 
their skills on to the community. Florakyn who travel 
outside the community are encouraged to learn at least 
one new skill in the course of their life, so that they may 
share it with younger generations upon their return. As 
a result, education is fl uid and ever-changing. Some 
Florakyn develop a wide variety of skills, while others 
focus on one or two skills.

Trades and Training

Training is an informal aff air. Students receive instruc-
tion on any area that interests them. Th ey are taught by 
those who already possess such skills. Due to this com-
munity training, specifi c trades are dependent on what 
is needed within the community. Florakyn oft en travel 
to other settlements to learn specialties and augment 
areas where their own community is weak.

Military  

In general, Florakyn have no organized military and 
they are opposed to war and needless violence. Large-
ly pacifi stic, they focus on defending themselves and 
preserving their Groves. Due to how delicate sprouts 
are, Florakyn defend their children ferociously. Grove 
Guardians are the last line of defense against attacks, 
while others use their skills in any way possible to draw 
the attack away from the villages and Groves.

Florakyn are naturally adept at blending into their sur-
roundings, and they use this to their advantage when 
fi ghting off  monsters or attackers. Attackers fi nd them-
selves at a disadvantage when fi ghting against Florakyn 
in their natural surroundings. Florakyn prefer stealth 
and cunning, leading them to develop guerrilla warfare 
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tactics which panic and scare off  intruders rather than 
kill them.

The Circle of Ivy

Florakyn who belong to Th e Circle of Ivy have a dif-
ferent world view than their more peaceful brethren. 
Th ey share many of the same attributes, but they do not 
take the same approach to those who threaten Valara. 
Aggressive and violent members of Th e Circle of Ivy 
band together in small groups and raid villages, towns 
and cities of those they believe to be outside Ahlara’s 
blessing. If their force is strong enough, they remove 
the inhabitants of “reclaimed” areas completely, killing 
those who refuse to leave.

Once an area has been reclaimed, Th e Circle of Ivy 
plants seeds to spur local plant growth and tears or 
burns down walls and structures to provide the best 
environment for vegetation.

Th e Circle of Ivy has two rules members vow to up-
hold: never have children and always consider the 
needs of Valara before their own. Children are a burden 
to groups with limited supplies and the need to move 
quickly and silently.

Older members who are beyond their prime and un-
able to withstand this lifestyle have several choices.  
Th ey may attempt to re-enter normal Florakyn society, 
choosing a village and returning to the culture in which 
they were raised. Th e other option is to stand sentry 
over areas which have been reclaimed, ensuring no one 
returns to rebuild.  Should someone begin to rebuild, 
it is the sentry’s responsibility to scare them off  or to 
contact younger Ivy members to reassert their author-
ity in the area.

Regarding interaction with “normal” Florakyn, Th e 
Circle of Ivy holds little enmity toward them.  It is of-
ten from the peaceful villages that they receive supplies 
when in need, and in these villages where they recruit.  
While the Circle of Ivy’s tactics and propensity for vio-
lence is looked down upon by others, many Florakyn 
at least support their mission, even if they do not agree 
with their methods.

Occasionally members of Th e Circle of Ivy are not Flo-
rakyn. Th ough they are allowed to join and help in the 
war to protect Valara, they are rarely given leadership 

positions. Some Ivy members feel outsiders should not 
be included and it is common for these members to at-
tempt to cast a Metamorphosis to Florakyn upon the 
outsiders in order to improve their acceptance by other 
members. Even this can backfi re though, as it is seen by 
many in Th e Circle of Ivy as a waste of resources which 
could have better served Valara.

To avoid detection, Th e Circle of Ivy rarely gathers to-
gether as a whole group.  Members of smaller groups 
simply move between groups for communication.  In 
the end they all follow the same mission and serve 
Valara at all costs, so there is no great need for com-
munication between separate parties.  Th is practice 
guarantees that even if some members are captured or 
killed, Th e Circle of Ivy lives on and can never be fully 
extinguished.

Law and Punishment

Th ere is a general community understanding of “Do 
no harm to others” and to “Respect Ahlara”.  Th ere are 
no predetermined punishments should someone break 
these rules.  Th ere is suffi  cient community pressure to 
keep the code, or quell repeated transgressions.  

Th e only crime which merits swift  and merciless pun-
ishment is the raising of undead. A Florakyn who raises 
undead or commits similar acts is considered forsaken 
and corrupted. Th is Florakyn is no longer considered 
a child of Valara and is bound and wrapped in a black 
cloth from head to toe. Th ey are secured to a tree in the 
center of the village for an entire day as an example to 
all other Florakyn. Aft er the day has passed the Obai 
leads the community in burning the Florakyn alive. 
Th e ashes are left  to be spread by the wind. Th is serves 
to remove the forsaken Florakyn from the life cycle, 
preventing corruption of the Grove.

Guilds and Merchants

Guilds and schools are not formally established in Flo-
rakyn communities.  Th ose who are drawn to or are 
adept at a particular role simply do their best.  Coop-
eration between individuals with similar skills and in-
terests comes naturally to them.  Florakyn who wish 
to travel are encouraged to take surplus resources and 
trade them as they travel.  When they return to the vil-
lage they spread the proceeds to those in need.
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Florakyn hold no enmity against such organizations, 
and may join them in other communities.  Florakyn 
communities are based around an idea of sharing and 
caring for one another. Guilds and the need for per-
sonal profi t are foreign to their lifestyle.

Florakyn are oft en hired as farmers or gardeners for 
Human estates. A Florakyn may use this experience as 
a way to provide more information of the outside world 
to their Grove.

Location on Valara

Florakyn communities splinter off  when they start to 
see that the population is outgrowing their natural re-
sources.  As a result, Florakyn have adapted to be able 
to live in many diff erent ecosystems including deserts 
and frigid tundra.  Florakyn who live in these areas are 
more like cactus or lichen with  less vines and leaves 
overall.  

Outsiders are unlikely to fi nd Florakyn villages unless 
led to them. Without the need for buildings or mun-
dane equipment, it can be diffi  cult to distinguish a vil-
lage from a clearing in a forest. Th ose lucky few who are 
invited into a Florakyn village may not easily fi nd their 
way back as the location can slowly shift  over time to 
take advantage of changing soil nutrients.  

Th e only known and recorded clusters of Florakyn 
villages are around the Sweetwater area. Sweetwater 
earned its name because crops planted around it usu-
ally grow in exceptional abundance.  Th e fi ve villages 
located around its shores are Raspberry Hollow, Flax, 
Chloro, Liverwort Fen, and Bry.

Sporakyn Subculture

Out-of-Game Requirements

Makeup –Players must cover all visible skin in green 
or brown makeup or clothing consistent with Florakyn 
requirements. Instead of fl owers, Sporakyn wear a con-
siderable amount of mushrooms or fungal structures, 
or a large mushroom cap. Sporakyn have roots or vine-
like structures.

General Facts about Sporakyn

Sporakyn diff er from the majority of Florakyn in sever-
al diff erent ways.  While they still live in forested areas, 
Sporakyn oft en fi nd a nice damp cave in which to make 
a home. Th eir process of breeding is slightly diff er-
ent as it involves cultivating several decomposing logs 
and then removing a small chunk of their own fl esh to 
spawn a new member of their society.  Th is does not 
mean there is a never-ending amount of Sporakyn, as 
the soil conditions must be perfect for a Sporeling to 
reach childhood.  Th ere is no amount of coddling for 
a Sporakyn baby.  Th e infants merely remove the fi ne 
network of roots attaching them to the decomposing 
logs and toddle aft er the fi rst adult they see.  

Lifespan

A Sporakyn’s lifespan is shorter than their more plant-
like cousins. Sporakyn average sixty to eighty years. 
Sporakyn are considered adults by age ten. 

Names and Naming Traditions

Sporakyn names are nature-based but there is less em-
phasis on fl owers or trees, and more emphasis on fun-
gi or mushroom types. In addition, male and female 
names are interchangeable as Sporakyn place less em-
phasis on gender. It is very diffi  cult for non-Florakyn 
to know if a Sporakyn is male or female based on their 
outward appearance.

Common Names: Blue Morel; Truffl  e; Lichen; Aecidi-
um; Mycena; Singeri; Blewits; Stumper; Cremini

Crafts and Trades

Th e craft s produced by Sporakyn are also diff erent since 
Sporakyn are masters of compost cultivation.  Even oth-
er Florakyn will search out a Sporakyn community to 
acquire compost for their gardens or to locate the most 
benefi cial place to begin a new birthing Grove. Th e 
Sporakyn’s sense of smell leads them to have a greater 
ability to locate even the faintest hint of nutrients in a 
handful of dirt.  Sporakyn are skilled Apothecaries and 
are especially good at concocting dyes which other Flo-
rakyn communities use for coloring textiles.
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Location on Valara

Sporakyn have no known villages on Valara. It is be-
lieved that they may have homes underground or deep 
within Valara’s forests. Most Sporakyn prefer dim and 
slightly damp, warm areas that receive minimum to 
moderate amounts of light. Sporakyn do not thrive in 
extreme environments.

Creation Myths, Ancient Stories, 
Heroes of Old, History

I remember a time when Grandfather used to tell us 
tales as we gathered beneath the ancient sycamore.  He 
wasn’t really my actual grandpa, or any of the others’, 
but we called him Grandfather because he was the wis-
est and oldest.  He would tell such stories you wouldn’t 
believe, stories of Ahlara and her creations...  Stories of 
where we, as Florakyn, came from.  

One such story said that Mother simply came to Valara 
looking for food.  She found a pear growing from a tree 
and when she had fi nished with it, she looked at the 
seeds in her hand.  She dug into the soft  earth, planting 
each seed separately, then turned away.  Mother walked 
a few paces then stopped and returned to the small 
mounds of earth. What had been a small stop for food 
turned into a curious diversion.

She watched the mounds of earth for days, drawing 
small symbols in the dirt around them and bringing 
fresh water from the stream if the soil began to look 
too dry.  She diverted the attention of any animals that 
came to dig into the dirt.  She chatted with the squir-
rels, getting to know the stories of the land.  She joined 
coyotes in their songs, embracing the night.  And one 
day, the sprouts began to push through the ground.  As 
the sprouts grew, slight forms began to push themselves 
out of the earth.  Th e forms were the fi rst of us, the fi rst 
of the Kyndred.  Th e fi rst ones learned from Mother 
what she had learned from the creatures and the land 
itself, forming ties which were never to be broken.

Another such tale told of a specifi c female Kyn who 
wandered Valara.  Th is Kyn was formless, not knowing 
who she was, or where she belonged.  Th e Kyn stopped 
one day to bathe in a spring surrounded by towering 
trees.  As she washed the dirt from her body, she heard 
a slight noise behind her.  She turned in time to see 
a dark fi gure disappear beneath the bark of the tallest 
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tree.  Th e Kyn, curious, swam towards the tree.  When 
she reached it, she pulled herself up onto the mossy 
shore and began to inspect the intricate patterns in the 
bark at the bottom of the tree.  Her fi ngers ran over it, 
tracing patterns and spending time focusing on some-
thing like she never had before.  Th e leaves at the top of 
the tree gave a slight rustle and she looked up.  Seeing 
nothing, the Kyn returned to examining the fi ne pat-
terns of moss that grew along the bark.  “He’s ticklish, 
you know...” said a voice like a soft  breeze.  

Th e Kyn turned in surprise to fi nd a dryad leaning up 
against the base of the tree.  Th e Kyn had never met 
a dryad before and said, “Who are you talking about, 
stickman?”  Th e dryad chuckled and sat on the grass 
next to her.  “My tree,” he said, gesturing towards the 
tree she had been investigating.  “I live inside it.”

She peered at him quizzically.  “But how do you live in 
a tree?”

“I live the same way it does, breathing the air through 
its leaves and drinking the water through its roots.  
When we are together, we are one.”

Th e Kyn sat there thoughtfully for a moment.  “My sib-
lings have all found places where they belong,” she said.  
“One found a Dragon, and they live together beneath 
the ground.  Another found a beautiful woman, whose 
skin glimmered like the sun and they live in a shining 
city.  Th e last found a mighty bear and they walk the 
lands.  It would be nice to fi nd something to which to 
belong to like you have.”

Th e dryad looked at her for a moment, then took her 
hand.   “Let’s go for a walk,” he said with a smile.  Th ey 
fi rst walked around the pond as the dryad pointed out 
the small frogs hiding in the reeds and the waterstrid-
ers skating between the duckweed.  Th e Kyn followed 
him as they walked beneath tree branches draped with 
moss and vines. Th ey took another path through thick-
leaved plants glistening with dew.  A tiny copse of fruit 
trees was opposite of where she’d found him.  Raspber-
ry bushes heavy with ripe red fruits gave them a reason 
to stop and sit for a while before moving on.   Finally 
they had circled the entire pond and reached the dirt 
path from where the Kyn had entered.

“I cannot go any further,” the dryad said.
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Th e Kyn looked up at him, confused. “Why?”

“I must stay with my tree,” he replied, nodding back in 
the direction of the pond.

“Your world is so wondrous, but the space so small.  I 
was thinking I might join you, but I think I would feel 
trapped.”  She frowned.

“I understand, but look,” he said, pointing down at her 
feet.  “You have already begun to join me.”

As the Kyn looked down at her feet, she noticed that 
fi ne moss had begun to grow on them and the fl esh had 
begun to take on a bark-like consistency.  She looked 
up at the dryad in a moment of panic.

He gave her a smile.  “Do not worry,” he said and kissed 
her gently.  Th e bark on his lips was deceptively ten-
der.  “I think you are becoming something new, some-
one who can wander Valara and still know and love her 
wonder.  Perhaps in this way you can still see the world, 
but you can also return here, to someplace you might 
call home.”

As she began to understand his words, she could feel 
her skin soft ly growing from something plain into a 
vibrant landscape of vines and leaves.  Small fl owers 
blossomed in her hair and tendrils wrapped around 
her wrists.  She took in the wonder of her new body 
and spoke.

“Yes, I can feel the wonder of our world.” she said, “I 
will travel and see more of it, but for now, I am home,” 
and she embraced the dryad, breathed in his fresh and 
living scent, and gave herself over to the call of Ahlara.

- Story inscribed in Treescript by Tristis Willow, Obai 
of Marigold Prairie Village, translated to Common by 
Alabaster Cook in 2309

Kindred - Feralkyn

Feralkyn are a race of animalistic humanoids on Valara. 
Th ey are as varied as the animal types from which they 
evolved and include rats, bats, birds, lizards, amphib-
ians, equines, cats, dogs, wolves, aquatic life forms, in-
sects and primates. Feralkyn are not descended from 
magical or mythological creatures. In general, they are 
a short-lived race with an average lifespan around forty 
years. Many Feralkyn consider their race to be a col-
lection of separate Tribes, segregated by their heritage. 
Th ere are several prominent Tribes: Rodent, Avian, Fe-
line, and Canine. While there are others, these are the 
largest and most successful Feralkyn Tribes on Valara.

Feralkyn are not known to excel in any particular path 
in life. Th ere is an equal mix of those with magic or 
martial prowess and craft smen found among them. 
Feralkyn have a wide range of physical characteristics, 
strengths, and weaknesses. Researching the real-world 
animal type is imperative to understanding how to be-
have and roleplay as that animal.

General Overview

Th is culture guide strives to provide role-play informa-
tion on a variety of animal types and is broken down 
into broad categories to try to incorporate as much di-
versity as possible. If you wish to play an animal type 
that is not covered by this packet, please use the Gen-
eral Guidelines as a basis. It is strongly encouraged that 
you incorporate racial and cultural aspects of your ani-
mal type into your character history submission, espe-
cially if these are not covered by the Feralkyn packet. 
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For those who wish to play an aquatic-based animal 
Feralkyn, please note that ALL aquatic Feralkyn have 
lungs. Th is is an adaptation they underwent to be able 
to evolve into a Feralkyn. Aquatic Feralkyn do not gain 
any special abilities to breathe underwater for the pur-
poses of game play. Th is does not mean that you cannot 
choose to role-play the need for returning to water to 
breathe, but it is not required for an aquatic Feralkyn 
to go out-of-game to represent a time elapse while they 
submerge themselves in water.

For Feralkyn breeds who may be vegetarians does not 
mean that players must be vegetarians . If playing a Fe-
ralkyn as a vegetarian, players may wish to react appro-
priately when they see others eating meat.  

Personality Traits

Among all the races of Valara, Feralkyn are one of the 
most varied races. Personalities range from mild-man-
nered to prideful, peaceful and free-loving, to angry 
and impatient. Th e most common personality traits for 
a Feralkyn are similar to traits exhibited by the animal 
ancestor the Feralkyn evolved from. 

Feline Feralkyn are prideful and sensual

Avian Feralkyn are outgoing but peaceful

Rodent Feralkyn are tenacious, devious and motivated 
by self-preservation

Canine Feralkyn are relaxed and take life as it comes

Bug Feralkyn are either dominated by aggressive fe-
male societies or analytical, practical and almost emo-
tionless

Reptilian and Amphibian Feralkyn are friendly, but al-
ways looking for an alibi to take the fall

Aquatic Feralkyn are followers; not very domineering, 
preferring passive roles

Primate Feralkyn are proud, strong, quick and clever

Equine Feralkyn are calm but quick to defend family 
from danger

Out-Of-Game Racial Requirements

Makeup — Playing a Feralkyn requires heavy amounts 
of makeup, masks and prosthetics (including but not 
limited to ears, tails, whiskers, fi ns, scales, antennae 
and mandibles) to be able to adequately distinguish 
which species of animal is being represented. Exposed 
skin on the arms, legs, and torso should be covered 
or painted to match the animal patterning as much as 
possible. Avian Feralkyn should have natural-colored 
feathers and beaks representative of the specifi c bird 
type. Feathers may appear in the hair, on the hands or 
face or over exposed skin on the arms, back and legs.

Preferred Skills — Feralkyn practice all forms of mag-
ic and weapon skills and many choose Smithing or 
Apothecary as professions. It is also common to see 
Feralkyn using trade and craft  skills in their everyday 
life. Most Feralkyn struggle with learning to read and 
write and few, outside of Sages, become scholars of lan-
guages, history or theory.

Other — Feralkyn gain three extra Health Points, three 
extra Mana Points and two additional Armor Defl ec-
tion Ratings at character creation. In addition, they may 
purchase from the skills Resist <Prime Element>; Resist 
Rooted; or Resist Feared, once every ten skill points.

General Facts about Feralkyn

Lifespan — Feralkyn typically live between 40 and 60 
years, depending on the animal type from which they 
evolved. Some have been known to live as long as 75 
to 80 years, or about an average Human lifespan. Most 
Feralkyn mature quickly and reach adulthood between 
the ages of fi ve and ten.

Primary Racial Traits — As a partial result of their 
evolution from a base animal form, many Feralkyn 
have lost touch with some of their animal instincts such 
as automatic fear towards natural enemies and preda-
tors. Th is does not mean they are instantly brave when 
faced with what have been their ancestor’s natural en-
emies. Th ey show caution instead of running away in 
fear at fi rst glance. In addition, some Feralkyn may be 
born color-blind. Th is is especially true among some of 
the Feline Feralkyn Tribes which have a predominance 
of either red-green or blue-orange colorblindness. Un-
like many of their animal ancestors, no Feralkyn sees 
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only in monochromatic colors. 

Strengths — Feralkyn, like Humans, are adaptable to 
any circumstance. Feralkyn practice all forms of magic 
and martial skills.

Weaknesses — Feralkyn weaknesses are heavily infl u-
enced by their animal instincts. Th ese include shorter 
lifespans, an inability to grasp languages, and diffi  -
culty in learning to read or write. Th is does not mean 
Feralkyn cannot learn languages and excel in other 
scholarly pursuits, but they struggle and take longer 
to achieve these goals. Feralkyn are distrustful of more 
civilized races such as Elves, Dwarvenfolk and Humans 
simply because they do not understand how those rac-
es think and act. Feralkyn rely primarily on barter and 
trade and many do not grasp the concept of coin.

Names and Naming Traditions

Naming traditions should fi t in line with the animal-
istic nature of the Feralkyn. Th is means no common, 
“human” names like Robert or Sarah. Names should 
typically be more exotic and natural sounding and fi t 
with the specifi c culture of the Feralkyn Tribe. 

Garb

Most Feralkyn wear simplistic clothing made from 
natural fabrics or leathers. Th eir clothing can be highly 
colorful, especially among the Avian Feralkyn. Armor 
is typically made of leather since metal oft en catches 
and pulls on fur and feathers. 

Feralkyn are comfortable in their own skin, although 
they recognize that many races value modesty. As a 
concession they have learned to wear clothes, although 
they do not have a concept of style. Clothing is oft en a 
hodge-podge of styles borrowed from other cultures. 
Most Feralkyn do not understand color coordination 
or pattern coordination.  It is not unusual to see a male 
Feralkyn in skirts, kilts or robes while a female Feralkyn 
may be dressed in pants with a skirt or dress layered 
over top. While they never appear completely naked in 
mixed company, Feralkyn can appear very immodestly 
dressed by some standards, especially in warm weather 
when putting layers of clothes on over fur and feathers 
makes them extremely uncomfortable. When Feralkyn 
are among others of their kind, these imposed senses of 

modesty are greatly relaxed. 

Use of Languages

Most Feralkyn Tribes have their own languages, hark-
ing back to their ancient ancestry. Th e Common tongue 
is only learned by those with a direct need or desire 
to communicate with other Tribes. Feralkyn, when 
speaking Common, oft en have a slight accent or trou-
ble grasping the grammatical structure which makes 
up most languages. Th is is partly because most native 
Feralkyn language is comprised of non-verbal commu-
nication rather than words. It is very diffi  cult for non-
Feralkyn to learn these non-verbal expressions and can 
take years of study, assuming a Feralkyn Tribe is willing 
to let an outsider get that close.

Male and Female Interactions

Th ese interactions vary greatly depending on the Tribes 
of Feralkyn. In some Tribes, men and women are equal, 
and in others men or women have the more respect-
ed position while the other is subservient. Positions 
of advisers and teachers are held by a mix of men and 
women although certain positions may be restricted to 
a specifi c gender. 

Interracial Interactions

Among Feralkyn, prey and predator types do not al-
ways interact very well together. However, they are not 
automatically antagonistic or mortal enemies with each 
other. Some breeds of Feralkyn believe themselves to be 
highly sophisticated even if others don’t believe them to 
be. Other Feralkyn have no such qualms and acknowl-
edge they are less cultured than some of the more civi-
lized races. Overall, Feralkyn are more inclined to sup-
port their race before others. 

Feralkyn have a hard time grasping the concept of 
money and value of goods and as a result have been 
cheated many times by other races, especially Goblin-
folk. Some Feralkyn have learned this concept the hard 
way, but most Feralkyn prefer barter systems since this 
is primarily what is used among the Tribes. 

Crafts

Craft  skills vary among Feralkyn, but many are skilled 
in Smithing as a way to protect themselves. Feralkyn 
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Tribes are known for artistic craft s such as weaving, 
glass working, boat building, making musical instru-
ments or creating unique blends of tea. Feralkyn oft en 
fi nd an outlet in craft s as a way of expression. 

Magic

Since Feralkyn descended from the natural creatures 
which populate Valara, most practitioners of magic 
among Feralkyn have an affi  nity or attraction to using 
Wild or Essence Magic.  Many believe Wild Magic is 
the only magic which does the least amount of harm to 
Valara. Practitioners of Wild Magic are oft en accorded 
more respect than those who study Prime or Essence 
Magic.

Codes of Behavior

In many ways, Feralkyn have simple codes by which 
they live, usually consisting of one or two major rules 
which exist for the sake of harmony in the Tribe. Th ese 
codes vary by Tribe. 

Life, Customs and Traditions

Childhood

Th e games Feralkyn play as children are lessons later in 
life, oft en teaching basics in things like tracking, hunt-
ing, or basic life skills.  Wrestling games help Feralkyn 
constantly to improve their strength, while playing 
hide-and-seek improves their ability at hiding.

Coming of Age

In most Feralkyn Tribes children usually have an infor-
mal rite of passage to mark the transition to adulthood. 
Th is transition can occur as early as 3-4 years old and 
as late as 15-16 years old. Th ese rites of passage include 
everything from a simple ceremony to celebrate the 
child’s birthday to a more formalized task such as re-
trieving a sacred object, spending several nights in con-
templation at a solitary location, or sacrifi cing child-
hood mementos in a bonfi re ceremony. 

Marriage and Relationships

Feralkyn practice a variety of formal and informal mar-
riage customs. Depending on the Feralkyn Tribe, mates 
are seen as everything from property to treasured love 

ones to be protected at all costs. Some Feralkyn form 
temporary marriages which last for the duration of 
raising children while others mate for life to a single 
spouse or group of spouses. 

Childbirth

In general childbirth is a private time among Feralkyn. 
Feralkyn oft en experience multiple births that are cel-
ebrated with either small private gatherings reserved 
for family or with large gatherings in which the entire 
Tribe rejoices. In many cases a special gift  or blessing is 
either bestowed on the infant or the new family.

Death

Feralkyn cultures either do not have organized death 
rites and ceremonies or are very secretive regarding 
these rites. Feralkyn maintain simple beliefs that in 
death their bodies are returned to Valara to continue 
nurturing the world. For many this means being buried 
so that their bodies may nurture the land. 

Society and its Organization 

Politics

Feralkyn who maintain a pack or group structure are 
ruled by the simple concept: the strongest member leads 
the rest. While there may only be one leader, many Fe-
ralkyn have developed the roles of advisors to assist the 
leader. Some Feralkyn have adopted political structures 
which include advisors, historians, teachers and lead-
ers. However, the fi nal organization typically depends 
upon how a specifi c Feralkyn Tribe views themselves. 
Th ose who have embraced a more enlightened attitude 
are more likely to have an organized political structure 
than those who are still more in touch with their ani-
malistic side.

Religion

Feralkyn usually worship Anima if a specifi c Tribe has 
not developed a set religion. For most, worship is pri-
marily a matter of not bringing harm to Valara or to an 
aspect of Valara. 
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Education

Feralkyn do not have a formal education system since 
many do not learn to read or write unless they’ve cho-
sen to follow the path of magic. Many Feralkyn practice 
an oral history, sharing stories through the ages of the 
Tribe’s accomplishments. In general, education is rudi-
mentary at best.

Trades and Training

In general most Feralkyn have at least a few trades for 
which they are known. Training ranges from rudimen-
tary self-teaching to structured, guided apprentice-
ships. Tribes which are isolated or considered more 
socially-awkward oft en have rudimentary and unre-
fi ned training methods by comparison with other cul-
tures and races.  Most Feralkyn excel in nature-themed 
trades such as hunting, tracking, forestry, ranging or 
scouting, gathering, herbalism, animal husbandry or 
fi shing.

Military

Feralkyn typically have some way of defending their 
lands, if they have a settled area in which they live. For 
those Tribes who do not have a settled village or town, 
or who have incorporated themselves into large cities 
inhabited by other races, there is no organized military 
system. 

Law and Punishment

Laws are usually set by the leaders, rulers, or Alphas of 
a Tribe. Punishment varies depending on the serious-
ness of the crime and on the Tribe’s own views about 
what constitutes a crime. 

Guilds and Merchants

Many Feralkyn Tribes do not have an organized Guild 
system, primarily because they lack the sophistication 
to understand the need for one. Feralkyn practice a sys-
tem of barter and trade in exchange for the goods and 
services being sold. Th e concept of buying products 
with coin is not well understood and many Feralkyn, 
especially those who have not travelled or lived among 
other races, are easy to deceive about the true value of 
coins. Feralkyn who have coins are more likely to melt 

them down for the base metal or string them and use 
them for jewelry. 

Location on Valara

Feralkyn are found in a variety of environments and 
locations on Valara. Some Tribes have a settled home 
village while others do not. Th ose Tribes with a settled 
home village typically locate the village in an area which 
is not easily accessible to non-Feralkyn. Outsiders are 
welcome, but most rarely venture into Feralkyn villag-
es, because the accommodations are oft en ill-suited to 
non-Feralkyn forms.

Feline Feralkyn

Tribes of Feline Feralkyn

Jubatus: ocelot, cheetah, lynx

Panthera: tiger, jaguar, leopard, lion, cougar

Felis: domestic house cat types but also small wild cats 
such as sand cat or jungle cat

Th e three major Tribes are comprised of many smaller 
tribal units. Th ese minor Tribes are typically all of the 
same breed type, so all tiger Panthera may live in one 
area in Panthera lands, while leopard Panthera live to-
gether in another area. Until they were united under 
the three major Tribes, the minor Tribes were very no-
madic and were constantly warring with each other, al-
most to the point of extinction in some cases. 

Personality Traits

To outsiders, Feline Feralkyn may seem arrogant or 
standoffi  sh; however, they are a sensual, fl irtatious and 
proud people. Th ey value children and family and are 
renowned musicians and instrumentalists.

General Facts about Feline Feralkyn

Lifespan — Most Feline Feralkyn live 40-50 years. Th eir 
childhood lasts until about age three then young adults 
until age six and full adults by age eight.

Primary Racial Traits — Feline Feralkyn are known 
to be easily angered but don’t hold grudges for long. 
Th ey are quick to seek revenge or punishment for even 
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a perceived slight but once the matter is resolved they 
do not continue to harbor resentment or anger toward 
their target. 

Strengths — Feline Feralkyn are fast and light on their 
feet, excelling in skills that require speed rather than 
brute strength. Th eir superior sense of smell and sight 
make them ideal scouts, hunters and trackers. 

Weaknesses — Feline Feralkyn are afraid of water since 
their muscle mass is too dense to easily stay afl oat. Th ey 
do not make good sailors or navigators. Th eir short-
fused temper makes them volatile to deal with and they 
do not make good negotiators or diplomats as a result. 

Names and Naming Traditions

Names among Feline Feralkyn tend to use lots of “R”, 
“L”, “SH” or “S” sounds that can be trilled or rolled on 
the tongue, almost like a purr. 

Common Female names: Loreli; Sanya; Senra; Amirra; 
Shalleen; and Ryeila

Common Male names: Hashti; Hesh; Shiro; Shylar; 
Ralen; and Lars.

Garb

Feline Feralkyn typically wear cloth or leather clothing. 
Some factions have been known to wear scale or chain 
mail pieces, but never full suits of armor. Th ey prefer 
freedom of movement over encumbering or restrict-
ing garments. Loose pants and shirts are ideal. Feline 
Feralkyn who live in warmer climates, especially fe-
males, prefer to show off  their bodies. Th ey wear mini-
mal clothes, oft en only bands or halters for the sake of 
modesty. 

Females who are mated wear scarves over their hair. 
Scarves are usually yellow in color since Feline Fer-
alkyn believe the color yellow represents love, good 
fortune and happiness. For a Feline Feralkyn to wear 
all purple clothing means that they are in mourning.  
Purple symbolizes sadness and loss.

Male and Female Interactions

Male and female Feline Feralkyn hold each other in 
equal regard. Divisions in labor fall to those best suited 

to meet the needs of the task. All males and females 
receive basic weapon and spell casting training when 
they are young. Males are slightly overprotective of 
their mates and females are slightly overprotective of 
their cubs until the children are able to survive on their 
own. 

Four times a year each Feline Feralkyn tribe holds 
a Hunt. Th e Hunt is a time for all adult members of 
the Tribe to show off  their skills at tracking, scenting, 
woodsmanship, scouting and weaponry. Each Tribe’s 
Hunt varies slightly but each Hunt focuses on a spe-
cifi c type of prey such as deer, rabbit, elk, moose or wild 
boar. Th e goal of a successful Hunt is to capture enough 
prey to feed the Tribe. For many unattached Feline Fer-
alkyn, the Hunt has become a social gathering in which 
they hope to make the start to what is to become a suc-
cessful mating match.

Interracial Interactions

Feline Feralkyn oft en look down on other Feralkyn as 
being inferior, especially those descended egg-layers or 
from aquatic creatures.

Feline Feralkyn respect strength of mind and body over 
many other traits. Th ey pity Elves and Florakyn for be-
ing weak and frail. Th ey respect Dragonkyn and the 
Warling races and rarely take these as slaves. Mankind 
and Hillfolk are unpredictable and treated with caution.

Crafts

Feline Feralkyn view all forms of music and singing as 
a craft . Some of the most popular songs currently in 
circulation were written by Feline Feralkyn. Feline Fe-
ralkyn excel in making musical instruments, especially 
stringed instruments such as harps, mandolins, violins, 
lap harps, cellos, guitars and sitars. Feline Feralkyn are 
not very good at textile-based creations such as weav-
ing due to the interference with their sharpened nails. 
In general, Feline Feralkyn practice a wide variety of 
craft s and over the years have produced artisans in nu-
merous fi elds such as painting, writing, cooking, sing-
ing, and drama.
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Magic

Feline Feralkyn prefer using Wild Magic since they 
believe it to be more versatile than either Essence or 
Prime Magic. 

Th ere are currently four Wild Magic Masters among 
the Feline Feralkyn, one for each of the major Tribes 
and one who wanders among all Feline Feralkyn free-
ly. Th ose following the path of Wild Magic strive to 
become masters. However, each year these Masters 
choose only a single apprentice. A Feline Feralkyn has 
achieved mastery of Wild Magic when one is able to 
best one’s teacher in a spell casting duel. Wild Magic 
Masters are those who have defeated all challengers 
and proven themselves to be the best of the best. 

For those Feline Feralkyn who wish to be trained in Es-
sence or Prime Magic they must travel to another Tribe 
or travel into a large city and seek a teacher outside 
the Tribes. Th ere is no shame in wishing to seek train-
ing from outside teachers. Feline Feralkyn who have 
learned from outside teachers return to their Tribes 
and take up the role of teacher, or Katashin, in order to 
provide instruction to younger generations.

Codes of Behavior

Honor family fi rst. Th e eldest child oft en assumes care 
of elderly parents.

Do not share troubles with outsiders; keep it in the 
Tribe.

Do not show emotion when dealing with outsiders; 
keep them guessing.

Actions should not bring shame to the Tribe, but pun-
ishment is swift  and decisive. 

Life, Customs and Traditions

Childhood

Children stay with their parents until they are 3 years 
old. During early childhood, parents provide basic ne-
cessities including rudimentary training in hunting 
and gathering. Once they reach age of 3, children move 
into a pack of their own under the guidance of a Nan-

jia. Th e Nanjia is part tutor and part nanny and it is a 
Nanjia’s role to continue to provide children training 
in the skills they need for the future. As children be-
gin to develop the path they wish to follow in life, they 
slowly split into smaller packs and begin their training 
together under the guidance of the Katashins. Oft en 
these pack mates become life long friends and allies.   
Katashins’ help the small packs develop the specialized 
skills they need to pursue their chosen paths in life. Th e 
only diffi  culty can be fi nding a teacher, and many chil-
dren will receive basic instruction from a Katashin and 
then take to wandering to receive specialized instruc-
tion they may be lacking. 

Coming of Age

By the time Feline Feralkyn children have reached the 
age of adulthood, they are reasonably well trained and 
able to survive on their own. To mark the transition to 
adulthood, the Tribe holds a festival twice a year. Th is 
festival, known as Shaylor, is held at the spring and fall 
equinox. During this festival children are asked to bring 
a symbol of their childhood to turn over to the Nanjia 
as a way of saying, “I relinquish my hold on my child-
hood and am ready to move forward as an adult in the 
Tribe.” Th ese mementos of childhood are burned on 
a symbolic bonfi re. When the bonfi re is extinguished 
and the ashes are cool, each child that has passed into 
adulthood is anointed with a sprinkling of the ashes. At 
the end of the festival, each newly made adult member 
of the Tribe moves their belongings from their parent’s 
house into a small house of their own. Th ese bachelor 
quarters are kept ready year-round and also double as 
guest housing for visitors.

Marriage and Relationships

Feline Feralkyn mate for the duration of raising chil-
dren and separate amicably once the children have en-
tered adulthood. Choosing not to remain mated once 
children are raised is not seen as a stigma in any way. It 
is more of a stigma to mate with a non-Feline Feralkyn 
and those who choose to mate with outsiders are asked 
to leave the Tribe. Feline Feralkyn who choose to re-
main paired are known as life-mates. 

Mated Feline Feralkyn use a simple hand fasting cer-
emony to mark their commitment. If no children result 
within 2 years, the marriage may be dissolved and Fe-
line Feralkyn are free to take another mate. If a mated 
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pair declares themselves to be life-mates, they undergo 
a more formal ceremony which marks them as being 
bound together for life. Th is ceremony, known as Lash-
kyi, includes an exchange of blood and vows to be wit-
nessed by the Ohmaro and at least two other friends of 
the mated pair. 

Childbirth

Feline Feralkyn typically experience multiple births, 
usually two or three kits at a time. Females are fertile 
for a period of up to ten years, once they reach young 
adulthood, however they can only conceive during the 
winter months from November to January. Gestation 
lasts 6 months.

Th e birth of children is a private aff air attended only 
by the father and the Tribe’s local healer or midwife. 
Once the kits are born, the midwife dedicates the chil-
dren to the seven aspects of Valara by rubbing a small 
amount of sandalwood oil on their heads and reciting 
thier name seven times. Aft er this simple ceremony, the 
father announces the happy news to the family’s friends 
and loved ones and a celebratory meal is prepared. 

Death

Feline Feralkyn in mourning for friends or loved ones 
symbolically wear only the color purple for a period of 
6 months to a year. It is rare for Feline Feralkyn to re-
main in mourning for their entire life, though it is seen 
more oft en among life-mates or parents who have lost a 
young child through violence. 

Feline Feralkyn perform a death ceremony known as 
Sankiel, to honor the dead. Th e ceremony lasts three 
days. Th e fi rst day is spent in meditation while those 
who serve as acolytes of the Shrouded One prepare the 
body for cremation. Th e second day is spent in mourn-
ing. Immediate family dress in purple robes and gather 
to remember the deceased. Songs of mourning are sung 
and each of the surviving members of the family cut 
a lock of their hair to be laid on the funeral pyre. At 
nightfall the pyre is lit and the ashes are scattered to 
the winds. Th e third and fi nal day of Sankiel is spent 
celebrating the departed’s life. Food is served and those 
who wish to participate oft en bring something to con-
tribute. Songs, stories and memories of the departed 
one are shared.

Society and its Organization

Politics

Each of the three major Feline Feralkyn Tribes are ruled 
by  a pair of sibling monarchs. Th e rulers are always ei-
ther born from the same litter or from one litter apart. 
Rule is passed through the mother’s line. Th e current 
rulers step down when one of the pair dies. It is com-
mon for the siblings to take their mate from one of the 
other Feline Tribes, thus ensuring that the bloodlines 
continue to be shared by all Tribes. 

Each pair of monarchs are served by a small consor-
tium of advisors who help to uphold the laws of the 
Tribes. Th e advisors are appointed by the rulers for fi ve 
year terms and there is almost always a balance between 
the number of males and females who serve at any giv-
en time. In addition to the advisors each Tribe has a 
Nanjia, an Ohmaro and several Katashins. Th e Nanjia 
is part tutor, part nanny and helps raise the children 
of the Tribe. Th e Ohmaro is the historian of the Tribe 
and preserves the Tribe’s heritage and oral traditions. 
Th e Katashins provide specialized training of skills for 
those who wish to learn them. Each Tribe maintains at 
least one Katashin to train in martial combat and one 
Katashin Master of Wild Magic but aft er that the num-
ber of Katashin’s among a Tribe can vary. It is possible 
that those who wish to learn very specifi c skills may 
need to search for their own Katashin teacher among 
other Tribes or among outsiders. 

Religion

Most Feline Feralkyn worship a pantheon of seven spir-
its: Razak the Warrior, Pirro the Shaman, the Shrouded 
One, Ralina the Child, Sanaa the Mother, Kimone the 
Father, and Ratgrar the Wise.

It is said these seven were once Feline Feralkyn. Wor-
shippers of the Seven believe them to now be diff erent 
aspects of Valara, each representing the world in some 
way. 

Razak and the Shrouded One were said to come from 
the Panthera Tribes. Razak followed the Warrior’s path 
and helped unite the separate bands of nomadic Fe-
line Feralkyn into the three Tribes that exist today. It is 
also said he trained the fi rst Katashin warriors so oth-
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ers would benefi t from his knowledge. Th e Shrouded 
One is believed to have been an acolyte to the Realm of 
Death and it was the Shrouded One’s knowledge which 
introduced death Essence magic to the Tribes. Th e ori-
gins of the Shrouded One, including a name, are a mys-
tery, although those who seek Death’s embrace petition 
the Shrouded One. 

Sanaa and Pirro were said to come from the Jubatus 
Tribes. Sanaa the Mother is oft en depicted as a cheetah 
Feline Feralkyn and it is thought she practiced Heal-
ing and Essence Magics. She trained the Healers and 
midwives of the Tribes so all Feline Feralkyn would 
survive and prosper. Pirro the Shaman was a practitio-
ner of Prime magic and an ardent student and follower 
of the Paragons of the Elemental Realms. He trained 
the Katashin in Prime magic so others would be able to 
learn this path.

Ralina, Ratgrar and Kimone were said to have come 
from the Felis Tribes, although Kimone is believed to be 
part Felis and part Panthera.  Ralina the Child is oft en 
depicted as a calico-patterned Feline Feralkyn and is 
seen in poses which suggest play and youthfulness. Ra-
lina is the guardian of children and the keeper of their 
dreams. Ratgrar the Wise is depicted as an all-black Fe-
line Feralkyn with a white star upon his forehead. Rat-
grar was a scholar and Artisan and it is through him 
Feline Feralkyn developed a love of song and music. It 
is said Ratgrar’s voice was so exquisite he would bring 
tears to the eyes of even the most hardened criminals 
and soft en the hearts of the most stubborn of nobles. 

Kimone the Father is the mate of Sanaa the Mother. 
Th rough Sanaa the idea of monarchy was created and 
passed down among the Tribes.  Kimone and Sanaa 
were the fi rst rulers before Feline Feralkyn split into 
separate Tribes. To ensure peaceful rulership, Sanaa 
declared that rulers must be siblings. Th e children of 
Kimone and Sanaa share all three tribal bloodlines and 
were named rulers over the three Tribes when Kimone 
and Sanaa passed on. It is their descendants who have 
maintained the current lines of rule to this day. 

Feline Feralkyn maintain a Temple to the Seven in each 
of their villages or cities. Th e head of the Temple is 
called the Lumineer. 

Education

Feline Feralkyn maintain an oral tradition, however 
each Tribe has a dedicated historian called the Ohm-
aro, who records the history of the Tribe to ensure its 
culture remains pure. Th e Ohmaro is responsible for 
instructing the children in their heritage and helping 
them to determine which skills they are best suited to 
develop. While the Ohmaro passes down the oral tradi-
tion of the Tribes, the Nanjia oversees basic early-child-
hood education and the Katashins provide the special-
ized training each Feline Feralkyn child needs based on 
the path he or she chooses to follow.

Trades and Training

Th e Tribes rely on wandering Feline Feralkyn to serve 
as traders. Some Tribes have nurtured relationships 
with outsiders, mainly Humans or Wanderers, who 
serve as traders. Th ese traders return to the Tribes a few 
times each year to stock up on goods to sell or barter. 
In exchange, these Traders are granted passage rights 
across all Feline Feralkyn territories. 

Military

Each of the Tribes of Feline Feralkyn maintains some 
type of military. Th e Panthera Tribes of Feline Feralkyn 
are more war-like, oft en invading their neighbor’s lands 
in the hopes of enlarging their own territories. Raids 
are oft en conducted over a perceived slight such as not 
acknowledging a particular Tribe’s leaders with a ges-
ture of respect. It is among some of the small Panthera 
Tribes where the practice of acquiring slaves fi rst be-
gan. Captured enemies were sold or given as reparation 
to families who had lost members fi ghting in war. 

Th e Panthera Tribes routinely train and drill small 
warbands to ensure that their battle prowess is un-
matched. To signal the start of a battle, kettles are beat 
upon and large fi res are lit so smoke signals can be seen 
by the enemy. Archers and spellcasters remain behind 
the front lines and aim for a ‘kill zone’, typically choos-
ing as their target area the space where non-combatants 
dwell. Th is oft en serves to eradicate or severely injure 
non-combatants and demoralize the enemy. 

Th e Jubatus Tribes train small bands of skirmishers 
who excel in fast strikes against the enemy before re-
treating. Bands of skirmishers usually only consist of 
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fi ve members, but each member is trained to use a vari-
ety of thrown and ranged weapons, including poisons. 
Th ey are skilled in slipping behind enemy lines unde-
tected and using any means necessary to subdue their 
targets. 

Th e Felis Tribes train scouts who excel in tracking and 
hunting. Most members of the Felis Tribes prefer to use 
their smaller size for stealth and rarely rely on brute 
strength alone. Th ey excel in magic and have no qualms 
about using Prime magic, especially off ensively to warn 
off  enemies. 

Law and Punishment

Th e Tribe comes fi rst and foremost. Any crime against 
the Tribe is judged by the consortium and seated mon-
archs. Th e most common types of crimes are:

Murder: punishable by permanent death if the crime 
is found to be premeditated or planned; punishable by 
a death and fi ne if the crime is accidental or in self-
defense. Th e fi ne is paid to the surviving spouse and 
children or family. If the victim has no surviving family, 
the fi ne is paid to the Nanjia and used for the care of 
any orphaned Feline Feralkyn children.

Th eft : punishable by a fi ne worth twice the value of the 
stolen goods; half to be repaid to the victim and half 
paid to the Tribe to be used for communal improve-
ments. All thieves are branded on the palm of their left  
hand aft er the fi rst off ense. A second or further off ense 
of theft  is punishable by a fi ne worth four times the 
value of the stolen goods. If a thief is unable to pay the 
fi ne, he or she is made to work off  the debt by serving 
under the victim for a period of 3 to 6 months. 

Bribery: punishable by serving time in the stocks for 
a fi rst off ense and being lashed for the second off ense. 
Th e amount of time and the number of lashes depends 
on the depth of the bribe. 

Treason: punishable by taking a death and immediate 
banishment. If the perpetrator is not outside of Feline 
Feralkyn lands within 24 hours, a band of fi ghters is 
sent to hunt the traitor down. 

Assault: punishable by a fi ne to be paid for a Healer’s 
services for the victim and mandatory time spent per-
forming the lowliest of apprentice work or performing 

menial tasks around the Tribe’s settlement. Th e punish-
ment can last up to a year, depending on the severity of 
the assault. 

Mating with a non-Feline Feralkyn: punishable by be-
ing banished from the Tribe. 

Guilds and Merchants

Among themselves, Feline Feralkyn use a system of ap-
prenticeships in order to teach trades to anyone willing 
to learn. Apprentices typically serve a term of 3 years 
before gaining their Journeyman rank. Journeymen 
typically travel and hone their craft s for about 2 years 
before submitting their Masterwork and earning their 
Master’s rank. Th is system is especially popular among 
the Bards and the Brewers since it allows Journeymen 
to learn new techniques from among other Tribes or 
even other races which can be incorporated into the 
craft . Many works created by Feline Feralkyn Masters 
are a unique blend of ideas from a variety of cultures 
and races. Among the Master Instrumentalists, the 
training system is extremely rigid and lasts twice and 
sometimes three times as long as most other training 
programs. Master Instrumentalists create works of art 
in their pieces and are very strict in their quest for per-
fection.

Some Feline Feralkyn Tribes practice indentured servi-
tude. Th is is not a common practice, even among Feline 
Feralkyn Tribes, since many in Valara are opposed to a 
system that amounts to virtual slavery. Th e jaguar Pan-
thera capture their enemies and sell them into a life of 
menial servitude as drudges and kitchen or house ser-
vants. Th e cheetah Jubatus Tribe conduct raids to steal 
young children and women and train them as personal 
servants. Th e ocicat Felis Tribe train them as body-
guards and assassins. Training is highly regulated to 
ensure the servants are not tortured but instead are in-
grained with valuable skills, making their lifelong ser-
vitude an asset to their owners. All indentured servants 
are able to work towards freedom. Some are granted 
freedom upon their owner’s death. Others are able to 
meet their purchase price and buy their freedom. Most 
indentured servants are in service for an average of ten 
years before they are freed.
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Location on Valara

Each Feline Feralkyn Tribe has an established town or 
city inhabited almost exclusively by Feline Feralkyn. 
Outsiders are rarely permitted inside unless they are 
indentured servants or have earned the trust of the 
monarchs. 

Ryllria, home to the Felis Tribes, is built among the 
base of large gum trees found at the south-western edge 
of the Sunset Mountains on Nurahln. Homes are built 
to blend in with the surroundings. Natural woods and 
native vegetation are the primary building materials 
used. Th ere are an elaborate series of wooden walkways 
strung between the trees to allow the Felis Tribes to 
move around above the ground. 

Seejay is home to the Jubatus Tribes and is located in 
the western part of Valara on Serpant Isle.  Homes are 
built in the boughs of massive Oak trees and like the 
Felis Tribes, Jubatus have walkways and ropes among 
the trees to aid in walking above the ground. 

Th e Panthera Tribes prefer to live in stone houses, al-
though their houses oft en are multi-storied and more 
polished in appearance. Th e Panthera named their city 
Rathpor which means Pride of Place. Rathpor is locat-
ed near the Garnet Mountains in Nurahln.

Creation Myths, Ancient Stories, 
Heroes of Old, History

Th ere are two well-revered heroes among the Feline Fe-
ralkyn.  Th e fi rst is Hash, a renowned fi ghter from the 
lion Panthera Tribe who stopped an invasion of Bar-
barians by sacrifi cing himself to trigger a deadly rock-
slide which blocked the Barbarian’s advancement and 
crushed over two-thirds of the enemy’s troops. 

Th e second hero revered among Feline Feralkyn is 
Master Rashkar who is thought to this day to be the 
fi nest craft er of instruments. His instruments were said 
to be magical and any who picked one up would be able 
to play as if they were a prodigy. Th e music produced 
was so clear that anyone who heard it was instantly si-
lenced by its melody. Master Rashkar was appointed to 
the position of Court Bard under the rulers Ashdwar 
and Rrathi where he lived the rest of his life, making in-
struments. Today his instruments are hard to fi nd and 
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are priceless. It is said that the current seated monarchs 
maintain a matched pair of harps which are passed 
down from ruler to ruler, but no one has ever seen the 
harps to verify the rumor.  

Avian Feralkyn

Among the Avian Feralkyn there are four main Tribes. 
Each Tribe is composed of several diff erent breeds of 
Avian Feralkyn and  each is considered a separate fam-
ily group. 

Paxaro: Peacock, Parrot, Toucan, Magpie, and Jays. 
Th is Tribe prefers warmer climates but can adapt to 
other climates in time.

Kerme: Raven, Crow, Buzzard, and Vulture. Th is Tribe 
lives everywhere. 

Eyan: Owl, Eagle, Hawk, Falcon, Osprey, and Kite. 
Th is Tribe lives everywhere but is found most oft en in 
mountains or dense forests.

Canu: Bird of Paradise, Lyrebird and other songbird 
types. Th is Tribe lives everywhere. 

Personality Traits

Avian Feralkyn are outgoing, loud, and as colorful in 
their habits and mannerisms as their plumage. Th ey are 
easily excitable and get carried away to excess, especial-
ly when their emotions run high.

General Facts about Avian Feralkyn

Lifespan — Avian Feralkyn live 50 years on average, al-
though some have been known to live up to 75 years. 
Children reach adulthood around age fi ve. 

Primary Racial Traits — Feathers grow from the hair 
and down the back. Most Avian Feralkyn have long, 
pointed fi ngernails. All Avian Feralkyn have a beak. 
Avian Feralkyn practice extreme amounts of personal 
grooming and can spend hours getting ready every day.

Strengths — Avian Feralkyn are adaptable to almost 
any given situation.

Weaknesses — Avian Feralkyn are attracted to shiny 
objects and have a tendency to hoard. Most Avian Fer-
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alkyn do not have a sense of personal space and think 
nothing of walking up to someone to touch their hair, 
clothes, jewelry or anything else that might catch their 
eye. Avian Feralkyn prefer to avoid situations that rely 
on brute strength and do not make good warriors, oft en 
preferring a blend of magic and weapons or just magic. 

Names and Naming Traditions

Avian Feralkyn Tribes tend to stick to a theme among 
the Tribe when it comes to names. Th is might include 
plants or musical terms or gemology and names.

Example names: Ruby, Sapphire, Emerald, Diamond, 
Granite, Quartz, Rue, Clover, Rose, Lily, Peony, Oak, 
Rowan, Ash, Harmony, Melody, or Rhapsody would be 
typical. 

Garb

Avian Feralkyn wear cloth or silk clothes, but adorn 
their outfi ts with shiny belts and jewelry and other odds 
and ends to attract attention. Members of the Paxaro 
and Canu Tribes oft en compete to see who can wear the 
most colorful and eye-catching garments

Use of Language

Avian Feralkyn communicate among themselves using 
a series of squawks and whistles and non-verbal cues 
such as head tilts when they are curious or interested in 
something. Most Avian Feralkyn speak Common fl u-
idly and are great mimics of voices and languages. 

Male and Female Interactions

Males defend the nest while females care for the young 
and provide food for the fi rst year. Males take over 
teaching children how to gather food on their own 
when the children are about a year old. Females in-
struct the young in domestic chores and magic while 
males instruct the young in hunting, gathering, and ba-
sic protection.

Interracial Interactions

Avian Feralkyn are easygoing and can get along with 
most races. Th ey look down upon Gearlings because 
Gearlings are not natural beings since they are held to-
gether by magic. 

Crafts

Avian Feralkyn practice many craft s. Th ey are well 
known for producing beautiful glassworks including 
glass beads, vases and jars and stained glass windows. 
Avian Feralkyn appreciate color and beauty in what 
they produce. 

Magic

Avian Feralkyn prefer to use Wild Magic although 
many of the Paxaro practice Prime magic. Avian Fer-
alkyn Wild Magic practitioners refer to themselves as 
Shamans. Th ey believe that Shamans are able to reach 
altered states of consciousness to encounter and inter-
act with the spirit world. Th e Shaman is thought tobe 
able to access and infl uence the world of benevolent 
and malevolent spirits. Shamans enter into a trance 
state to commune with the spirits and reveal what is 
learned to the Covert. Shamans also practice divination 
using tarot cards or dice.

Codes of Behavior

Avian Feralkyn have two creeds they live by: “Enjoy 
life and don’t take everything so serious”; and “Mu-
sic makes the world go round”. Avian Feralkyn live to 
laugh. For them, life is a celebration every day. 

Life, Customs and Traditions

Childhood

Avian Feralkyn children are watched over communal-
ly by the rest of the Tribe and spend their childhood 
in play. Games are geared towards teaching basic life 
skills, but not much time is spent on formal education 
until an Avian Feralkyn reaches the age of three. Since 
most of the Tribe’s histories are oral, a child is actually 
surrounded by history his or her entire life, growing up 
hearing the songs and stories of the ancestors. 

Coming of Age

Avian Feralkyn children come of age around their 5th 
year. At this time they are encouraged to leave the Tribe 
for a period of 1-2 years to explore their world. Upon 
their return a celebration is held and the entire Tribe 
gathers to sing and revel in stories of the Avian Fer-
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alkyn’s wanderings. Some Avian Feralkyn may never 
return to the Tribe once they embark upon this explora-
tion, and there is no stigma or shame attached to those 
who make this decision. Even among those who return, 
some are struck by wanderlust from time to time and 
choose to leave the Tribes and explore again, returning 
periodically as their feet move them. 

Marriage and Relationships

Males always make the fi rst move when seeking a mate. 
Th e male presents his chosen mate with a gift  of either 
jewelry or loose gemstones. Th e female will reject the 
fi rst gift  but if she truly desires to become his mate she 
accepts a second gift . To refuse the gift  the second time 
means that the mating will never occur.  

Avian Feralkyn mate for life, however some family 
groups allow males to take up to 3 spouses at once. When 
an Avian Feralkyn takes a mate, the female adopts her 
husband’s Tribe name as her surname. Avian Feralkyn 
rarely take mates outside their own family groups, but 
if a mated pair are from two separate family groups, the 
couple usually resides with the male’s family.

Childbirth

Unlike their animal ancestors, Avian Feralkyn do not 
lay eggs. Th ey produce a single chick per birth. Mul-
tiples are unusual and put the mother at a higher risk. 
When a nesting mother is ready to give birth, the Mid-
wife gathers all adult Avian Feralkyn females in good 
health around the nest to off er encouragement in the 
form of songs. Th ese songs are primarily melodies and 
harmonies with no real words but are meant to off er 
strength and show the laboring mother the Tribe is 
unifi ed in supporting her. Th is is a very special moment 
which is never shared with outsiders. 

Once the chick is born, the Midwife cleans the baby 
with water from the Sacred Grove. Th e chick’s name 
is written on a piece of paper and burned in order to 
dedicate the chick to the Farmer and to thank the Har-
vester for returning another Avian Feralkyn soul to the 
mortal world.

Death

Avian Feralkyn believe that those who fall rise again 
in a new form. As a result, the body of a dead Avian 
Feralkyn is placed in the Sacred Grove, a collection of 
trees with a small stream fl owing through the middle. 
Th ere is a Grove found at each Avian Feralkyn Eyrie. 
Th ese trees are typically white oak and were originally 
believed to be seedlings harvested from the Great Tree 
and planted by the Lady to grow in a circle. When the 
body is laid to rest, it is placed within the branches of 
the Sacred Grove so that its spirit may fl y free and fi nd 
its way back to the Tribes. Th e funeral is marked by 
songs sung in harmony with the general theme a trib-
ute to the fallen and wishes for a prosperous and happy 
rebirth. 

Society and its Organization

Politics

Avian Feralkyn are ruled by a Tribal Covert.  Each Trib-
al Covert makes laws which benefi t the entire Tribe. 
Th ere is always a minimum of three and a maximum 
of seven Camarallians who make up a Covert. Th ese 
Camarallians are always male. Each Camarallian serves 
until he chooses to step down or dies. Camarallians 
rarely leave the Tribes as they are needed to mediate 
disputes and help govern. 

Th ere is one additional respected position among Avi-
an Feralkyn Tribes: the Midwife. She is responsible for 
delivering children and overseeing the birth ceremony. 
Each Tribe typically has one Midwife and one appren-
tice. Th e Midwife and the apprentice are always female. 
Th e Midwife has complete say over who she chooses as 
her apprentice and the apprentice serves from the age 
of 10 until the Midwife retires around the age of 30. Th e 
apprenticeship can last three years.

Religion

Many Avian Feralkyn worship a triad pantheon of na-
ture spirits: the Great Tree, the Farmer, and the Har-
vester. Th e Great Tree represents the power of nature, 
symbolizing strength and endurance. Th e Farmer rep-
resents everyday life and reminds Avian Feralkyn to 
give thanks for all aspects of that life. Th e Harvester 
represents death and rebirth and is believed to col-
lect the souls of the fallen and ensure they are reborn 
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among the Tribes. Avian Feralkyn believe in reincarna-
tion and that all souls will be reborn to a new life.  

Th e Great Tree is primarily depicted with arching 
branches in shades of green on white. Th e Farmer is 
represented as an older Avian Feralkyn standing strong 
and proud, wearing brown and green robes. Th e Har-
vester is a robed and masked fi gure depicted in shades 
of black and gold. 

Th e Lady is not considered a religious fi gure; however 
she is believed to be the creator of the Sacred Groves. 
It is said she harvested seeds from the Great Tree and 
planted them in circles to form a protective enclave 
where fallen Avian Feralkyn are placed to wait their 
next rebirth in the land. 

Avian Feralkyn who choose to follow other religions 
usually worship Anima or the Paragons of Life.

Education

Avian Feralkyn rely on a mixture of oral tradition and 
mosaic tiles to remember their history. History is kept 
sacred and retold to children through stories and songs. 
Th e mosaics depict major events in the Tribe and are 
stored in a special vault when not being used to teach 
the children. One Camarallian is always responsible for 
the creation of new mosaics to record important Tribal 
events.

Trades and Training

Avian Feralkyn have a unique position in their Tribes 
considered one of high respect. Given the extensive 
grooming habits they practice, some Avian Feralkyn 
seek out and train young humans (or other non-feath-
ered races) to serve as their Pinnam, or feather-groom-
er. Pinnam’s serve not only as groomers, but as overall 
caretakers and body servants providing massages, nail 
grooming, assistance dressing, and other day-to-day 
tasks. Well-trained Pinnams are highly sought aft er! 

Avian Feralkyn do not raise animals or grow crops. 
Th ey prefer to make their living in more artistic pur-
suits; however, they believe anything can be art when 
seen in the right light.

Military

Avian Feralkyn do not excel in fi ghting since they typi-
cally lack brute strength. Tribes do not have an active, 
standing military although some of the Eyan Tribes 
have developed and trained an elite force of guards. 
Weapon training is encouraged and anyone who wishes 
to learn is taught the basics. Th ose who wish to follow 
a warrior’s path must either venture outside the Avian 
Feralkyn Tribes for training or seek a teacher among 
the Eyan cultures. 

Law and Punishment

Th e Avian Feralkyn Tribal Coverts create the laws for 
the Tribe. Th ese laws and punishments may vary among 
the Tribes but in general, Avian Feralkyn respect life 
and any actions which harm or take a life are held to be 
the most serious, almost always punished with the of-
fender being declared an outlaw and banished from the 
Tribe. A ritual ceremony, known as Ohmake (oh-ma-
kay) is performed to mark this banishment and the of-
fender’s name is removed from the Tribe’s oral records, 
never to be spoken again. Avian Feralkyn who have un-
dergone the Ohmake ceremony are recognized by the 
brand burned into the left  forearm. No feathers are able 
to grow over this brand.

Guilds and Merchants

Avian Feralkyn have established a series of Guilds used 
by all the Tribes. Th ese Guilds are responsible for the 
import and export of Avian Feralkyn goods to outside 
markets. Imports are vital to Avian Feralkyn survival. 
Th e Guilds oversee the distribution of goods and are re-
sponsible for providing teachers to any Avian Feralkyn 
who want to be trained. Masters reserve the right to 
choose their own students, however no one is discour-
aged from learning.

Twice a year the Guilds host a weeklong festival to 
showcase new work and to recognize those who may 
have attained the rank of Master. Th ese festivals are 
fi lled with songs, stories and food which every Avian 
Feralkyn looks forward to attending. Th is is the only 
event which is opened to outsiders. It is held on large 
fl at plains so everyone may attend. Th e festivals are typ-
ically in early April and late September each year. 
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Location on Valara

Some Avian Feralkyn maintain large Eyries at the top 
of the highest mountain ranges, and the easiest way in 
or out of these communities is through a series of rope 
ladders.  Other Avian Feralkyn build elaborate tree 
houses in a variety of forest types. 

Sylvarth, home of the Paxaro Tribe, is located in a trop-
ical jungle where the weather is almost always sunny 
and moist with humidity. Th e Paxaro live in tree houses 
built of natural woods but painted outrageous colors, 
making it appear as if the trees are full of riotous blos-
soms in their branches. 

Krome, home of the Kerme Tribe, is located in a windy, 
rocky area near the sea. Houses are built into cave sys-
tems in the cliff s of the mountains and rope ladders 
are used to navigate the cliff  faces to ascend to the top 
or descend to the sea. Th e interior cave structure is 
interconnected making it easy to travel and visit any 
member of the Tribe. Th ere are several communal areas 
including large kitchens where community members 
gather to exchange gossip and socialize, and help each 
other prepare meals. 

Canine Feralkyn

Canine Feralkyn are a diverse group and include 
wolves, foxes, and dogs.

Personality Traits

Canine Feralkyn rely heavily on non-verbal communi-
cation.  Growls generally replace curses and a long and 
loud howl is frequently used in place of a general cry to 
alarm.  Canine Feralkyn are relaxed and take life as it 
comes without getting excited unless something threat-
ens the pack.

Some of their gestures and posture seems a bit odd to 
other races. Instead of bowing to a superior, they bare 
their throat slightly. Showing one’s teeth is considered a 
serious threat rather than a gesture of amusement.

General Facts about Canine Feralkyn

Lifespan — Canine Feralkyn live approximately 50 
years, if they survive long enough to die of old age. 
Young are considered adults around age four.

Strengths — Canine Feralkyn are relaxed in their life-
styles and do not get upset over trivialities.  Th ey have 
a strong sense of determination which gives them the 
drive to overcome what others see as hopeless odds.

Weaknesses — Unlike some other Feralkyn Tribes, 
Canine Feralkyn have remained close to their savage 
animal nature which makes them rely on violence prior 
to more peaceful overtures as well as giving them stub-
bornness and savagery.

Names and Naming Traditions

Names are used only to diff erentiate one member from 
another.  Names are full of “K” and “SH” and are usu-
ally between one and three syllables long. Th ey must be 
easy to pronounce by creatures with muzzles and fangs. 
Th ere are no distinguishing diff erences between male 
and female names. 

Canine Feralkyn names: Rakesh, Mahkhar, Sharakhi, 
Kisheth; Parshket; Niraki; and Lysgarsh.

Garb

Canine Feralkyn wear simple cloth and leather without 
a great deal of ornamentation. Th ey prefer to avoid be-
ing encased in metal.  Th eir clothing is minimalistic to 
ensure freedom of movement.  Loincloths are not un-
common and kilts are far more common than trousers.  
Th ey take pride in the functionality of a garment and 
are completely baffl  ed by the notion of adding things 
which shine or make noise to attract attention.

Th ough very young pups oft en romp around without 
clothing, once a cub is trusted outside of his parents’ 
eyesight, it is considered the height of childish imma-
turity to run around in a public space without clothing 
of some form.

Male and Female Interactions

Males and females share most of the same roles with 
equal respect.  Th ough males are generally larger and 
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more muscular, females are generally quicker, with 
better reaction times, which keep the genders well-
balanced.  A pack leader may be male or female with 
no discernible bias.  Th ough the younger and more 
hot-blooded members of a Tribe may challenge a pack-
leader for dominance, usually an old pack-leader steps 
down when he or she feels unable to lead the pack well.

Interracial Interactions

Canine Feralkyn are generally regarded as some of the 
wilder Feralkyn. Th ey fi nd it easier to interact with Bar-
barians and some of the Hillfolk due to similar men-
talities rather than some of the older races like Elves. 
Th ough they hold no particular animosity towards 
these more “civilized” races, Canine Feralkyn generally 
fi nd these races careful planning to be slow and boring.

Crafts

Canine Feralkyn do not usually practice dedicated 
craft s, relying almost solely on hunting and gathering 
and trading meat and pelts for anything else that they 
need.

Magic

Canine Feralkyn regard magic as somewhat unnatural 
and suspicious.  A select few within each Tribe prac-
tices some form of magic but these practioners, called 
Occultists, remain aloof and are treated with some un-
ease by the remainder of the pack.  Since Occultists are 
seen as a separate group within the pack, they act in the 
capacity of unbiased judges in many instances. Canine 
Feralkyn who achieve the ability to wield High Magic 
are known as Master Occultists.

Codes of Behavior

Canine Feralkyn have simple rules. Th e pack is fi rst.  A 
Canine Feralkyn doesn’t betray the pack or take advan-
tage of another pack member.  Confl icts which arise 
within the pack are settled by blood combat under the 
supervision of a Master Occultist.  Th ere aren’t any 
solid rules about dealing with outsiders, other than to 
avoid warfare.
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Life, Customs and Traditions

Canine Feralkyn packs are composed primarily of re-
lated family members. As the pack grows, younger sib-
lings who have reached adulthood oft en splinter off  to 
start their own pack. Th ese splinter packs are generally 
spread far apart when possible to allow each group ac-
cess to its own resources.  

Canine Feralkyn are very social creatures and travel in 
groups, even when away from their homes. A Canine 
Feralkyn travelling without their pack oft en feels lost 
and may try to temporarily adopt pack members to 
serve as a pseudo-pack until he or she is reunited with 
their pack. 

Canine Feralkyn who roam on their own are regarded 
with much curiosity and some suspicion by those who 
belong to a pack.  Th ough a lone Canine Feralkyn gen-
erally attempts to avoid being interrogated about their 
status, other Canine Feralkyn usually push to know the 
whole story. 

Th e pack strives for unity, and such banishment is usu-
ally reserved for those who repeatedly defy the will of 
the pack and its leader. Lone Canine Feralkyn may pe-
tition other packs to join its ranks, but the Pack Leader 
has fi nal approval. Most Pack Leaders require petition-
ers to spend a period of time with the pack, part of it 
but not fully accepted by it, in order to see how a lone 
Canine Feralkyn gets along with the other members. 

Marriage and Relationships

Canine Feralkyn marriages are arranged matings, 
agreed upon at birth by the parents and approved by 
the Pack Leader. Th ese arrangements are to ensure 
bloodlines remain pure and strong. Canine Feralkyn 
do not mate outside their race. 

Childbirth and Childhood

A Canine Feralkyn female whelps 3-6 pups in a litter. 
Gestation lasts four months. Most females will birth 
between three and fi ve litters in her lifetime. When a 
mother’s time is near she retreats in solitude to a pre-
pared location and labors alone. Th ose pups strong 
enough to survive the birth are brought before the Pack 
Leader one week aft er they are born.  Pups are consid-
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ered infants until the age of one and children until the 
age of four, aft er which they are considered adults in 
the pack.  Canine Feralkyn who have not yet reached 
adulthood are not permitted to roam away from the 
pack and are kept under careful watch. 

Coming of Age

When a Canine Feralkyn pup reaches the age of four 
they are considered adults in the pack. Th ere are no 
special ceremonies to mark the transition to adulthood. 
Young adult members of the pack stay with the main 
pack until they take a mate at which point several of the 
young couples either split into smaller packs, or join an 
established smaller pack. Th is ensures that bloodlines 
stay strong but that an area does not become overpopu-
lated.  Some of the smaller packs may travel the world 
to fi nd a new place to live, while others may only roam 
a few miles away before establishing their territory. 

Death

Death is a way of life. Canine Feralkyn mourn the loss 
of life but are pragmatic. Bodies of the dead are laid 
out and left  to rot in the Dead Fields. Canine Feralkyn 
believe the bodies nurture and sustain Valara.

Society and its Organization

Politics

Th e Pack Leader’s word is fi nal and absolute. Th e Pack 
Leader metes out punishment and has fi nal say in any 
matter of dispute. Th ose wishing to become the Pack 
Leader must challenge the current Pack Leader to a 
duel. Duels are to fi rst blood and may not involve the 
use of weapons or magic. Anyone who has attained 
adulthood may challenge for control of the pack. 

Pack Leaders appoint two Canine Feralkyn to serve as 
their Lothgar and Krall, or Second and Th ird. Th ese 
two positions are the second most vital to pack surviv-
al. Th e Lothgar and Krall oft en administer the punish-
ment meted out by the Pack Leader. If the Pack Leader 
is unavailable, the Lothgar and Krall oversee disputes. 

Religion

Canine Feralkyn worship the Paragons Ra’tol or Crag-
manthe. Th e fi ery passion of Ra’tol appeals to the baser 
instincts of Canine Feralkyn, many who believe that 
unnecessary emotions cloud one’s judgment.  For those 
who worship Cragmanthe, it is the unyielding, patient 
aspect of this Paragon that appeals to them. Due to their 
nomadic natures, Canine Feralkyn use small shrines 
dedicated to the Paragon they worship, rather than es-
tablished Temples. Th ese shrines are erected when the 
Pack stops each night. 

Education

Canine Feralkyn pups are instructed by their mothers’ 
until the age of two. A mother administers all forms of 
discipline and instruction in basic skills such as hunt-
ing. From the ages of two to four, the Pack Leader takes 
over discipline and punishments. A father or older sib-
lings still present in the pack provide further training 
in life skills. Most Canine Feralkyn are introduced to 
some form of weapon training before they reach adult-
hood.

Canine Feralkyn who choose to learn magic petition 
the pack’s Occultists and undergo rigorous trials. Many 
do not pass these trials to advance beyond a basic lev-
el of understanding. Th ose who succeed to advanced 
magics eventually become Master Occultists within a 
pack.

Trades and Training

Only Canine Feralkyn who seek to practice magic un-
dergo formal training. It is an arduous process meant 
to weed out the weak and leave only the strongest in 
full command of the elemental and natural energies of 
Valara.

Canine Feralkyn who want to learn trades or skills are 
either taught by their parents or seek out teachers in 
other cultures. 
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Law and Punishment

Canine Feralkyn packs live by three simple rules: 

• Th e pack is fi rst

• Do not betray the pack or take advantage of another 
pack member.

• Listen to the Pack Leader

Crimes that disregard these rules are punished swift ly 
and harshly. Canine Feralkyn believe in an “eye for an 
eye” punishment-style.  Punishment can range from 
caning, branding or even maiming. Murder resulting in 
non-permanent death is punished with the guilty par-
ty receiving a death, usually in slow and painful ways. 
Murder that results in permanent death is punished 
with the guilty party receiving three deaths.  Canine 
Feralkyn who disobey a Pack Leader’s commands are 
banished from the Tribe.

Among the Pixot-Fox pack, the Pack Leader is referred 
to as Rabo. Some Canine Feralkyn packs refer to the 
Pack Leader as the Alpha. 

Most Canine Feralkyn obey the laws of the lands they 
are traveling in as they see the leaders of those areas as 
Pack Leaders.

Guilds and Merchants

In general, Canine Feralkyn have no established Guilds. 
Canine Feralkyn prefer a system of barter or trade 
when purchasing goods or services. Some packs who 
live near more populous areas have learned to appoint a 
Tanka, or a liason, to handle negotiations for goods and 
services, especially when dealing with other races. Th e 
Tanka is usually a member of the pack who spent time 
travelling among other races.

Location on Valara

Canine Feralkyn have no established locations, pre-
ferring to wander in packs across Valara. Th ey can be 
found on almost every continent and environment. Th e 
three largest packs are the Riven-Wolf Pack who roams 
Survahl; the Wext Pack who roams the Varen Forest 
on Altour and the Pixot-Fox Pack who roams the Korr 
Grasslands.

Rodent Feralkyn

Personality Traits
Descended from rats, mice, hamsters, gerbils, wea-
sels,  and other rodentia, Rodent Feralkyn personalities 
vary widely although they share a few, consistent traits: 
they are generally tenacious when backed into a corner 
but prefer to have support from a group.  Th ey have 
an instinctive desire to remain unnoticed by large and 
threatening creatures. Th ey are devious and adept in 
developing indirect plans and subterfuge.  Th is, com-
bined with their tendency toward self-preservation, has 
created a negative stigma which has become attached 
to their race as a whole, despite numerous examples to 
the contrary.

General Facts about Rodent Feralkyn

Lifespan —Rodent Feralkyn have fairly short lives, 
usually around 10-15 years. It is rare to fi nd an elderly 
Rodent Feralkyn, although older Rodents are revered 
for avoiding death for so long. Children are oft en con-
sidered adults by the time they are a six months old. 

Primary Racial Traits — Rodent Feralkyn have fur, 
long tails, and large ears. Fur color appears in brown, 
black, gray or white. Tail length varies in size from a 
few inches to a foot.

Strengths — Rodent Feralkyn have quick hands and 
minds.  Th ey are vicious and unrelenting in combat; 
cunning and resourceful. Rodent Feralkyn are the fi rst 
to know where every exit is in a room, and know who 
not to mess with in a given situation.

Weaknesses — Usually considered cowardly, Rodent 
Feralkyn prefer not to fi ght “fair”. Th ey are distrust-
ful of others, including those of their own Tribe.  Th ey 
rarely have qualms about running away from a doomed 
fi ght and leaving others to perish.

Names and Naming Traditions

Rodent Feralkyn tend to make their own names as they 
grow up, and may change several times before they fi nd 
one that suits them. Names vary from area to area, and 
do not follow any sort of guideline. Some may name 
themselves aft er deeds they have done, but others just 
pick words that they think sound good as names.
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Example names: Sly; Quickpaw; Blacksnout; Hover; 
Tick-tock; Slippery; Shadow; Jumper; Silent; Pink 
Patch; No Nose and BrownEar.

Garb

Rodent Feralkyn generally wear somber, dark brown, 
black, gray or navy blue clothing in order to blend into 
the background and avoid standing out in a crowd.  
Th ough many wear cast-off , patched and darned or sal-
vaged apparel, there are others who take good care of 
their clothing, always trying to look their best to im-
press others. Layered clothing is common as are outfi ts 
with plenty of pockets.

Male and Female Interactions

Most interactions between Rodent Feralkyn are tense.  
Th ey have a tendency towards short tempers and sar-
casm which leads to vicious conversation.  Th ey lack a 
defi ned social structure even in their own communi-
ties, leading most disagreements to be solved by either 
arguments, strength, or more oft en, cunning. Th ere are 
no divisions of labor and most Rodent Feralkyn live by 
the unwritten rule of “If you want something done, do 
it yourself.”

Interracial Interactions

Rodent Feralkyn regard almost every other race with 
suspicion in one form or another.  Th ey are naturally 
distrustful and do not make a strong eff ort to overcome 
this natural disposition, relying on it as a defense mech-
anism.  A Rodent Feralkyn extends his or her trust only 
in rare circumstances, but once given, they are still ex-
tremely vigilant against betrayal.

Rodent Feralkyn are exceptionally afraid of Ogrelings 
and Orklings due to their size.  Whether they respond 
with fi ghting or fl ight depends on the individual. Ro-
dent Feralkyn are secretly in awe of Gearlings, however 
most wish only to take a Gearling apart to see what 
value they could get for the spare parts.

Crafts

Favoring cunning over brute strength, Rodent Feralkyn 
have a common preference for potions and poisons. By 
extension, some have developed skills as apothecaries, 

dye-makers and herbalists.

Magic

Rodent Feralkyn have absolutely no preference toward 
a particular school of magic.  Th ey choose whichever 
school is most effi  cient in helping them to achieve their 
goals.  As each motivation varies, so does the level of 
dedication to the area of study.

Codes of Behavior

Rodent Feralkyn develop codes of honor through the 
life lessons they come across during their travels and 
interactions. Th is usually leads to their ethics and 
“honor” having diff erent manifestations than other 
races and even other Rodent Feralkyn. Some Rodent 
Feralkyn may have a rule where “you never cross a 
Goblinfolk” because every time they have, bad things 
happened. It varies from area to area, and you can nev-
er expect the same rules to be followed by every Rodent 
Feralkyn. 

Life, Customs and Traditions

Childhood

Rodent Feralkyn are born into large litters and have to 
fi ght for a spot for feeding and attention. Th ey are not 
prized by their parents, merely tolerated. It is in this 
way that Rodent Feralkyn learn to fend for themselves 
and avoid injury. It is not unusual to fi nd groups of 
young Rodent Feralkyn roaming together, scavenging 
and stealing whatever they can. Even in these groups, 
the ties are not close, and a member of the group may 
simply turn the others in to get out of trouble.

Coming of Age

“Coming of age” ceremonies are not common in Ro-
dent Feralkyn society. As most young Rodent Feralkyn 
leave their litters and homes by the age of six months, 
they tend to make their own ceremonies and customs. 

Marriage and Relationships

As with nearly everything else about Rodent Feralkyn, 
marriage varies. Small ceremonies with only those 
trusted few in attendance are most common. Most Ro-
dent Feralkyn prefer not to draw attention to their rela-
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tionships so as not to put their spouse in danger. 

Conversely, some Rodent Feralkyn are high-status in-
dividuals who opt for a large wedding in order to draw 
out their enemies and then quietly remove those that 
would cause a disturbance.  Some Rodent Feralkyn 
may have several public weddings just for this purpose. 

Childbirth

Childbirth is hardly ever seen as a special occasion. A 
mother births her litter of 5-8 babies and allows them to 
feed while she rests. WIthin a few days of giving birth, 
she leaves the litter to return to the streets or sewers 
and her job. For the next six months she returns with 
food. A father has little to no contact with the young, 
preferring to let his children learn survival quickly and 
effi  ciently by not interfering.  Only half of the original 
litter survives the fi rst six months of life. Children learn 
quickly to hide from threats or band together against a 
common enemy. 

Death

Death is common for Rodent Feralkyn. Survivors learn 
the details of the death and then learn how not to make 
the same mistake. Considering Rodent Feralkyn are 
oft en part of shady groups and dealings, it is less com-
mon to know an old Rodent Feralkyn than to hear of 
one dying. Funerals are similar to weddings, whereas 
only a small group of friends or associates are present. 
Funerals may also be faked to draw out enemies for ex-
ploitation.

Society and its Organization

Politics

Rodent Feralkyn politics rely on the “Golden Rule”: 
whoever has the coin, makes the rules. Rodent Fer-
alkyn politics are subtle and conniving. While some 
Rodent Feralkyn have seats of importance or power in 
an area, most tend to stay out of the spotlight. When 
coin doesn’t work, deception and sabotage usually do. 

Trades and Training

Some Rodent Feralkyn tend to dabble in the “grey ar-
eas” of trading, but others are just as likely to be legiti-
mate business owners. Businesses tend towards trad-

ing; buying and selling goods or information; running 
small shops or enforcement and protection. 

Training consists of surviving. Rodent Feralkyn are 
required to fend for themselves and teach themselves 
everything. Some Rodent Feralkyn may fi nd a group of 
others to train or travel with, but most are self-taught. 

Locations on Valara

Rodent Feralkyn can generally be found in almost any 
large city on Valara, though they are rare in the coun-
tryside. Rodent Feralkyn do not have any established 
villages.

Less Common Feralkyn

Please note that not every type of animal can be covered 
in this culture compendium. If players wish to play a 
Feralkyn animal type not already covered by informa-
tion in this compendium, it is strongly recommended 
that players use the categories and topics covered by 
this compendium when writing character histories in 
order to more fully develop the culture of the animal 
type they wish to play. Th e Feralkyn cultures in this 
compendium attempt to stay moderately aligned with 
an animal’s real-life habits. 

Th is portion of the Feralkyn compendium outlines oth-
er cultures of Feralkyn that players may wish to choose 
to play. Th e less common Feralkyn subtypes include 
aquatic creatures, bugs, spiders and mantis, reptiles and 
amphibians, primates and equines.

Aquatic Feralkyn

Personality Traits

Aquatic Feralkyn have several weaknesses including a 
collective mindset, an aversion to heat and fear of being 
alone. An Aquatic Feralkyn oft en follows the herd with-
out thinking of repercussions, which results in sticky 
situations. All Aquatic Feralkyn have developed lungs 
in order to survive on land. While some are obviously 
more comfortable in or near water, Aquatic Feralkyn 
can live without being submerged in water on a regular 
basis. Most cannot tolerate the cold and it is quite com-
mon for Aquatic Feralkyn to migrate to warmer areas 
during winter months.
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General Facts about Aquatic
Feralkyn

Lifespan —  Aquatic Feralkyn live an average of 15 
years. Children are considered adults by their fi rst 
birthday.

Primary Racial Traits — Aquatic Feralkyn usually 
have brightly colored skin and can breathe outside the 
water. Th ey are most comfortable in or near water and 
make excellent fi shermen, sailors and boat builders.

Strengths — Aquatic Feralkyn are nimble and fl eet of 
foot. Th ey excel at star navigation and sailing and water 
activities. Some have the advantage of numerous ap-
pendages while others have the advantage of numerous 
teeth or incredible strength.

Weaknesses — Aquatic Feralkyn are followers, not 
leaders. Th ey have a herd mentality that oft en causes 
trouble. Th ey can be gullible and naïve and prey to con 
artists and less savory merchants and businessmen. 
Most do not travel along, preferring to be within a 
group of at least three at all times. 

Names and Naming Traditions

Aquatic Feralkyn names are chosen by a community el-
der with little thought involved. Names are oft en water-
based in theme. It is not uncommon for the Aquatic 
Feralkyn to change their name as they travel to attempt 
to adjust to other societies. Among themselves, Aquatic 
Feralkyn recognize each other without need of a name. 

Common names: Pearl; Shell; Sparkle; Current; Foam; 
Coral; Hammerhead; Seaweed; and Reef.

Garb

Aquatic Feralkyn wear whatever is pleasing in their 
eyes. Th is can result in clashing colors, patterns and 
styles.  

Life, Customs and Traditions

Childhood and Education

Childhood lasts one year during which time Aquatic 
Feralkyn children are being taught basic life skills by 

Elders of the village. Th ese skills include writing and 
sums and basic defense. Childhood is seldom a time for 
play, although all children are granted two days each 
year free from schooling. Th ese days coincide with the 
Spring and Winter equinoxes and are known as Spring-
tide and Winter-tide.  

Coming of Age

Aquatic Feralkyn have no set customs marking the 
transition to adulthood. Th e completion of the year of 
schooling serves as much as a marker as anything else. 
Once children complete school they are sent to join 
their parents or are apprenticed out to others if they 
have shown aptitude for a specifi c job.

Marriage and Relationships

Aquatic Feralkyn do not formalize their relationships. 
As long as both are consenting adults there is no shame 
in any relationship. Children are raised by the village 
Elders and rarely know their parents.

Childbirth

Childbirth is a quiet aff air. Females carry children for 
3 months before journeying to the spawning ground. 
A mother will lay her eggs and then stay for a week to 
tend them before they hatch. Once the children are 
born, a group of villagers assumes the task of provid-
ing basic care for the fi rst few weeks of life. By the time 
children are one month old they are ready for school.

Death

Death is a common occurrence. Mourning is brief and 
life goes on.

Society and its Organization

Politics, Education, and Military

Aquatic Feralkyn are drawn to “lead by example”, 
charming and charismatic leaders. As a result, the 
current leader is usually the one viewed as having ac-
complished the last great task for the village. Leaders 
remain in positions of power until their popularity 
wanes. Most leaders last about a year at a time.
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Elders in the community are treated with nearly equal 
amounts of respect, but are usually not seen in the same 
light as the current leader Elders are tasked with help-
ing to educate children and run schools that children 
attend while adults are working. 

Aquatic Feralkyn do not have an offi  cial military, al-
though they can make good rank and fi le foot soldiers 
with the proper orders. Many Aquatic Feralkyn are 
pacifi sts, oft en retreating from confl icts or hiding until 
trouble has passed. 

Trades and Training

Aquatic Feralkyn are considered some of the best fi sh-
ermen, navigators, sailors and ship builders in Valara. 
Th ey have a natural comfort-level on the water that is 
unmatched by almost every other race. Many Aquatic 
Feralkyn are divers, deep-sea treasure hunters or sea-
weed and kelp farmers. Villages oft en have small mar-
kets wear goods are sold. Some of the treasures recov-
ered by Aquatic Feralkyn have attracted the attention 
of larger traders and merchant caravans. Many make 
a point of stopping by an Aquatic Feralkyn village at 
least once a year to buy or barter for the rare or exotic 
treasures from the deep.

Location on Valara

Th e best known Aquatic Feralkyn city is Agluentia. 
Many Aquatic Feralkyn describe the city as a paradise. 
Other races that visit the city tend to describe it as “to-
tal chaos” and “complete anarchy.”  Aquatic Feralkyn 
settlements are usually small villages located in ideal 
fi shing locations.

Bug Feralkyn

Th ere are many subspecies that fall under this category 
including Arachnid and Mantis. Players should feel 
free to use the general information to shape a Bug Fer-
alkyn. For specifi cs related to Arachnid and Mantis, see 
the subsections at the end.

Personality Traits 

Bug Feralkyn always present an emotionless demeanor 
when meeting strangers for the fi rst time. For most rac-
es this can be unsettling and off -putting. However, this 
could not be further from the truth. As one of the most 
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alienated of the Feralkyn races, Bug Feralkyn have a 
unique method of expressing their feelings. Th e con-
fusion may be due to the effi  cient, almost hive mind 
structure which seems to occur when Bug Feralkyn 
gather in groups larger than two.

General Facts about Bug Feralkyn

Lifespan — Bug Feralkyn live a moderate to short life 
depending upon the Hive, and life spans range from 
twenty to sixty years. Children are able to attempt the 
Test for Adulthood as early as the fi rst year of their life, 
but many wait until closer to their second year.

Primary Racial Traits — Bug Feralkyn typically have 
antennae, a carapace, or wings. Some have multiple 
eyes, or mandibles. Coloration varies depending on 
breed and some use coloration as camoufl age.

Strengths — Bug Feralkyn are well organized, excellent 
practical tacticians and architects. Once given a goal 
they usually fi nd the most effi  cient way of accomplish-
ing that goal. 

Weaknesses — Bug Feralkyn are socially awkward. Due 
to their alien emotional expressions, most Valaran rac-
es have a guarded opinion of Bug Feralkyn. 

Garb

Most prefer loose fi tting or tailored clothing due to 
their various physical diff erences. Exoskeletons, wings, 
antennae, and other physical traits require loose fl ow-
ing clothing or meticulously tailored clothing to ensure 
Bug Feralkyn comfort. Warriors wear either plate or 
leather armor, if they wear armor.

Use of Language

One of the most disconcerting aspects of Bug Feralkyn 
is how very “in sync” they seem to be. Very little ver-
bal communication takes place among a group of Bug 
Feralkyn, which at times can lead to many rather con-
fusing situations from an outsider’s perspective. When 
traveling, Bug Feralkyn speak Common. Some whom 
have learned the native tongue of a specifi c race may 
speak that dialect if requested.
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Th e Oahm: Legend speaks of a Bug Feralkyn meditative 
technique which allows nearby Bug Feralkyn to some-
how learn or experience part of each other as a form 
of introduction and greeting. Th is technique is unmas-
tered by non-Bug Feralkyn and those who attempted  
the Oahm have experienced a headache as the result.

Names and Naming Traditions

While most Hives have individual naming traditions, 
universally all children are referred to as “hatchlings” 
until they have completed the Trial of Adulthood. A 
Bug Feralkyn retains two names: a private name and a 
public name. Th e private name is usually either multi-
syllabic or two or three short names. It is never shared 
except with immediate family, Elders and their mate. 
Th e public name is used for travelling outside the Hive 
and incorporates the qualities an individual excels at. 
Public names are usually two or three syllables long. 

Common public names:  Blossom (fl ower); Zosio (life 
and happiness); Sovann (warrior); Riddle (games); 
Nectar (sweet)

Male and Female Interactions

Interactions between the genders vary widely. Diff er-
ent Hives support and encourage equality while oth-
ers, such as Mantis Feralkyn, enslave, or hunt down one 
gender. Most Bug Feralkyn believe in allowing those 
best suited to the task handle it.

Interracial Interactions

Many races attest to the impressive organization and 
loyalty of Bug Feralkyn. However their emotionless 
demeanors oft en leave other races confused as to how 
best to deal with them. As a result, many races are wary 
about extending the hand of friendship initially. Ogrel-
ings and Orklings have only had hostile interactions 
with Hives, mainly believing that the Hives were trying 
to take over their territory. Peace between these races 
has been tenuous at best.

Crafts

Usually focusing on tailoring, weaving, and very de-
tailed or meticulous craft s, almost every known Hive 
attempts to cultivate some form of art or craft . 

Magic

Bug Feralkyn prefer to focus on studying Essence Mag-
ic. Many believe that Prime Magic is destructive to Va-
lara. Essence Magic and Essence High Magic appeal to 
Bug Feralkyn mainly due to the logic and theory sur-
rounding it. To heal is infi nitely more valuable than to 
destroy.

Codes of Behavior

While few outside races have ever gained acceptance 
in order to learn the more intimate details of individ-
ual Hives, it is apparent Bug Feralkyn are protective of 
their collective. It is rare for traitors or threats to the 
Hive to exist for long. Perceived threats to the Hive are 
dealt with fi rst and questions are asked later.

Life, Customs and Traditions

Childhood

Young are almost always kept in seclusion within a lo-
cal community. On the rare occasion that a child Bug 
Feralkyn is seen in public, it is a good sign that some-
thing dramatic has happened to the local community 
in the area. Among the Arachnid Feralkyn, children are 
hatched from huge clutches of hundreds of siblings and 
left  to fi nd their own way. Th e strongest children tend 
to survive; however, strength takes many forms. Th ose 
physically strongest have the easiest time fi nding their 
way, however cunning, common sense, and logic can 
all help children survive.

Coming of Age

Bug Feralkyn are sent into the world in order to learn. 
Most spend a year or more traveling Valara. Th ere are 
a variety of ways Bug Feralkyn are accepted as adults 
within their Hive: complete a hunt or task, fi nd a spe-
cifi c object, collect stories or undergo a period of per-
sonal refl ection. 

Marriage and Relationships

Each Hive has diff erent customs and traditions when 
it comes to Marriage.  Arachnid Feralkyn mate for life 
and are outcast if they life-mate with other races. Man-
tis Feralkyn do not marry - mates are for food and en-
slavement. 
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Childbirth

All Bug Feralkyn are born in hatches ranging in the 
hundreds. Only the strongest and fi ttest survive to 
adulthood. Parents have little interactions with chil-
dren once they are born. 

Death

Death is a serious matter among most Bug Feralkyn. 
When a Bug Feralkyn dies the entire Hive is made 
aware through Oahm meditation. 

Society and its Organization

Bug Feralkyn live in a Hive society – the good of the 
Hive outweighs the good of an individual. Th e Hive is 
protected, at all costs, from threats and outsiders. 

Politics

Each aspect of life in the Hive is overseen by a foreman, 
who reports back to Th e Queen or King of the Hive.  
Th e Hive Queen or King has authority ONLY over the 
local Bug Feralkyn, does not leave the Hive, and has 
been known to be disobeyed and overthrown if too ty-
rannical. 

Religion 

Hives may have specifi c deities, spirits or Paragons 
they believe in, however most prefer to steer clear of 
any kind of formal worship, unless the entirety of the 
local Hive has chosen to follow the Queen or King’s 
preferred faith. 

Education

Bug Feralkyn education primarily focuses on the his-
tory of the Hive and culture along with basic life skills.  
Among Mantis Feralkyn, education also includes 
weapon training, tactics, and strategy.  

Trades and Training

Bug Feralkyn succeed at more linear thinking and 
less of abstract artistic trades such as cartography, his-
tory, magical theory, or martial trades such as caravan 
guards or mercenaries.  Mantis Feralkyn succeed at 
martial trades such as mercenaries and assassins.

Military

Each local Hive has guards and martial forces to de-
fend the Hive. Th ese defenses oft en include complex 
networks of natural and magical traps. Th e threat of at-
tack is minimal since most Hives are located deep un-
derground or in hard to access locations. 

Law and Punishment

All the laws of the local Hive are made very clear and 
are usually quite straightforward with the punishments 
laid out as well. Many outsiders have commented that 
they see the punishments of Bug Feralkyn as rather 
harsh and brutal, however Bug Feralkyn have the low-
est internal crime rate of all the races. Punishments in-
volve maiming, disfi gurement, and even death. 

Guilds and Merchants

Bug Feralkyn favor most craft sman guilds, warrior 
guilds and magical guilds. Some, such as Mantis Fer-
alkyn, are prominent members within warrior guilds. 
Th ere are rumors of thieves and assassins guilds, but 
to speak of them is to invite death. Bug Feralkyn oft en 
foster young adults as apprentices when the time comes 
to learn a trade. Apprenticeships last an average of two 
years and can sometimes coincide with a youth’s trial 
for adulthood. 

Location on Valara

Favoring more temperate climates, most Bug Feralkyn 
avoid extremely cold climates.  Hives are thought to re-
side on either Nurahln or Sudareth.

Creation Myths, Ancient Stories,
Heroes of Old, History

The Years Grove

Legends speak of an ancient and primal grove hid-
den deep at the equator of Valara. Th e Years Grove is 
rumored to have been the original birthplace of Bug 
Feralkyn, before the fracturing of the Hive. Each part 
of the grove was said to represent one of the seasonal 
aspects of the year and its passing. Legend held that a 
massive tree stood at the center. It was on the branches 
of this tree that the most revered and respected of each 
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Bug Feralkyn Hive met once every ten years. Receiv-
ing the call to attend was the highest honor and any 
who refused were looked down upon as outcasts if not 
hunted as traitors.

Fracturing of the Hive

Legends say that once, long ago, all Bug Feralkyn lived 
in one Hive at the base of the Great Years Grove Tree. 
Th e Tree was believed to have been planted by Ge’lina 
and G’lar when the world was fi rst created. For many 
years, Bug Feralkyn lived in harmony. Th eir existence 
was not even whispered among the oldest races at fi rst. 
Some say that an ancient Anturi fi rst discovered them. 
Feeling threatened, the Anturi brought troops to the 
Years Grove and tried to destroy the Hive. Bug Fer-
alkyn repelled the attack but the damage was done. In 
the end Bug Feralkyn split the Hive into smaller Hives 
and each Bug Feralkyn type was given control over 
their own Hives. 

Arachnid Feralkyn

Th ere are three main Tribes among the Arachnid Fer-
alkyn. Th e Legatus represent the Mesothelae suborder 
of spiders; the Curator represents the Mygalomorphae 
suborder and the Discipulus represent the Araneomor-
phae suborder.

The Three Tribes

Legatus: Th e most social of the various Arachnids, 
this Tribe is mostly comprised of historians, Sages, and 
those who travel outside of their culture looking to col-
lect new and diff erent perspectives and stories from the 
various races. Rumors and legends persist that this Hive 
also travels the lands looking for new portals to various 
Realms, and possibly even other worlds, times, or di-
mensions. Many of the Legatus hail from the warmer 
climate plains lands, preferring to maintain temporary 
burrows and webs fairly shallow beneath the surface. 

Curator: Staunch defenders of the culture and guard-
ians of the web, this Tribe hails from the larger cousins 
in the Arachnid families. Also known to be some of the 
coldest, emotionally devoid of the Arachnid Feralkyn, 
Curators are accomplished at the arts of tactics, strat-
egy, war games, weapons and armor smithing. Usually 
found guarding the local burrow or web, if a stranger 

happens upon them, they attempt a peaceful resolu-
tion, but make no mistake; they are willing to die for 
the protection of the web. Sometimes known to wan-
der away from the collective as guards or escorts, each 
Curator must complete a rite of passage before being 
trusted to guard the web. Curators are found in harsher 
mountain ranges, welcoming the diffi  culties of such a 
life in attempts to cultivate a greater strength and re-
silience. 

Discipulus: Spiritual leaders and guiding force of the 
Arachnid Feralkyn, this Tribe takes their calling to the 
extreme. Almost always directing and overseeing the 
inner workings of the Web, Discipulus are devoted to 
the mapping of the Realms, as well as storing, orga-
nizing and preserving all stories and tales, history and 
lore. ‘One must experience before one can begin to un-
derstand’, is their credo. Discipulus are said to reside 
deep beneath the surface within a massive labyrinth of 
webs and catacombs, so vast and complex that if any-
one knows where their capital is, they have never spo-
ken of it.

Names and Naming Traditions

Arachnid Feralkyn public and private names are mul-
tisyllabic. Most public names are common-place and 
support what the Arachnid Feralkyn does for a living.

Common names: Irania; Spindle; Shuttle; Loom (weav-
er); Wynne-Lan (seamstress);  Wyn-Li (tailor)

Garb

Arachnid Feralkyn prefer loose clothes that won’t bind 
their limbs. 

Use of Language

Arachnid Feralkyn have a pictographic native lan-
guage. When traveling they speak Common. Arachnid 
Feralkyn are ardent scholars who have learned some of 
the languages and dialects common among other races.

Male and Female Interactions

Arachnid Feralkyn believe in allowing those best suited 
for a task to handle it, regardless of gender. While cer-
tain tasks tend to fall to traditional gender-roles, there 
is no stigma associated with performing any task or job 
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required for the Hive.

Interracial Interactions

Arachnid Feralkyn are naturally curious about all races 
on Valara. At times this can lead to a lack of regard for 
personal boundaries. Th ey prefer to allow individuals 
to form their own opinions about each race and do not 
judge the entire race on the merits of only a few repre-
sentatives. 

Crafts

Arachnid Feralkyn excel at weaving and are skilled sto-
rytellers and writers.

Magic

Arachnid Feralkyn gravitate towards Wild Magic, 
seeking to understand its place and function in Va-
lara. While there are no strong prohibitions against any 
school of magic, most Arachnid Feralkyn learn Wild or 
Essence Magic.

Codes of Behavior

Th e Great Web is to be protected and each Arachnid 
Feralkyn knows that the ultimate sacrifi ce would be 
to give their life in the defense of the Web. Arachnid 
Feralkyn strive to protect the Great Web and keep its 
existence secret. Revealing its location is punishable by 
death.

Life, Customs and Traditions

Childhood and Coming of Age

Children are hatched in clutches of hundreds and left  
to fi nd their own way. Th ose who survive hatching are 
presented to the Discipulus Elders at a twice yearly cer-
emony in order to have their personal web (their fate) 
divined. From this moment onward, Arachnid Fer-
alkyn education and indoctrination of their culture be-
gins. When an Arachnid Feralkyn has completed their 
education, they are must complete their Task of Adult-
hood. Tasks vary by Tribe: Legatus’ travel Valara seek-
ing out stories to add to the Collective. Curators serve 
a one year period away from the Web acting as caravan 
guards or bodyguards or escorts. Completion of this 
task shows that a Curator is ready to help guard the 

Web. Once a Discipulus reaches adulthood, he or she 
embarks on a Realmsquest. Th e Realmsquest involves 
either a very deep, dream-state meditation, or physi-
cally venturing out of the Hive to travel the Realms.

Death

Among Arachnid Feralkyn, deaths are recorded into 
the web and the lifesongs of those who died are sung 
by all members of the Hive in solemn ritual.  Lifesongs 
are said to be the essence of beings, each is unique to 
the individual. 

Society and its Organization

Religion

Arachnid Feralkyn worship Th e Great Web, believing 
it to be their calling to document the entirety of Th e 
Great Web. 

Politics

Arachnid Feralkyn are governed by a Council of Elders 
with one representative from each Hive serving on the 
Council and up to three advisors serving each Elder.  
Mantis Feralkyn Hives are also governed by three El-
ders that administer to the various aspects of tribal life. 
Artemisian Elders may have their rules challenged to 
ritual combat while Ka’ab Elders engage in polite de-
bate and discussion. Artemisians do not allow males to 
participate in politics. 

Law and Punishment

Th ere are two High Laws among Arachnid Feralkyn: 

Never share Th e Great Web with the uninitiated. 

Never allow one’s emotions to guide or rule you. Accept 
them, explore them, but never allow them to control 
you. 

Th ose who violate the fi rst law are excommunicated 
and hunted by all. Should one violate the second law, 
and be discovered, the local elders council blinds the 
violator in one set of eyes per violation. Local webs may 
have additional laws as well, and each Hive has its own 
interpretations as well as their own laws also. 
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Guilds and Merchants

Th ere are whispered rumors of a guild of Arachnid Fe-
ralkyn clothing merchants that hide messages, written 
in a secret language known only to the Arachnid Fer-
alkyn. 

Trades and Training

Arachnid Feralkyn rely on internal trading among the 
inhabitants of the Web in order to survive. Outsiders 
are never permitted inside the Web and Arachnid Fer-
alkyn have become self-suffi  cient as a result. Th ose who 
travel away from the Web bring back new ideas, craft s 
and trades to share among all. 

Location on Valara

Ammi-Saduqa: The Great Web

Believed to be the legendary crown capital of the 
Arachnid Feralkyn race, many stories abound regard-
ing the location of Ammi-Saduqa. Some say that it rests 
between the planes or that a great and powerful spell 
keeps it hidden from all but Arachnid Feralkyn. Others 
believe Ammi-Saduqa resides deep within a now dor-
mant volcano. Regardless of the myths, the capital of 
the Arachnid Feralkyn race has long been sought aft er 
for the knowledge it is rumored to hold. If the whis-
pered stories are to be believed, one can travel from one 
side of the world to another with but a few steps upon 
the correct web. Th e true wealth of Ammi-Saduqa re-
sides in Th e Great Web itself. Said to be an archive, al-
though no one knows for sure, it is believed to be the 
largest, most complete documentation of history and 
the Realms ever assembled.

Creation Myths, Ancient Stories, 
Heroes of Old, History

It was said that long ago, one of the fi rst of the Wander-
ers stumbled blindly throughout the world. Long did 
he travel, much was his revelry and truly did he live 
life. However, one evening when the world was still 
very young this Wanderer longed for his people and 
the lands of his birth. Turning around, this Wanderer 
realized that in the course of his travels he had become 
lost. In his lust for experiences, the Wanderer had not 
thought to mark his passing so that he could return to 

the lands of his birth. Angry and bitter he kicked at the 
ground and dirt, cursing it for not revealing his tracks 
and with a fi nal infuriated stomp of his foot he fell.

It seemed an eternity before he landed, stunned and 
confused and blinded in the near absolute dark, he 
reached out, trying to get his bearings only to be caught 
in the web of a great spider. In fear he lashed out with 
blade and spell, panic beginning to overtake his right 
mind, until he heard the most soothing of voices. It was 
a woman who spoke to him in such soft  and comfort-
ing tones.

“Why do you strike out at my home young Wanderer, 
when I have off ered you such hospitality?”

Th e Wanderer was stunned, shocked to believe that 
someone... anyone would choose to live in such dark-
ness and cold. Calming himself and sheathing his 
blades the two spoke for some great time. Th e Wan-
derer explained how he had become lost. He inquired 
of his mysterious host if they may know the way back to 
his homelands. Her response was quite shocking.

“Ohhh yes I know those lands well young Wanderer. 
Long have I burrowed beneath your people, listening 
to their tales, adding your stories to my web, but why 
should I guide your way back? You shall only wander 
and get lost once more? I off er you this bargain young 
Wanderer, stay with me. Accept my hospitality for a 
night, and when the sun warms my hearth so shall I 
lead you back to your people. If, and only if, you prom-
ise to me that small part of you that desires to wander. 
Th ree times shall I fi nd you, and three times shall I taste 
of you that quality that drives you to wander. Do this 
for me, and I shall guide you.”

Seeing no other options, the Wanderer agreed, and so 
he stayed and in the morning was lead back to the lands 
of his people. True to her word, three times this voice 
found the Wanderer, the fi rst time was while he was 
striding swift ly across the plains. And so she tasted. Th e 
second, the Wanderer laughed in the face of a blizzard 
as he climbed high atop the mountains. And so she 
tasted. Finally, the Wanderer, old and elderly himself 
felt death approaching faster with each day. And it was 
on his fi nal day, as the sun set that she came to him 
again. 
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As she spoke she could hear the sorrow in her voice, 
something like a solemn responsibility.  

“You have found your end my young lost Wanderer, and 
it is here that I must off er to you my confession. Each 
time I tasted of you, slowly did I poison you. For in 
your heart, bursting with life and emotion, you would 
have continued to wander, to live.”

Confused by this confession and hurt by such a betray-
al, the Wanderer begged, pleaded for an answer why, 
why had this beautifully soft  caring voice, this force 
that had cared for him, brought him to his homelands 
time aft er time, why would she poison him.

“Young one... I am she who weaves the web, and she 
who cuts the web. You will die, but know this; in your 
passing so shall both our people never again fear any 
poison. Know that you herald in a new age.... and a new 
race. For such great works do I take you and place you 
at the center of my Great Web.”

However, like many great tales, none know if this be 
true, yet they say, that should ever you fi nd yourself lost 
in the dark... beware the whispers within the shadows 
and what they off er.

Mantis Feralkyn

Th ere are two primary Hives of Mantis Feralkyn: the 
Artemisians (Art-em-esions) and the Ka’ab (kay-ab).  
Mantis Feralkyn have much smaller societies as their 
war-like nature and close-mindedness make them dif-
fi cult to get along with. Some Mantis Feralkyn Hives 
espouse demanding philosophies and have little to no 
personal wealth whatsoever.

Personality Traits

Artemisians are a VERY aggressive female-oriented 
culture that is proud, harsh, practical, unforgiving and 
tyrannical. Artemisians are always willing to cull the 
weak from their numbers. Ka’ab Mantis are calm, pleas-
ant philosophers and warrior poets. Diplomatic, kind, 
yet stern and focused, these Mantis Feralkyn accept 
male and females as equals.
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Names and Naming Traditions

Among the Mantis Feralkyn, females adopt short pub-
lic names such as Xen which means Bathes-in-Blood, 
or Shi which means War-bringer in the Mantis Fer-
alkyn language. Mantis Feralkyn public names end in 
the letter “I” or the letter “N”. All Bug Feralkyn intro-
duce themselves by stating their public name and the 
Hive they are from.

Common Mantis public names: Xen (bathes-in-blood); 
Shi (war-bringer); Pyli (victorious); Jaen (skilled-in-
war); Vorn (conqueror); Duri (great leader); Zi (war-
rior) 

Garb

Artemisians prefer scale mail and darker colors such as 
deep red, usually believed to be the blood of past mates 
while Ka’ab prefer robes in soft  hues, or loose fi tting 
garments.

Male and Female Interactions

Among the Artemisians, females enslave males, using 
them for labor and breeding. No males are allowed 
upon the fi eld of battle, nor to speak, nor to understand 
written language. Should any female Artemisian be dis-
covered showing such weakness, legend has it that her 
sisters will tear her apart and feast upon the remains. 
Th e Ka’ab believe that all things must be kept in balance 
by their opposites. One is no greater than the other, nor 
is one evil and one good, simply diff erent, yet equal. 

Magic

Artemisians use mostly battle magic. Th ey are not 
above animating dead Mantis Feralkyn males that hap-
pen to fall during battle as shock troops.  Th e major-
ity of Ka’ab Sages direct their studies towards magics 
that help further their enlightenment. Preference is for 
defensive rather than off ensive magics, and Ka’ab are 
some of the most accomplished healers known.

Crafts

Mantis Feralkyn excel at smithing, especially among 
the warrior Artemisians.
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Codes of Behavior

Artemisian codes of behavior are rigid. Th ere is no 
gray, only a black and white, right or wrong mentality. 
Major points in the code of behavior are:

• Your sisters are your life, both in battle and in peace. 

• No male shall ever have voice to harm us again. 

• Never deny your nature nor your instincts. Take mates 
as you would take comfort. 

• Should your eggs bring forth sons, let your sisters’ 
feast.

Th e Ka’ab code of behavior endeavors to ensure balance 
in all things. Major points in the code are:

• Know that while you are calm as the placid lake, be-
neath those waters stirs the most chaotic and feral of 
hearts.

• Only by accepting yourself as beasts, can you ascend 
to enlightenment. 

• Never take life lightly, lest death weigh heavy upon 
your heart. 

• Forgive your sisters, the Artemisians, who follow the 
bloodied path.

Life, Customs and Traditions

Childbirth and Childhood

Mantis Feralkyn children, if born female, are cel-
ebrated, cared for and educated. Males are enslaved 
or destroyed. Among the Ka’ab Mantis Feralkyn, both 
genders are equally valued and provided a horoscope 
reading by the Elders on the fi rst starry night aft er their 
birth. 

Coming of Age

Mantis Feralkyn youth undergo a period of refl ection 
called the Chrysalis. When Artemisian Mantis females 
emerge as adults, they establish their standing in the 
Hive by the number of mates they kill.  Among Ka’ab 

Mantis Feralkyn, the Chrysalis is a time to learn the cul-
tural history meditation techniques focused on main-
taining control over one’s actions, especially learning 
not to lose control to their feral sides during mating.  
To pass their trial of adulthood, Ka’ab Mantis Feralkyn 
are paired with an acceptable mate and must show they 
have mastered the meditations by accepting their dual 
natures. If the mediations are not mastered one or both 
are oft en found dead or crazed by the conclusion of the 
mating ritual.

Marriage and Relationships

Th e two major Hives of Mantis Feralkyn have oppos-
ing beliefs regarding marriage and relationships. Arte-
misians consider themselves married fi rst to their sis-
ters, second to their weapons, and third to war. Male 
are taken as mates only as a means of fulfi lling their 
duty to the Hive and killed when their purpose is com-
plete. Th e Ka’ab believe that the union of marriage is 
the single most sacred aspect to the Hive as it is the 
foundation for their achievement of enlightenment and 
ascension to a higher form of being.

Death

Among Mantis Feralkyn, death is so commonplace it 
is not noticed. However, death in battle is the highest 
honor a female Artemisian can aspire to. Th e names of 
female Artemisians who fall in battle are inscribed on a 
tribute wall in the Hive. 

Society and its Organization

Religion

Religion has no place in the Artemisian culture. Devo-
tion to oneself, one’s training, and one’s sisters is all that 
matters. Th e Ka’ab are devoute worshipers of Th e Th ree 
Purities. Non-Mantis Feralkyn have a diffi  cult time 
grasping the nature of Th e Th ree Purities since they do 
not have traditional names or forms. Th e Ka’ab believe 
that Th e Th ree Purities represent balance and temper-
ance. Ka’ab Hives perform worship ceremonies twice a 
day during the fi rst rays of sun in the morning and the 
last rays if the setting sun at night.
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Education

Among Artemisians, females are given every option 
to further their education; however males are given 
no education. Should an Artemisian female be found 
wasting time speaking with males of their race, they 
are painfully scolded and looked down upon.  Among 
the Ka’ab education is encouraged and off ered to both 
sexes. Males and females are encouraged to fi nd peace 
and enlightenment, be it a language or philosophy that 
is not of their race or region.

Military

While Artemisians have no “offi  cial” standing military, 
they are always prepared to fi ght. ‘Might makes right’ is 
their credo. Ka’ab’s believe that violence should be dis-
couraged and killing is a last resort. Defense is sought 
through incapacitating opponents. Ka’ab’s have no for-
mal military structure.

Trades and Training

Artemisians are fearsome warriors who do everything 
in their power to be a part of each and every martial 
confl ict. Th ey excel as weaponsmiths, armorsmiths, 
tacticians, and mercenaries. Ka’abs are a peaceful peo-
ple who are trained in passive roles, far from confl ict. 
Many serve as poets, scribes, philosophers and teach-
ers.

Law and Punishment

In Artemisian Hive society, the Elders words are law.... 
unless you are stronger than the current elder. Power 
struggles are a way of life. For those caught disobey-
ing the current Elders commands, punishments are ad-
ministered publicly. Th e one major law that all Elders 
support is the Law of Males. Artemisians found off er-
ing comfort or equality to Mantis males are branded as 
traitors to the Hive and hunted to death.

For the Ka’ab, laws are meant to be straightforward 
and logical. If there has been a violation of the law, the 
criminal is brought before the elders of the Hive, given 
a chance to present their side of the situation and from 
that point the elders confer in private, usually return-
ing with a quest of some kind to help instruct or teach 
the criminal as to why the Hive has the laws that were 
violated.

Location on Valara

Shankhada: The Lost Home

Th e mythical home of Mantis Feralkyn before the frac-
turing of the Hives, it is said that when the great court-
yard became stained with innocent blood that a great 
wind came and took the entire city far from the moun-
tain valley paradise. Legend says that should one fi nd 
true and lasting harmony and balance with their nature 
that the road to Shankhada shall be revealed to them.

Creation Myths, Ancient Stories, 
Heroes of Old, History 

It is said that long ago, with the fi rst rays of dawn, twin 
sisters were born in the blessed city of Shankhada. So 
beautiful was the day that many believed these two 
blessed by the Th ree Purities.  As they grew, so did their 
love for one another. While Artemi achieved great suc-
cess at the martial arts and physical sports, her sister 
now nameless seemed always to ponder internal mys-
teries and cultivated a powerful love of magic and phi-
losophy.

As they grew so did the belief that they were blessed by 
the divine, with both of them entering into their Chrys-
alis at the same time, directly in front of one another, an 
occurrence so very rare that it demanded the attention 
of the Elders.

Again, at the fi rst rays of dawn the sisters emerged si-
multaneously. As they blossomed, both sisters sought 
companionship. Artemi had chosen to accept only the 
best of the warriors and so a tournament of arms was 
held with the fi nal challenge being to best Artemi her-
self.

Th e Nameless sister however found herself drawn to the 
most simple of mates. A very humble and quiet farmer.
As time went on, Th e Nameless sister and her consort 
became closer and closer, while Artemi found herself 
sad. At the conclusion of the grand tournament she was 
the victor and as such could not fi nd what she felt to be 
a suitable mate.

One night Artemi went to her sister, tears of sadness 
and longing fi lling her eyes. As Th e Nameless sister 
held and comforted Artemi, they slept as one. Th at 
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night under a brilliant starlight sky they both entered 
into their fi nal Chrysalis.

As the day came, a terrible thunderstorm heralded the 
return of the two sisters. Some say it was a lightning 
strike that separated the two, others say that a power-
ful thunderclap shattered their shared crystalis. Re-
gardless, the two rose that violent and wet morning as 
women within their Hive. Th e elders feared this to be a 
dark and foreboding omen....

In the coming months, Th e Nameless sister and her 
humble farmer were to be wed. Th is fact did not sit well 
with Artemi, not out of jealousy but rather a sincere 
concern for her sisters safety. As preparations were Ar-
temi went to her soon to be brother in law and warned 
him, that should he in any way harm or endanger her 
sister, not even Th e Great Purities would be able to off er 
him safety from her wrath. Th e humble farmer imme-
diately fell to his knees begging the blessing and accep-
tance of Artemi so much so that he vowed, should he be 
the cause of harm or sorrow to her sister she may take 
his head and feast upon his body.

Accepting his vow, Artemi granted her blessing and put 
aside her concerns. Th e entire Hive travelled to view 
the great union that was to take place. Under the bril-
liant skies of Shankhada, Th e Nameless sister was wed.
Aft er the stunning banquet and presentation the two 
were lead by procession to their dwelling to allow for 
the fi nal and most cherished of rituals. Overcome with 
joy, Th e Nameless sister looked to Artemi, holding her 
tightly and thanking her so very much for her constant 
love and support.

Artemi in turn held tight to her sister happy for her and 
welcoming of her now new brother, she slowly closed 
the sacred tapestry. Little did she know, this was to be 
the last moment of peace in her life.

Hours later, as terrible black thunder clouds covered 
the stars, the night was cut in half with a strike of light-
ning and piercing scream of pain and terror. Artemi 
sprung to life, grasping her twin hook swords as she 
leapt towards her sisters dwelling. Rage and fury over 
came her as she entered to the sight of blood and her 
sister crying in pain and despair.

Roaring into the night, enraged, Artemi sprinted hunt-

ed for her brother in law. Her hunt did last long as he 
was found kneeling in the rain soaked court yard. His 
heresy seemed to know no bounds as he prayed be-
fore the idols of Th e Th ree Purities. Artemi screamed 
and cried his name out in rage, drawing back her twin 
blades, however before her attacks could land, her sis-
ter had followed and now stood between Artemi and 
her enemy.

Th e Nameless sister begged Artemi to stay her hand, 
pleading, asking her most beloved sister to allow her 
the chance to explain. Artemi however had become 
overcome by her fury and stuck her sister aside. With 
one clean movement, Artemi cleaved the head of her 
brother from his body as she had promised, and just as 
quickly fell upon him feasting.

Slowly her blood cooled, and reason returned to Artemi, 
only for her heart to shatter more. Her sister explained 
that it was not a pain created by her husband, Artemi’s 
now slain brother in law, but rather by her own mak-
ing. Th e Nameless sister explained that in the throes of 
passion it was she that fell prey to the more base of their 
nature and bit her husband, and in the moments aft er 
commanded he run for fear that she would hurt or even 
kill the one she loved.

Artemi, far too proud to accept her own hasty misjudg-
ment, blamed her brother-in-law, saying that he had 
cast a charm upon her sister and that her sister would 
now be free.

Shocked by such delusion, Th e Nameless sister secluded 
herself in meditation and pray hoping one day to purge 
her sister of the darkness that plagued her. Driven mad 
with rage, Artemi cursed the men of her Hive, swearing 
to spill the last of their blood until it cleanses her sister 
of this manipulation.

Sudden thunder was said to rock the very foundation 
of Shankhada, as great and terrible pillars of lightning 
tore the great city from the ground. Many say that the 
sky itself opened with such fury that the winds scattered 
the Hive into two groups across the sides of Valara, and 
Th e Great Cloud Dragons took the City, claiming that 
never shall any walk the sacred streets until the inno-
cent blood spilled had been washed clean by the atone-
ment of the Mantis Feralkyn.
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Reptilian and Amphibian Feralkyn 
(Gutterkyn)

Personality Traits

Th e Reptilian and Amphibian Feralkyn are generally 
friendly towards everyone they meet; however, don’t 
mistake their friendliness as an overture to friendship. 
Reptilian and Amphibian Feralkyn seldom trust any-
one, not even family. Many live hard lives on the fringe 
of other cultures societies and have little time for true 
friendships or trust. Th eir skills and services are always 
available…for the right price!

Out-of-Game Racial Requirements

Makeup — All visible skin should be covered in cloth-
ing or makeup that resembles the base creature’s skin 
or scale color. Reptilian Feralkyn tails must be between 
6 and 10 inches long. Players should consider wearing 
gloves with fabric added between the fi ngers to repre-
sent webbing.

Preferred Skills — Many Reptilian and Amphibian Fe-
ralkyn are Apothecaries, specializing in tonics and ac-
ids.  Th osee using weapons prefer short swords or dag-
gers, which are easier to conceal.  Reading and writing 
are not considered essential skills to most Amphibian 
and Reptilian Feralkyn.

General Facts about Reptilian and 
Amphibian Feralkyn

Lifespan — For those whose Luck holds out, life aver-
ages about 50 years. Children are considered adults by 
age ten.

Primary Racial Traits — Reptilian and Amphibian Fe-
ralkyn are as varied in appearance as Humans.  Rep-
tilian Feralkyn’s scales range from light green to black 
in color, with some kind of pattern of contrasting col-
ors.  Th ey also have tails. Amphibian Feralkyn skin is 
normally brighter than their reptilian cousins, ranging 
from white to bright orange or blue.  Almost all Am-
phibian Feralkyn have webbed fi ngers and toes.

Strengths — Reptilian and Amphibian Feralkyn tend 
to have a heightened sense of direction making it dif-
fi cult for them to get lost.  

Weaknesses — Reptilian and Amphibian Feralkyn tend 
to be cowardly in combat.  It is rare to see one charge to 
the front lines. Th ese Feralkyn prefer to fi ght with odds 
on their side.  Even a 2:1 fi ght is sketchy to the average 
Reptilian and Amphibian Feralkyn.

Names and Naming Traditions

Young Reptilian and Amphibian Feralkyn are named 
aft er the fi rst thing their parents see when they are 
born. Very little thought or imagination is spent on 
choosing a name. 

Common names include: Trash; Rotten Apple; Dead 
Fly; Puddle; Melting Goo; and Candlestub. 

Male Reptilian and Amphibian Feralkyn, earn an “un-
derground name” aft er they play Stumbling Sneak and 
become adults.  An “underground name” normally re-
fl ects something memorable done during the game. Fe-
males rarely have “underground names” and those who 
do worked twice as hard to earn them

Examples of “underground names” are:
Th e Tongue — Known for having a silver tongue and 
able to talk his way out of most situations.
Shuffl  es — Gave someone the slip.  Th ey look one way; 
you “shuffl  e” the other.
Porky — Told an outrageous lie during the game, and 
the receiving party fell for it.
Diamond — Stole from a well-known gem merchant 
and arranged for the blame to fall on someone else

Garb

Reptilian and Amphibian Feralkyn prefer functional, 
dark colored clothing that help them blend into shad-
owsalthough they avoid all black clothes. Reptilian and 
Amphibian Feralkyn love pockets - the more pockets 
the better, as it makes it harder to be searched quickly! 
Capes and loose-fi tted clothing that can catch on things 
are avoided.

Use of Language

While they speak Common fl uently, many Reptilian 
and Amphibian Feralkyn speak with a unique, rough 
accent.  Th ey speak quickly, run their sentences toge-
therand don’t use many “th’s” or “t’s” when they speak. 
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Words are shortened with the removal of vowels. 
 
“Der ain’ nu’in ta worry ‘bout.”
“Ah be eye’n me a decen’ mark ova da’ way.”

Some other common phrases they use:
“Two n two” - Exactly
“De Nest” - Home
“Righ’ n tigh’” - Quick and easy
“Stone crawlers” - City folk
“Bark kissers” - Wild folk

Male and Female Interactions

Th e Reptilian and Amphibian Feralkyn share a male 
dominated society.  Women are treated poorly.  Fe-
males treat males as their betters. Few females have 
earned the respect of males and those who have worked 
three times as hard for even, doing anything they could. 
Ruthlessness is a way of life.  

Interracial Interactions

Humans: “Just another mark.  Th e richer the better.”

Barbarians: “Big, dumb marks.  Don’t normally carry 
much coin, but their furs are normally worth a pretty 
cap.”

Wanderers: “Drunk, party animals.  Wait for ‘em to pass 
out.”

Moon Elves: “Pompous, quiet, and mysterious.  I don’t 
trust them.”

Valaran Elves: “Tree huggin’ hippies.”

Dark Elves: “Dey scare me.”

Dwarvenfolk: “Mean, greedy little t’ings.  If ya can get 
into their pockets, ya be sure t’ fi nd somet’ing good.”

Goblinfolk: “Don’t mess wit ‘em.  Dey control the mon-
ey.  Without ‘em, we’d have to work for our coin.

Briarfolk: “If yer hungry, dey be a great mark.”

Florakyn: “More tree huggin’ hippies.”

Faekyn: “If ya ain’ careful, dey’ll make ya der bes’ friend.”

Dragonkyn: “Jes lizar’s wi’ a bad a’itude.”

Feralkyn: “Dey ‘er family.”

Orklings and Ogrelings: “Don’t mess wit ‘em – meanies 
dey are!”

Gearlings: “Large metal marks.”

Crafts

Some Reptilian and Amphibian Feralkyn dabble in 
Apothecary skills as an easy way to earn a living on the 
side.  Many prefer to hone their weapon skills rather 
than spend time, money and resources making goods 
to sell. Th e faster and easier way to earn money, the bet-
ter.

Magic

Reptilian and Amphibian Feralkyn aren’t known for 
much magic use but those who learn it prefer Essence 
because it represents the rough lives they live: the day 
to day struggles with life and death.

Code of Behavior

Reptilian and Amphibian Feralkyn pride themselves in 
taking the moment.  If an opportunity presents itself, 
take it.  Worry about the outcome later.  Th ey also pride 
themselves in knowing the ins and outs of a city.  Oft en, 
Reptilian and Amphibian Feralkyn can get from point 
A to point B in their city without ever being seen.

Superstitions

A good portion of Amphibian and Reptilian Feralkyn 
believe that Lady Luck governs most aspects of life.  
Living rough lives, they believe that only Luck can get 
them through the hard times they experience.  Th ey 
never call on her by name, and stay away from the word 
“lucky”.  ‘Th a Lady has smiled upon you t’day’ is a com-
mon phrase heard in reference to “luck”.

Life, Customs, and Traditions

Reptilian and Amphibian Feralkyn are raised in a 
harsh, underground world.  During childhood, males 
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are instructed by their fathers and females by their 
mothers.  Young male Reptilian and Amphibian Fe-
ralkyn are taught the ways through the underbelly of 
the city and how to shadow and pick pocket.  Young 
females are taught quickly not to get in the way and do 
as they are told.

Life as a Reptilian or Amphibian Feralkyn is a hard life.  
Living in the slums and sewers of a city is dangerous.  
If you don’t get swept up in gang activity, you’re likely 
to die from exposure or worse.  If the Lady truly smiles 
upon you, then you may be able to make your way to 
the better sections of your city.  

Coming of Age

Only male Reptilian and Amphibian Feralkyn have 
a recognized coming of age ceremony. Th ose lucky 
enough to reach adulthood are thrown a large party. 
Adulthood is considered anything aft er the age of ten. 
At the party the new “adults” play a game, called “Stum-
bling Sneak”.  Th e males get very intoxicated and then 
sneak their way to the most extravagant homes in the 
city, break in, and steal something of high value, stay-
ing intoxicated the entire time.  Th ose who manage to 
get there and back are greeted with cheers.  Th ose who 
get caught are welcomed back with much the same re-
action.  Upon completion of the game, the new adults 
earn their “underground name”.

Relationships and Marriage

Typically Reptilian and Amphibian Feralkyn mate for 
life.  A male picks out the single female he is physical-
ly attracted to, and that’s pretty much it.  Females are 
subservient to the males and do as they are told. If two 
males are interested in the same female they will fi ght 
over her. Th e winner claims the female as his mate.

Childbirth

Children are born in clutches of varying sizes and 
raised by the mother and father until about fi ve years 
of age.  At that point, males are primarily raised by the 
father and the females are raised by the mother until 
they are ten.

Death

Death among Reptilian and Amphibian Feralkyn is 
common.  Whether from city violence or the elements, 
not many Reptilian or Amphibian Feralkyn make it to 
adulthood, and even fewer make it to old age. Death is 
simply another part of life.

Society and its Organization

Politics

Reptilian and Amphibian Feralkyn have a strong sense 
of family, however one’s loyalty is easily bought.  Th ey 
choose sides depending on who has the deeper pock-
ets.  To a Reptilian or Amphibian Feralkyn, informa-
tion is power. Formal and informal networks of spies, 
messengers, couriers and informants are the key for 
any Reptilian or Amphibian Feralkyn to succeed.

Religion

Almost all Reptilian and Amphibian Feralkyn believe 
in Lady Luck to varying degrees.  Th ey believe nothing 
but sheer luck has allowed them to survive the harsh 
circumstances of their worldthis long.  Others tend to 
follow the Paragons of Life or the Paragon of Death.

Education

Only the lucky few learn how to read and write.  Most 
education comes from the streets and what a Reptilian 
or Amphibian Feralkyn can pick up through observa-
tion.

Trades and Training

Young are taught from an early age to blend into a 
crowd, disguise themselves, and remain generally un-
seen.  Many Reptilian and Amphibian Feralkyn are 
taught the shadier arts of picking pockets, running 
cons or dice games, begging and stealing.

Military

Th e primary tactic for Reptilian and Amphibian Fer-
alkyn is “Let someone else deal with it.” Reptilian and 
Amphibian Feralkyn do their best to get someone else 
to do the hard combat, and do their best at the dirty 
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work so that no one can trace it back to them.

Law and Punishment

Reptilian and Amphibian Feralkyn prefer to leave laws 
and punishment to the real authorities, doing their best 
to remain anonymous in a situation.  Th ey typically do 
not seek out authorities, because that would draw at-
tention to themselves.

Guild and Merchants

When it comes to guilds, it is widely rumored that Rep-
tilian and Amphibian Feralkyn run many of the thieves’ 
dens in cities.  Reptilian and Amphibian Feralkyn who 
become merchants deal in small, easy to move goods 
such as liquor or potions and tonics, and many don’t 
deal in legal goods at all. Information is a favorite com-
modity to be bought and sold.

Location on Valara

Reptilian and Amphibian Feralkyn don’t have cities of 
their own, instead concentrating in the major cities of 
Valara. It is less common for Amphibian and Reptilian 
Feralkyn to be found outside major metropolitan areas.

Primate Feralkyn

Primate Feralkyn are comprised of three main Tribes: 
Kongs, Ikas and Lemurias.  Kongs represent the Goril-
las, Chimpanzees, Gibbons and Orangutans. Ikas rep-
resent the Monkeys.  Lemurias represent the Tarsiers, 
Lemurs, and Lorisoidea.

Personality Traits

Each of the three Tribes of primates is known for dif-
ferent traits. Kongs are proud, brutally honest, and 
straightforward to a fault. Many mistake these traits 
for arrogance. Kongs are oft en considered the Warrior 
leaders of the Primate Feralkyn. Kongs are among the 
fi rst to inform someone of their stupidity, as well as 
compliment someone’s achievements. Kongs are always 
honest about their own shortcomings as those could 
become a liability in battle.

Ikas are clever and cunning, oft en quite playful, very 
dexterous and quick. Ikas prefer agility over raw physi-

cal power. Th ey are the most social of all Primate Fer-
alkyns and usually the most welcome, until their mis-
chief is discovered.

Lemurias are quiet and mysterious; the most educated 
in magical mysteries as well as hidden secrets and lores. 
Th ey value intellect and patience. Lemurias are content 
with being overlooked, unless discussing magic or hid-
den, ancient secrets. Conversations on these topics can 
last for hours.

Out-of-Game Racial Requirements

Makeup — Kongs represent the Gorillas, Chimpan-
zees, Gibbons and Orangutans. Th ere are a variety of 
appearances among this group. Gorillas typically ap-
pear all black with gray stomachs and faces. Orang-
utans appear all orange with black faces. Chimpanzees 
and Gibbons appear dark brown or black with pink 
facial highlights, or light browns to blacks with black 
faces with white trim. 

Ikas represent Monkeys. All skin should be painted or 
covered in either all brown colors or browns with white 
stomachs and white faces. Tails are required and should 
appear thin and ropey.

Lemurias represent the Tarsiers, Lemurs, and Lorisoi-
dea. Players should appear with light brown faces and 
large eyes, ears and hairless tails, or light grey faces with 
black around the mouth and eyes and large ears and 
thick, furry grey and black ringed tails. Alternatively 
they may appear with light grey face, dark eyes, a pink 
nose and mouth with no tails. 

Player’s exposed “skin” should be covered with makeup 
or body suits or other fi tted clothing. 

Preferred Skills — Kongs prefer the heaviest armor 
they can fi nd, and any weapon they can get their hands 
on.  Ikas prefer moderate armor which allows them to 
be more agile, while Lemurias prefer the scholarly arts 
over the martial arts.  No Primate Feralkyn likes deep 
water - they enjoy shallow water but fear deep water.
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General Facts about Primate
Feralkyn

Lifespan — Primate Feralkyn live between 50-70 years. 
Children are considered adolescents or young adults 
around age fi ve.

Primary Racial Traits — Kongs are the largest of all 
Primate Feralkyn and are best suited to being warriors 
while Ikas are wiry with sleek and slender builds better 
suited for climbing and agility. Lemurias are the small-
est in stature and not as well suited to more physical 
pursuits.

Strengths — Kongs are physical powerhouses, by far 
the strongest and most awe inspiring. Ikas are clever 
and cunning, surpassed only by their natural agility 
and balance. Lemurias are observant and intelligent 
and are almost never goaded into rash actions.

Weaknesses — Kongs’ honesty makes social interac-
tions a strain. While Kongs believe their actions are 
noble and right, many times, no one wants to hear the 
absolute truth. Kongs are single minded, not always 
thinking outside the box. Ikas are prone to trouble 
making. Impatient by nature, they fi nd themselves in 
the middle of bad situations out of boredom or brash 
actions. Due to their fascination with magic and se-
crets, very few Lemuria cultivate physical abilities. 
When traveling, Lemuria force themselves into socially 
awkward situations of asking to join other’s groups.

Names and Naming Traditions

As infants, Kongs, Ikas and Lemurias are given birth 
names by their parents. Th ese names are oft en short, 
almost terms of aff ections. Birth names are left  behind 
when Primate Feralkyn reach adulthood. 

Examples of birth names:  Tula (balance), Vian (full of 
life), Sive (sweet), Niu (young girl), Cahir (warrior), 
Chaviv (loved), Dasan (ruler), and Egan (fi ery).

Once Kongs emerge victorious from their coming of 
age challenge, they gain their adult name. Adult names 
are the Kong’s birth name, the birth names of their fa-
ther and mother, and the birth name of the instructor 
they bested in combat. If travelling outside the Tribe, 
most Kongs use the fi rst name in their adult name for 
simplicity’s sake.
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Ikas gain their adult use name once they have present-
ed all the items from the scavenger hunt and told the 
tale of how all the pieces were acquired. Th eir new use 
name is derived from the tactics they used to succeed 
in the scavenger hunt.

Example adult Ika names: Nibi (Beg or Borrow); Squea 
(Sings-along); Kinoria (Quickfi ngers); Hyglae (Nim-
ble-tail); Kwasi (Daintypaws); Tzilla (Shadow); Haska 
(Trails-along); Bem (Roof-runner); and Perine (Dive). 

Once a Lemuria successfully casts the High Magic ritu-
al they chose a new adult name, usually including some 
small piece of lore or history attached to their preferred 
path of magic. 

Example adult Lemuria names: Lunar (moon); Viv 
(life); Kalpa (life); Aella (wind); Agni (fi re); Anila (air); 
Char (fi re); Chula (stone); and Timor (rock).

Garb

Kongs are almost always found wearing armor of some 
kind. Th ey favor chest plate coverings so as to be able to 
intimidate their enemies by beating upon their chests 
before battle. Ikas are masters of stealth and conceal-
ment. As such most Ikas prefer either form fi tting leath-
er armor, or densely woven fabrics that allow for more 
free range of movement. Most Ikas have an abundance 
of hidden pouches or pockets. Lemurias wear loose 
fi tting robes and cloaks, usually with arcane, magical 
runes embroidered on them. Pouches or bags with the 
ability to protect their magical components and scrolls 
from magical attacks are key.

Male and Female Interactions

Th e three Tribes of primates have diff erent views re-
garding marriage, relationships and the roles of males 
and females. Females remain within the tribal commu-
nity maintaining order while males forage during the 
day or during war time. While most males tend to pop-
ulate the fi ghting force, this is not a social obligation as 
there is a great deal of equality. Kongs prefer individual 
strength and gender does not play a factor. 
Ikas do not believe in a single commitment and instead 
are very open about interactions. Ikas believe personal 
desires are a form of social leverage. Both genders are 
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cunning political adversaries. 

Female Lemurias are revered within the Tribe as the 
bringers of life and masters of Essence Magic and divi-
nations. Males take on the more mundane aspects of 
society such as child care, hunting, foraging and basic 
chores. Males prefer more martial skills but Lemurias 
may train in any skill they wish. 

Interracial Interactions

Primate Feralkyn Tribes hold few, if any, prejudices 
against individual races. Judgments are reserved for in-
dividuals of a race.

Crafts

Kongs excel at craft s and skills that require brute 
strength over brains. Many practice Smithing, although 
their focus tends to be on blunt weapons and plate ar-
mor. Kongs also practice architecture. Ikas love to pass 
the time making puzzle boxes and toys. Most prized are 
their treasure safes and boxes, which usually have no 
key, but rather multiple puzzles and riddles. Lemurias 
are masters of scrollmaking and scroll cases. 

Magic

All three Tribes practice magic. Among Kongs the fo-
cus is on the healing aspects of Essence magic. Kongs 
despise necromancy. Ikas prefer diff erent aspects of all 
three schools of magic: binding magic, necromancy if 
the situation calls for it, and off ensive portions of Wild 
Magic. Lemurias practice all magic; however their fo-
cus is on High Magic and complex magical rituals.

Codes of Behavior

Kongs value honesty above all else. ‘Do not waste time 
with honey soaked words’ is one of the Kongs favored 
mottos. Ikas value cleverness over strength of might. ‘A 
clever mind survives longer than a strong arm’, is one 
of their favored mottos. Lemurias value patience. Le-
murias never rush into anything, always trying to ac-
count for any variable before making a choice or fi nal 
decision.

Life, Customs and Traditions

Childbirth and Childhood

As newborns, Kongs are raised primarily by the moth-
er, with the father foraging for food, or usually tend-
ing to matters of a more military nature. Th e young 
are educated by the females of the Tribe, told tales of 
the legends of their Tribe and shown basics in combat 
and foraging until they reach the age of adolescence, 
around age fi ve.

Ikas are usually born at night. Once the fi rst rays of 
dawn arrive to display the child, the father is identifi ed 
by the markings of the newborn and then sought out. 
Once made aware of his child, the father returns to help 
educate his young and raise them until their coming of 
age challenge. Most Ikas become ready for this chal-
lenge around age four.

Lemuria infants are born all white. Within the fi rst 6 
months of life they are taken to the most skilled Lemu-
rian Sage in the Tribe who uses divination to discover 
which path of magic best suits the young Lemuria. Once 
their path is known, they are encouraged to advance 
their understanding and education in magic and of-
fered every chance to learn to read and write. Lemurias 
reach adolescence around age 6. On rare occasions, a 
Lemurian infant’s path may indicate that they are des-
tined to follow a non-magical path. Th ose children are 
encouraged to learn to read and write but as they grow 
they are provided with instructors in whichever skills 
are needed for them to follow their divined path in life.

Coming of Age

Once Kongs reach the age of adulthood, they are re-
quired to seek out an instructor and master one weap-
on style profi ciently. When they feel they are ready, 
adolescent Kongs challenge their instructors before the 
local Tribe in ritual combat until one of them falls. If 
the adolescent Kongs are successful they are considered 
adults in the Tribe. If a Kong adolescent falls during the 
ritual combat, they are deemed not ready and contin-
ue their training with their instructor. Th ey may issue 
challenge for the ritual combat at any point they feel 
they are ready. Most Kongs succeed in the ritual com-
bat challenge by the third attempt, however no shame 
or stigma is placed upon those who may take longer to 
complete the ritual challenge. Upon becoming adults 
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they are eligible to seek out a suitable mate to help con-
tinue the Tribe’s existence. 

As they come of age, all Ika children are brought to-
gether and given a list of objects they must acquire, 
the means of which are not questioned as long as none 
meet their permanent death. Th is great scavenger hunt 
is held throughout the course of an entire day and 
night, ending in a great feast of celebration. Children 
who are not able to fi nd every object by the feast are 
not ready to become adults and must wait another year 
before attempting the Great Hunt.

Once Lemurias believe they are prepared to be consid-
ered adults, they state their intent before the Tribe. Th ey 
must gather the required components and scroll to cast 
the ritual of Adulthood. Th is ritual, known only among 
the Lemuria, forever changes a Lemurians markings to 
show they are now an adult. Even those Lemuria whose 
path is destined for skills outside of magic are able to 
cast this ritual.  

Marriage and Relationships

Each Tribe values marriage and relationships diff er-
ently. Kongs mate for life with a single female. Females 
rarely travel once they are mated unless their mate 
travels with them. Ikas rarely form permanent commit-
ments with any partner. Lemuria females choose their 
mate by presenting the male of their choice with a piece 
of starfruit. Males have little say in the matter and those 
who reject the gift  are ostracized from the Tribe.

Death

Death among the Tribes is a time of great sorrow. If the 
death is of a child, the entire Tribe mourns for the loss. 
Sounds of grief can be heard up to a mile away. If an 
elderly Tribal member is dying, close family members 
spend the fi nal days grooming the dying relative. When 
death occurs only the immediate daughters remain 
next to the body for a period of one day. Males work 
through their grief with physical aggression. Tribes 
have created sparring rings in which males may work 
off  their grief. 

Society and its Organization

Politics

Primate Feralykn practice democracy. Every adult of 
the Tribes gets a say when a decision needs to be made 
and a majority vote among all adults is needed for the 
approval or rejection of any decision. Informal meet-
ings are held nightly around a central bonfi re and these 
serve as a time for grievances to be aired or accomplish-
ments to be recognized.

Religion

As a whole, Kongs worship the Paragon of Life, Ikas 
worship the Paragon of Air and Lemurias worship the 
Paragon of Water. Individuals are welcome to worship 
other Paragons or deities.

Trades, Training and Education

From the moment they can hold their chosen weapon, 
Kongs are trained daily in the most effi  cient practice 
of that weapon. Many Kongs will learn a variety of 
weapon types once they reach adulthood. Kongs focus 
on defense and tactics as well as tracking and forag-
ing. Most barter their skills as blacksmiths or guards 
while travelling. Ikas cultivate agility and fast thinking 
through daily games of tag and fi nders keepers. Ikas 
love to practice puzzles and riddles and hold frequent 
riddle contests to keep their skills sharp. Ikas fi nd that 
their skills as problem solvers come in handy when 
traveling. Lemurias stick to structured and rigid pro-
grams of study. Students switch into and out of indi-
vidual classes based upon their aptitude. Tardiness and 
laziness are never tolerated. Most Lemuria earn livings 
as scrollmakers and apothecaries or barter with their 
knowledge and skills at magic when traveling.

Military

Primate Feralkyn maintain small militias which help 
guard their territories. Militas are staff ed by volunteers 
who serve up to two years. Offi  cers among the militias 
are career-soldiers. In times of hostility all Primate Fer-
alkyn old enough to wield weapons or magic will stand 
in defense of the Tribes.
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Law and Punishment

Troublemakers are disciplined with varying degrees 
of punishment. Crimes which directly harm another 
are punished more harshly than crimes that indirectly 
harm another. Troublemakers are off ered three chances 
to reform their ways before they are outcast from the 
Tribe. Murder is always punishable by death.

Guilds and Merchants

Primate Feralkyn may join Guilds during their travels. 
For many, Guilds can serve as pseudo-family groups. 
In general, the Tribes are insular and not as open to 
wandering merchants. Tribes are able to meet most of 
the needs within the Tribe. Th ose who travel away from 
the Tribe may return with new goods or skills to share 
among the members. 

Location on Valara

Th e Tribes all inhabit dense forests on the continent of 
Survahl. Elaborate tree houses are standard for all three 
tribes. Walkways are commonly strung between houses 
to allow for easier travel.

Equine Feralkyn

Personality Traits

Equine Feralkyn, which includes horses, bovines, an-
telope, deer, mules, burros and donkeys, are typically 
some of the calmest Feralkyn.  Not easily excitable, these 
Feralkyn are easy-going in nature. It takes a great deal 
to rouse their passion or fury but if those are roused, 
Equine Feralkyn go into beserker-type rampages, using 
anything in their power to protect themselves or those 
in their care who are threatened. 

Out-of-Game Racial Requirements

Makeup — Equine Feralkyn exhibit a diverse array of 
coat colors and distinctive markings. All Equine Fer-
alkyn are required to have ears and tails.  Basic coat 
colors among Equine Feralkyn are chestnut, black, 
bay, palomino or dun, gray or black and white zig-zag 
stripes. Th ere are no all white Equine Feralkyn although 
there can be white Equine Feralkyn with facial patterns 
such as a star or blaze that appears in a gray color. 
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To diff erentiate between bovines and horse breeds in 
Equine Feralkyn, horses may not appear pinto or leop-
ard-spotted. Bovine appear white with brown or black-
splotches. Mules, burros, and donkeys are typically sol-
id gray or cream-colored. Antlers or horns are required 
for antelopes, deer and bulls, as appropriate.

Exposed fl esh should be covered with makeup or cloth-
ing to represent the Equine Feralkyn’s “skin”. Body suits 
and tight-fi tting shirts are useful if players wish to avoid 
painting all exposed fl esh with makeup.

Preferred Skills — Among Equine Feralkyn Herds, 
males prefer martial and combat skills so that they 
are better able to defend their own Herds and fami-
lies against attack. Females are encouraged to become 
Sages or Spellswords since many in the Herd believe it 
is the females job to provide healing. Most Equine Fe-
ralkyn rarely practice Prime magic, preferring Wild or 
Essence magic. Among Antelope Herds, Rogues, Ad-
epts and Wardens are highly prized. While no specifi c 
career path is denied an Equine Feralkyn, it is rare for a 
Herd to have more than one Prime magic practitioner. 

General Facts about Equine Feralkyn

Lifespan — Equine Feralkyn have a life expectancy of 
fi ft y to sixty years. Children are fully grown into adult-
hood by age eight.

Primary Racial Traits — Equine Feralkyn have devel-
oped speed, agility, alertness and endurance from their 
wild ancestors. Th ey are primarily herbivores who graze 
on a diet of grasses and other plant material throughout 
the day. 

Strengths — Equine Feralkyn’s sense of smell, while 
better than Humans, is not their strongest asset; they 
rely to a greater extent on vision. An Equine Feralkyn’s 
hearing is good and their sense of touch is well devel-
oped. Th ey have a great sense of balance.  

Weakness — Equine Feralkyn have two-color, or di-
chromatic vision; their color vision is somewhat like 
red-green color blindness where certain colors, espe-
cially red or red-related colors, appear as a shade of 
green. In addition, they have a strong fi ght-or-fl ight 
response. Th eir fi rst reaction to threat is to startle and 
fl ee, although they will stand their ground and defend 
themselves when fl ight is impossible or if young are 
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threatened. Th ey also tend to be curious and may not 
always fl ee from something that they perceive as non-
threatening immediately.

Names and Naming Traditions

Foals are named by their mother’s within hours of being 
born. Th e name they are given is their true name. If an 
Equine Feralkyn leaves the Herd to travel or is separat-
ed from the Herd for any reason, the Equine Feralkyn 
adopts a traveling name that oft en characterizes some 
aspect of their personality or a unique trait. Equine Fe-
ralkyn true names are usually exotic sounding; how-
ever traveling names can be very mundane and boring. 

Examples of true names: Birkita; Divsha; Dhyana; Ii-
lyse; Ikeida; Meenakshi; Raina; Solada; or Sisika.

Example traveling names: Swift ; Speedy; Blaze; Stripes; 
Brownie; Th under or Bolt. 

Garb

Equine Feralkyn have no preference as to type or fi t of 
clothing. Th ey wear what feels comfortable to them. To 
some that may be loose robes but to others that may be 
fi tted pants and tunics. It is not uncommon for males 
or females to wear kilts or pants, interchangeably. 

Use of Language

Equine Feralkyn, in addition to speaking Common, 
rely on non-verbal communication and body language 
such as stamping feet, head shakes and wide-eyes to ex-
press agitation, fear, distress or other emotions. Bared 
teeth are an expression of anger.  

Interracial Interactions

Most Equine Feralkyn are wary of races and cultures 
that are not their own. Many will judge individuals on 
their own merits rather than judging a race or culture 
as a whole. 

Male and Female Interactions

Th ere are three types of Equine Feralkyn: Mares, Stal-
lions and Geldings. Mares are female, Stallions are male 
and Geldings are neuter. Stallions and young males 
oversee the defense of the Herds while Mares and young 

females are in charge of domestic chores and childcare. 
Geldings serve an important role among Equine Fer-
alkyn as oral historians and teachers. 

Crafts

Geldings practice scholarly craft s such as language 
translations, or serve as scribes, writers, storytellers 
and teachers. Mares practice Scrollmaking and Apoth-
ecary as well domestic craft s such as spinning, weaving 
and pottery. Stallions practice Smithing, and tracking 
and hunting.

Magic

Equine Feralkyn practice all types of magic. Th ey be-
lieve that everything has a place in nature and serves 
to keep the balance. Individual Herds may prohibit a 
specifi c type of magic for reasons known only among 
that Herd. 

Codes of Behavior

Equine Feralkyn believe that the Herd is most impor-
tant. Children are the future and should be protected, 
even if it means sacrifi cing one’s own life to keep them 
safe.  

Life, Customs and Traditions

Childhood

Foals are young Equine Feralkyn under the age of two. 
When an Equine Feralkyn reaches two years old they 
are referred to as Fillys or Colts, respective of their gen-
der. Foals are raised by the herd, although its mother is 
the ultimate authority if punishments are needed. 

Until a Foal has reached the age of two, they are given 
no work and are allowed to play and explore their sur-
roundings. At two, a young Equine Feralkyn begins 
the early parts of education by learning how to iden-
tify plants and other edible forage. It becomes one of 
a young Equine Feralkyn’s primary tasks to gather for-
age to supplement Herd supplies daily. A young Equine 
Feralkyn begins learning the Herd’s oral history and 
testing begins to determine where skills lay in order to 
train the young in those abilities.  
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Coming of Age

Equine Feralkyn are considered fully grown at eight 
years old. Once adults, males move to a bachelor herd 
until they establish their own Herd. Adult females leave 
to join established herds and win a place for themselves. 
It is rare for a Mare to strike out completely on her own 
without the support and protection of other members 
of a herd. 

Marriage and Relationships

Practices vary among individual Herds; however the 
Chief Stallion is typically mated to the Queen and all 
Mares in the group.  Equine Feralkyn stay with their 
preferred partner for life. Th ere are no formal ceremo-
nies to celebrate the commitment between two part-
ners. Stallions take multiple mates among the Herd.  
Among Antelope Equine Feralkyn, males and females 
may either be monogamous for life or a male may take 
multiple mates. 

Equine Feralkyn can crossbreed with other Equine sub-
types, although off spring are always Geldings. Geldings 
never marry and do not form romantic relationships. 

Childbirth

Th e gestation period among Equine Feralkyn varies 
from 11 to 14 months and usually results in one foal; 
twins are rare. Foals are born in the spring because 
mating season occurs between April-June.

When a foal is ready to be born, the mother gathers all 
females of the Herd together to provide support and 
comfort during the birthing process. Females provide 
soothing background noises to keep the mother calm. 
Th e mother breathes into the new foal’s face so that he 
or she will recognize mother instantly. Within days of 
being born, a new foal begins to explore his or her sur-
roundings. 

Death

When death occurs among the Herd, it is a time of 
great sadness. Th e entire Herd mourns the loss. Every-
one gathers to remember the fallen and their body is 
burned on a pyre. Th e Herd recognizes that death is a 
part of life, so mourning does not last more than a day 

or so among Herd members. 

Society and its Organization

Equine Feralkyn are a pack-based society. Th ere is a 
clear hierarchy of rank, led by a dominant individual, 
usually a mare. Equine Feralkyn are social creatures 
able to form companionship attachments to their own 
or to other species. Th ose who seek a life away from 
the Herd oft en carry mementos or seek to form attach-
ments with another group as a substitute “family” in 
order to stave off  feelings of loneliness or isolation.

Geldings are any Equine Feralkyn who either choose to 
forswear their sex in order to follow a life of solitude, 
or are inter-specie hybrids, sterile from birth. Geldings 
become oral historians and teachers for the Herd and 
many spend their entire lives traveling the world col-
lecting stories and observations.  Geldings do not have 
problems with being solitary, although they do feel 
compelled to return to the Herd from time to time dur-
ing their wanderings. Some have described the anxiety 
over separation as being “herd-bound” and returning 
to the Herd for a time alleviates these feelings. 

Politics

Herds consist of a single Queen who oversees the gov-
ernance of daily life, the Chief Stallion and a group of 
Mares, their foals, immature Equine Feralkyn of both 
sexes and Geldings. 

Th e position of Queen is held by the strongest Mare. 
She must be strong not only physically but mentally 
and emotionally as well. She is the most mature Equine 
Feralkyn, responsible for the overall well-being of the 
Herd; she takes the lead when the Herd travels, deter-
mines the best route, when to move from one place to 
another, and claims the right to drink fi rst from water-
ing holes and stake out the best location for grazing.

Below the Queen is the Chief Stallion. Th e Chief ’s main 
role is to fi ght off  both predators and other males and 
keep the group together when the Herd travels. Th e 
Chief Stallion’s position is open to challenges from any 
male who wishes to lay claim to the position. Domi-
nance fi ghts can be violent and result in death if the 
challengers do not establish rules before a fi ght. 
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Since the Herd must cooperate and stick together, a 
“pecking order” was established by the fi rst Queen, 
Amaryllises. Th e Queen or a high-ranked Mare as-
sumes the role of disciplinarian  in the Herd. Other 
Mares in the Herd establish their rank through a series 
of challenges and retain that rank even if the Herd is 
taken over by a new Chief Stallion. If a Mare becomes 
weak, ill or injured her ranking drops. New Mares to 
the Herd assume the lowest rank until they undergo 
the challenges. Challenges are more akin to a series of 
games meant to test physical and mental abilities. Chal-
lenges for new Mares in a Herd are held twice a year.

Males who have reached adulthood travel in a bach-
elor Herd or strike out independently to win their own 
Queen and Herd. Bachelor Herds are stable groups of 
2-15 males with an age-based hierarchy lead by an Uh-
lan. Bachelors stay within the bachelor Herd for an av-
erage of three years, preparing for the time when they 
will fi nd or create their own Herd.  Bachelors sharpen 
their skills with mock fi ghts and greeting or challenge 
rituals. Domestic chores are shared among all bache-
lors. Young males attempting to form their own Herd 
practice raids against other established Herds, in an 
attempt to steal mares away. Once a young male has 
stolen a mare and mated with her, the mare becomes a 
permanent part of the new Herd. Some males choose to 
fi ght for an established Herd by challenging the Chief 
Stallion. If a male wins the challenge fi ght over the 
Chief Stallion, the old Chief is driven from the Herd if 
he isn’t killed in the fi ght. 

Religion

Equine Feralkyn are not particularly religious. Some 
may worship nature spirits but there are no formal reli-
gious practices established among the Herds. 

Education

Equine Feralkyn rely on oral traditions to ensure that 
all members of the Herd learn how their culture came 
to be. Geldings serve as teachers of scholarly-based 
skills such as reading, writing, and languages. Th e Chief 
Stallion teaches young colts and fi llys basic defense and 
weapon work while the Queen or high-ranking Mares 
teach magic and associated craft s. 
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Trades and Training

For male Equine Feralkyn interested in learning mar-
tial skills, training is provided by the Chief Stallion. 
Magic is taught by either the Mares or Geldings. Fe-
males are not encouraged to become fi ghters since the 
Herd believes that Mares better serve the Herd in more 
domestic or magical practices. Males have no restric-
tions and may follow any path they wish. 

Military

Equine Feralkyn do not have a formal military. Th e 
Chief Stallion is in charge of defense among the Herd. 
If danger threatens, young children are placed in the 
center and surrounded by the Chief Stallion and stron-
gest Mares. 

Law and Punishment

Discipline, administered by the Queen or her appoint-
ed Mare, is maintained fi rst through stern lectures and 
chores.If that fails, physical punishment such as biting, 
kicking, or nudging is used to force a misbehaving herd 
member to correct their behavior.  If physical punish-
ment fails to work, Herd members can be kept isolated 
for a short period. As a last resort, members are ban-
ished from the Herd. 

Guilds and Merchants

Th ere are no known Guilds or Merchants among 
Equine Feralkyn Herds. Given their nomadic nature, 
most Herds barter and trade for supplies as needed. 
Craft s must be easily portable over long distances.

Location on Valara

Many populations of Equine Feralkyn exist on Valara. 
Nomadic all but three months of the year, they pre-
fer fl at land, wide valleys, and low hills with plenty of 
ready vegetation. Donkey and burro herds live near 
marginal deserts or rocky, mountainous terrains. Ze-
bra and Antelope herds live in treeless grasslands or 
savannahs.  Bovine herds live in all climates and ter-
rains. Deer herds live in forests. During winter months 
a Herd sets up a single camp within a days travel to 
an established town. Tents and felt-huts are erected and 
the entire Herd settles in. Th ese three months are used 
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as a time to replenish stocks. Th e location of the camp 
varies each year.

Warlings - Orklings

Close to their green skinned brethren, Orklings are 
very similar to Orks, and have green or black skin just 
the same. Th ey have a very primitive society called a 
Mob ruled by a War Leader and a High Shaman. Th e 
War Leader is the strongest Orkling and must show 
his or her dominance daily lest another take the War 
Leader role. Th ese shows of dominance are so brutal 
they can lead to the death of the victim. When fi ghting 
to determine the War Leader, strength is the only fac-
tor, and females can easily earn the right to rule. Th e 
high Shaman is second only to the War Leader, and it is 
the high Shaman alone who will provide council to the 
War Leader. All Shamans are expert in magical skill, 
and most study the path of Essence. While those who 
study the path of Prime Magic are not unheard of, it is 
a rarity.

Since War Leaders rule by strength many Orklings be-
lieve might makes right. Th ey always welcome a fi ght 
and most would rather die on the battlefi eld than run. 
Th ere isn’t much that deters a charging Orkling.

Personality Traits

An Orkling is a survivor who begs, borrows, steals, 
cajoles, threatens, or kills to get what he or she needs. 
Orkling society is brutal to those who cannot take care 
of themselves. An Orkling will start an interaction with 
a show of force and expect that others do the same. 
Th ose of the same Mob share a war cry. A sure sign an 

Orkling is entering combat is hearing this war cry fol-
lowed by the clash of weapons.

Out-Of-Game Racial Requirements

Makeup —  Orklings are required to either paint green 
or black makeup on all exposed skin, or cover their 
skin with long sleeve black or green shirts or body suits. 
Orklings are a varied lot – if a player wishes one can 
add tusks, a pig nose, or pointed ears.

Preferred Skills — Orklings could not survive without 
their weapons in hand. An Orkling is given their fi rst 
knife on their fi rst birthday. Every Orkling trains to the 
best of their ability in at least one weapon.  Surviving 
takes up most of an Orklings time and most prefer to 
spend their time honing their combat abilities rather 
than learning to read or write.

Other — Orklings start with an extra six Health Points 
and an extra three Armor Defl ection Rating at charac-
ter creation. In addition, they may purchase from the 
Resist Weakness; Resist Vulnerable; and Resist Maimed, 
once every ten skill points.

General Facts about Orklings

Lifespan — An Orkling can live up to fi ft y years, but 
this is exceedingly rare and those who live past their 
fourth decade are mostly Shamans.  Many Orklings 
are killed in battle or infi ghting before they turn thirty. 
Orklings are considered adults by age eleven.

Primary Racial Traits — Th e primary trait of the 
Orklings is their strength, especially strength in arms. 
Th ey survive by their individual strength in wielding a 
weapon, and become quite profi cient in their use. 
Strengths — Orklings have tough, thick skin which acts 
almost as a natural armor.

Weaknesses — Quick to anger, Orklings jump to action 
before thinking how their actions aff ect themselves 
and others. With their lust for battle and violence they 
to the front lines in any skirmish. It is rare to see an 
Orkling run from a fi ght. Be it stupidity, hot-headed-
ness or pride in one’s strength, an Orkling is almost al-
ways in the thick of it.

170

V
a

l
a

r
a

n
 C

u
l

t
u

r
e

s



Names and Naming Traditions

Orkling names are short and monosyllabic. Names of-
ten have hard consonant sounds at the beginning.

Some common Orkling names: Tok, Burk, Rok, Dak, 
Reeg, Worg, Vat, Haxx, Dwu, Sog, Keev

Orklings do not use surnames and instead refer to the 
Mob they are from.

Garb

Orkling garb is not the fi nest or neatest, and is usually 
salvaged and repaired from what can be scavenged. An 
Orkling is always looking for clothing in which it is easy 
for one to fi ght, modifying it to suit the wearer better 
in combat. Scraps of thick animal hide with scavenged 
bits of metal is a common sight.

Use of Language

Orklings are direct, simple and loud. Th ey say what 
they feel and mean exactly what they say. If it doesn’t go 
over well they will repeat themselves in a louder voice 
until a shouting match ensues, usually leading to the 
drawing of blades. Orklings speak a native language 
which shares rudiments with ancient Elvish but has a 
lot more grunting, however, they only use this language 
among themselves. All Mobs have at least two Orklings 
who know Common so other races can understand the 
insults and threats of the Orklings. Learning Common 
is given to the weaker fi ghters of the Mob. Th ose who 
are adventurers oft en pick up a smattering of languages 
out of necessity. Incidentally, this is how the Orklings 
fi rst learned Common.

Male and Female Interactions

Orkling interactions between males and females are 
based on strength. Orkling relationships last for either 
one or two pairs of young and then inevitably fall apart. 
Two Orklings who have joined together are known 
as being “Bound”. Bound Orklings argue louder and 
more oft en with their mate than unbound Orklings. 
Th ey fi ght monthly duels to divide up tasks; the win-
ner chooses the easier chores. During the last month 
of gestation and the fi rst month aft er childbirth, the 
Male Orkling takes on all tasks. Orklings continue to 
be Bound until one of three things occurs: one of the 

pair goes to the high Shaman and declares the bond 
void; one Orkling kills the other during a duel; or the 
second litter of Orklings reaches their fi rst year in age. 
Bindings tend to be short aff airs, typically lasting three 
years.

Interracial Interactions

Orkling Mobs are like a stubborn infection that cannot 
be cleansed from an area. Due to the violence which 
exists in and around a Mob, as well as groups frequently 
breaking off  into other Mobs, other races view Orkling 
Mobs and their strongholds as dangerous conglomer-
ations. A single Orkling is not much of a threat even 
when angered, whereas sixty angry Orkling warriors 
are. A wise Moon Elf once said, “A growing Mob of 
Orkling is like heating a pot of water over a fi re. Th e 
more heat applied, the sooner it will boil. Be wary of a 
large group of Orklings when out on the road.” 

Mankind: Orklings view Mankind as a very mixed 
group.  Th ey respect Barbarians for their toughness and 
ability to live in places where others do not live.  Th ey 
view Wanderers unfavorably, seeing their intrigue and 
their drinking as ignorance of what is most important 
in life. Humans must be investigated individually, as 
they can be anything from a talented weapon user de-
manding great respect to an artisan who makes weak 
magic things a fi ghter does not need.

Elves: Orklings hate all Elves.  In the past, the Anturi 
watched as the early humankind and Orklings fought, 
and picked off  the weak Orklings for use as slaves.  Tales 
have grown over time as histories have been passed 
down through the years, and Mobs now tell trouble-
some children that they need to be careful lest a passing 
Elf snatch them.  Th e second thing Orkling children 
are told about Elves is that the proper place for them 
is impaled upon swords and pikes, or crushed beneath 
hammers and maces.

Hillfolk: Orklings look down on all Hillfolk. Th ey view 
Briarfolk and Goblinfolk as weak races and laugh at 
their attempts to use weapons. Dwarvenfolk at least 
make good weapons, but Orklings still fi nd them lack-
ing due to their close association with the other Hill-
folk.  
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Kindred: Orklings respect most Kindred, as they are all 
survivors who oft en cause a lot of harm through un-
expected means.  Th e fi rst meeting with Dragonkyn 
garnered respect. Orklings do not know what to expect 
of Feralkyn, but see them as competent fi ghters.  Flor-
akyn may not have the greatest weapon use, but their 
respect for their toughness and ability to survive in a 
fi ght does give Orklings pause when they battle a Flo-
rakyn.  Faekyn are looked down upon as their seem-
ing inability to use large weapons makes them weak in 
Orkling eyes.

Warlings: Orklings have a favorable impression of all 
Warlings, believing them to have the proper warlike 
outlook of life.  Orklings show strength to Ogrelings 
and Gearlings, and expect the same in return.

Crafts

Orklings engage in a variety of craft s, most with an eye 
towards violence. Smithing is common. Woodwork-
ing is common - most Orkling structures are built 
with felled timber. Orklings use pottery to store goods. 
Jewelry making is not unheard of, but Orkling jewel-
ers mostly focus on rings and baubles that can be used 
as piercings. Orkling craft  items have sharp points and 
angled designs. Th ese sharp points and angles are con-
sidered attractive by Orklings.

Magic

Orkling magic use is uncommon, and those who do 
study magic predominately use Essence magic as heal-
ers for the Mob. Use of Wild or Prime Magic by Orklings 
is less common, although some practice these arts. 
Th ose who take the time to learn a path of magic other 
than Essence gain a following and oft en form a shock 
vanguard in the Orkling fi ghting hordes. Any Orklings 
who follow a path of magic are called Shamans. Th ose 
using damaging magic are sometimes mockingly re-
ferred to as “Th e Voosh”, similar to the sound of a large 
fi re spell or blood gushing from a wound.

Codes of Behavior

To an Orkling, might is right. Any action is permit-
ted, but the action must be backed up with a show of 
strength, oft en in the form of a duel, which is the pre-
ferred way of resolving disputes in a Mob.

Duels are highly regulated in Orkling society.  Th e chal-
lenged chooses whatever weapon they desire, and the 
challenger gets to choose the location. Using magic in 
a duel is considered cowardly, tantamount to admitting 
defeat.  Also, while the challenged may select a weap-
on which their opponent has no ability to use, this is 
viewed as a cowardly move. A common choice by the 
challenged is loosely translated to “whatever best suits 
you”. Duels continue until one party yields, seeks res-
urrection, or takes their fi nal death. It is not uncom-
mon before a duel begins for Orklings to agree to a duel 
without quarter, and fi ght to the death.

Th e exception to the no magic rule is a duel to deter-
mine High Shaman.  While Shamans are expected to 
possess some weapon skill, the challenge of High Sha-
man is one of magic alone.  Th e duels for War Leader 
and High Shaman are almost always to the death. 

Life, Customs and Traditions

Childbirth

Childbirth is recognized as another mouth for the Mob 
to support for a time. Th ere is no great celebration, just 
recognition that a female will be able to resume her 
normal duties very soon.  Gestation takes fi ve months, 
and for the last month the mother is incapacitated with 
the pain of the Orkling litter growing inside her.  When 
her water breaks, the two oldest Orkling women, called 
“the Harem”, pick her up and carry her into the wilder-
ness. Th ere she has her litter of three to fi ve Orklings, 
and the Harem brings everyone back aft er the birth.

Childhood

Childhood is a tough time. As a child, every Orkling 
must struggle to survive aft er their fi rst year. In any lit-
ter, only one Orkling is expected to reach adulthood. 
Th e others may die in accidents or from malnutrition.  
Th ose who do survive are expected to learn basic food 
gathering skills under the close supervision of others.  
Th ere is no formal training system, although older 
Orklings are expected to teach the basics to younger 
Orklings.  

Coming of Age

When an Orkling reaches maturity in their eleventh 
year, they are recognized as a member of the Mob and 
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given rights to challenge decisions via duels if they 
choose. Coming of age ceremonies vary slightly Mob 
by Mob, but are held in spring and involve persever-
ance through pain.  Aft er the test is complete, the Mob 
celebrates as it has gained new members who can 
contribute to the community.  Common examples of 
coming of age ceremonies involve hunting dangerous 
animals with only simple weapons. In Mobs where the 
High Shaman is the major power, young Orklings oft en 
fast for several days with very little water to show the 
fi erceness of their spirits.

Marriage and Relationships

Two Orklings form a bond for up to fi ve years to have 
Orkling children. Th is is recognized by a time of ar-
guing as the two Orklings divide duties between each 
other. Th e male Orkling takes on all duties when the 
female Orkling enters the last month of pregnancy. 

Orklings are far from peaceful, and their relationships 
strain under arguments.  Eventually, this grows to be 
too much for both Orklings and they agree to end the 
relationship.  Both remain responsible for making sure 
the Orkling children do things, but as any Orkling 
adult can yell at the children this is not a great burden.

Death

Death is an expected part of life.  Orklings tell the High 
Shaman what they want done with their favorite weap-
ons, and upon their death the High Shaman is respon-
sible for carrying out these wishes. It is rumored High 
Shamans sometimes ignore these wishes and instead 
give these weapons to those in power to gain favor. 
Orklings immolate their dead, and aft er battle all the 
dead are gathered together. A massive funeral pyre is 
built to send the souls on to the fi res of Ra’tol.  

Society and its Organization

Mobs

Mobs are the most important function of an Orklings 
existence. In great number comes strength. Both migra-
tory and stationary Orkling Mobs can be seen through-
out Valara. Mobs rarely grow to more than sixty mem-
bers. Th e volatile nature of Orklings and the amount 
of arguing leads to splits among Mob members. Gen-
erally, when a Mob reaches approximately seventy-fi ve 

adult members, it breaks apart into two smaller Mobs. 
Mobs are named for the strongest Orkling of the Mob, 
and it is this name Orklings chant in battle. Th e stron-
gest and the most long-lived Mobs are the Scrathnog, 
Grack, and Tyith Orklings.

Th e “War Leader” is the strongest fi ghter in the Mob 
and has the most respect. Th ey have won many duels 
to earn this title, and always must consider an up-and-
coming youngling vying for control of the Mob. War 
Leaders decide which battle strategies will be employed 
and the order for battle. Th ey also get fi rst choice of 
spoils aft er a battle is won, and all the blame for a lost 
battle.

Similar to the War Leader is the “High Shaman”. Any 
Orkling with the ability to cast spells can demand to 
be called a Shaman, but the most talented Shaman in 
a Mob is always the High Shaman. Th e High Shamans 
are responsible for religious duties, as well as making 
sure the other Shamans work eff ectively in battle. Th e 
High Shaman always respects the War Leader.  

Note: As an important note to character histories, if 
you are the last surviving member of a Mob not only 
are you using a cliché, but an Orkling in this situation 
considers themselves the War Leader of the Mob. Aft er 
all, if you’re the last surviving member of your Mob, 
then you are also the strongest!

Religion

Orklings commonly worship Ra’tol for his fi ery strength 
and passion. Th ey value the unpredictable beauty and 
destructive power of fi re. 

Military

“Not order just strength, for Mob Roashgrats, kill, maim, 
destroy, loot.”

To an Orkling, military means the Mob and its adult 
members. In times of war, everyone is expected to take 
up arms and defend the Mob and help crush their foes. 
Th ose who don’t are regarded as weak and even aged 
Orklings and older children take up arms. Th e young-
est children are watched by the Harem who stands 
guard, armed to the teeth. Orklings consider death in 
battle as glorious and desirable. To die outside of battle 
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is viewed as a waste of life.

Location on Valara

Only one Orkling Mob settlement has been record-
ed. Th e Mob Beng lived in a place called Maw in the 
Jag’d Tooth Mountains.  Few have gotten close enough 
to learn much about this settlement. Th e Jag’d Tooth 
Mountains are an inhospital place, desolate and eerie. 
Fierce winds tear through the mountains preventing 
travel for all but the most fool-hardy.

Creation Myths, Ancient Stories, 
Heroes of Old, History

“Tell you of my Grandfather?  I did not have a grand-
father, I had my father Rhuts and from him sprung the 
entire Mob fully grown.” ~War Leader Gnats to a Va-
laran Elf, shortly before beheading him.

Orkling Mobs split so oft en that the only history they 
remember and teach the young is the Mob’s history, so 
Orkling history is mostly exaggerated tales of battle 
against Orkling Mobs and other groups; the leaders of 
the Mob are remembered until the Mob splits.  None of 
the heroes of the past are remembered. Only one myth 
still exists to explain the origins of Orklings.

The Origins of Orklings

Before Orklings, there were just Orks.  And the Orks 
were losing.  Elves, Humans, Folk, and Kyn drove them 
away, using cowardly tactics instead of just diving into 
the enemy and carving a path.  Th e Orks were running, 
and they were very, very angry.

In the most beaten down Mob, the Mob Beng, who 
barely passes as a Orkling War Leader today, and his 
High Shaman, Frith, had a child.  Some thought it odd 
it was only one child. It was also odd because it was 
black, like the skin had been burnt, which they’d never 
seen before.  Th e fact that he came out scorching his 
mother and leaving her dead was odd, but only because 
Ork babes didn’t usually catch things on fi re that young 
and without a torch.  Beng wondered at this angry, an-
gry child, and called him Lingz.

Lingz grew to terrify the other Orks, being bigger, 
stronger, and always, always angrier.  Others ran from 

him at the mere age of three, for he’d already topple 
grown Orks in duels by throwing them down and bit-
ing their faces off , gnawing until they begged for mercy.  
His black skin grew darker as he grew older, and angri-
er.  Once given a weapon, he stayed and practiced until 
he’d mastered it, then threw it down to get the next one.  
Nothing stopped Lingz.

Finally, eleven years aft er Lingz was born, a scouting 
party of Elves found the Mob Beng.  Broken in spirit 
and tired of running, Beng sent the others out to fi ght 
and turned to hide.  Th en the grumbling Orks heard a 
ROAR, a THWACK, and a dull meaty thud.  Surprised, 
they turned to see Lingz holding a giant rusted sword, 
furiously berating the corpse of his father and their War 
Leader.  Th ey panicked.  What do we do now?  Th ere’s 
no War Leader!

Th en, as the Elves came upon the Mob following the 
roar, they saw a gigantic black-skinned Ork...thing.  He 
roared at his smaller green-skinned kin, and for the 
fi rst time in a while, the Elves saw fury and death in 
Ork eyes.  Th ey fell upon the mostly unprepared Elves, 
hacking at them with wild abandon, driven mad by 
their new War Leader, this blackened thing of night-
mares.

Th e scouting leader coolly appraised the fi ghting, and 
went for the unarmored leader, sensing his death would 
end the rout.  Coming around the melee, he darted in 
to strike but was surprised as the giant spun about, par-
rying and disarming him in one giant swing.  Th e next 
swing took his legs out from underneath him, knock-
ing the wind from him. As he laid there, gasping in dis-
belief, he realized all the others were dead.  Th ey had 
outnumbered this pathetic Mob 3 to 1, and all of his 
people were dead.

And his death was staring down at him, eyes fi lled with 
a paralyzing fury.  It leaned in close and whispered.

“Know this, weakling.  I no Ork.  Mother pray to Ra’tol, 
ask for help against evil Elves and others who kill us 
all.  Ask for chance to strike back.  Ra’tol answer.  He 
make ME!”  And at this the victor picked up his beaten 
foe with one hand and held him to eye level, so the Elf 
couldn’t escape his gaze.

“But Orks not remember. Ra’tol Master of Fire.  You 
ask for Fire’s help, everyone suff er.”  And he laughed, 
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a booming guttural laugh fi lled with hate.  “You live, 
weakling.  You get to tell others of me.  You tell them 
Fire coming.  And Fire not die.”  He then dropped his 
foe, who fell back scrambling to escape.

Th e Elf returned to his people, gibbering like a mad-
man.  He spoke of something new.  Of an Ork like no 
other, who slew his team like nothing, then turned and 
killed all the Orks who survived the rout.  An immense 
Ork with skin like burnt meat, the fury of Ra’tol in his 
eyes and in his attacks.  Smarter, stronger, and much 
scarier.  Th ey never learned his name, but they never 
forgot the chant the Orks repeated as their War Lead-
er cut them all down.  It was the last understandable 
words from the Elf, words he cackled until he died of 
fright years later.

“Ork Lingz!  Ork Lingz!  Ork Lingz!”

Warlings - Ogrelings

Ogrelings may look like ogres but they are not. While 
they share an ancient relation with the monstrous 
Ogres, Ogrelings are more civilized. All Ogrelings 
have yellow or red skin and tusks protruding from 
their lower jaw. Th ey have a very tough skin, helping 
them to be fearless in battle. Usually they are the fi rst to 
charge into battle and almost never run away. Th ere is 
one exception: Ogrelings are deathly afraid of any Fae 
and they fi nd these creatures completely unnatural and 
terrifying. Each handles this fear diff erently and while 
most would just run away from the Fae creature, some 
become very hostile and try to destroy these unnatural 
abominations. Th is fear does not carry over to Faekyn, 
however most Ogrelings are very distrustful of them.

Ogrelings live in groups called Caves. Th eir society has 
always been based around living in a Cave, although 
most have other structures built around the Cave. 
An Ogreling Cave is led by a Cave Master, who is the 
most talented and strongest fi ghter in the Cave. Th e 
Cave Master chooses a Sword Hand and Shield Hand 
to assist him or her in administration of duties. Sword 
Hands are responsible for discipline and order in the 
Cave, as well as making sure the Cave has enough to 
eat. Th e Shield Hand is responsible for maintaining the 
Dance and the training of the young.

Like Barbarians and Orklings, Ogrelings see the world 
in a very primitive way. Th ey are a strong people, but 
are usually less intelligent. Th ey would rather spend 
their coin on anything which would make them a bet-
ter fi ghter. Ogrelings pride themselves on being strong 
and hearty. 

Personality Traits

Ogreling society is based around the Cave and sur-
vival. Th is makes Ogrelings slightly more cautious than 
Orklings. An Ogreling might actually try to fi gure out 
why something may be, and consider personal and 
group survival before engaging in an action. However, 
if danger looms, the Ogreling is a fi erce and unwaver-
ing opponent.  Ogrelings demonstrate a high degree of 
loyalty to those who have earned their trust, and will 
make great friends and adventuring companions to 
those they keep close.

Out-Of-Game Racial Requirements

Makeup — Players who choose Ogreling must repre-
sent the race either by painting red or yellow makeup 
on all exposed skin, or covering their skin with long 
sleeve red or yellow shirts or body suits. Ogrelings must 
have two lower tusks near the mouth.

Preferred Skills — Ogrelings are strong fi ghters who 
value weapons over magic. Th e larger the weapon, the 
better! Orklings prefer to spend most of their time 
training their martial skills and muscles rather than 
their minds. Many Ogrelings cannot read or write. 

Other — Ogrelings gain an extra 15 Health Points and 
an extra one Armor Defl ection Rating at character cre-
ation. In addition, they may purchase from the Resist 
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Weakness; Resist Vulnerable; and Resist Maimed, once 
every ten skill points.

General Facts about Ogrelings

Lifespan —  Ogrelings live between forty and fi ft y years 
of age. Th e longest lived Ogreling was remembered to 
be seventy years of age when she passed. Ogrelings ma-
ture rapidly and are considered semi-adults by their 
fi ft h and full adults by their ninth year.

Primary Racial Traits — Ogrelings rely on strength to 
accomplish things, but they also develop skills which 
help in their survival. Chief of these other skills is agil-
ity, because hunting on hillsides results in many twisted 
ankles and broken legs without it.  Ogreling movement 
on hillsides has evolved into a special set of techniques 
of quick purposeful movements which allow an Ogrel-
ing to maintain balance. Ogrelings call these move-
ments “the Dance.”  

Strengths — Living in the harsh environments of the 
mountainous regions of Valara for many generations 
has caused Ogrelings to evolve into a very hardy race. 

Weaknesses —  Ogrelings rarely use magic for anything, 
and they are neither subtle nor plotting, and announce 
their intentions even if better kept secret.

Names and Naming Traditions

Ogrelings have two names, their true name, “Onameta” 
and use name, “Onamusa”.  An Ogreling chooses their 
Onameta when they come of age, and this will never 
change. When an Ogreling wishes to make a bargain or 
agreement, they will swear to it by Onameta. Th e two 
most important bargains an Ogreling can make: pledg-
ing a commitment to the Cave and swearing to have a 
child.  Most Onemeta names are one to three syllables 
long, oft en ending in “th”.  

Examples of Onameta names are: Rost, Gruth or 
Agarth.

An Ogreling Onamusa is the name which Ogrelings 
use to refer to each other, and this can change many 
times over an Ogreling’s life. Most Onamusa names are 
one or two syllables long.  

Examples of Orgeling Onamusa names are: Huth, Tisk, 
Igar, Leech, Gar or Hur.

Garb

Ogreling clothing is simple and primarily made with 
leathers and furs rather than linens and silks. Home-
spun wool is common. Many Caves keep sheep and 
goats in their mountainous homes.

Use of Language

No one ever mistook an Ogreling for a poet. Ogrelings 
usually keep to themselves, expressing their opinions 
and desires simply and with simple words. Th is oft en 
leads to a perception that Ogrelings are dumb or slow, 
but it shows Ogrelings seek actions rather than words.

Male and Female Interactions

Cave society is commonly divided along male and 
female lines. Males tend to the meager crops which 
Ogreling Caves grow, spin wool and work on building 
structures in and around the actual cave. Females hunt, 
care for young, and care for the animals. All members 
of a Cave are expected to train in weapon use.

Interracial Interactions

Ogrelings approach other races with caution.  Th ey test 
them for weaknesses and make shows of strength as 
they attempt to gauge another.  Th ey have no inherent 
allies among the other races.

Ogrelings hate Fae, and either avoid them completely 
or go berserk at their sight.  Th is carries over to Faekyn, 
as Ogrelings try to avoid them in general unless forced 
into interactions.  When forced to interact, Ogrelings 
say and do as little as possible, as they believe Faekyn 
mislead with everything they do.

Valaran Elves: “Th ey live too long. Remember every-
thing and very proud of themselves.”

Moon Elves: “Th ese Elves are quiet. Be careful what you 
say.”

Dark Elves: “An Elf is an Elf. Th ese just have black skin.”
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ity. Th ey also know basic spelunking techniques. More 
importantly, they know how to safely move through the 
broken terrain of the hillsides, and they are less likely 
to injure themselves when navigating through treach-
erous environments.   

Magic

Magic is rarely used.  Most Ogrelings who use it start 
with Essence magic, but it is common to fi nd entire 
Caves with no magic use whatsoever. Ogrelings value 
weapon use and fi ghting skill, and while they do not 
shun Sages, most children are never taught or exposed 
to magic at all.

Codes of Behavior

Ogrelings seek survival and hate tricks and lies. While 
hesitant to take action, once engaged the Ogreling’s 
sense of honor demands they carry it through to com-
pletion. Ogrelings keep their word and their bargains, 
even if they end up losing in the end. Ogrelings dislike 
Fae and see them as beings that spread trickery and lies 
to everything they touch.  

Life, Customs and Traditions

Marriage and Relationships

Relationships are very temporary aff airs for Ogrelings, 
lasting only until an Ogreling child is weaned.  Mating 
is driven by females, and when they desire to have a 
child they seek a mate from among Ogreling males.  Fe-
males choose a male and ask to evaluate the quality of 
his ropes and wool spinning. If she likes what she sees, 
a female Ogreling makes her potential mate an off er. 
Males can reject a female’s off er, but if a male accepts 
the two Ogrelings pledge to each other to have a child, 
using their true names to bind their pledge. When two 
Ogrelings agree to have a child, the female and the cho-
sen male go before the Cave Master and swear to place 
aside their diff erences and be with each other until they 
produce a viable child. Once the child can eat normal 
food, typically aft er a year and a half, they are given 
into the Shield Hand’s Care, and parents may go their 
separate ways. 

Humans:  “Busy workers, but they will lie to take ad-
vantage of you.”

Wanderers:  “Groups of people wandering around.  
Watch them, as there must be some reason for them to 
need to travel so oft en.”

Barbarians:  “Fierce people much like us.  To gain one’s 
trust is a great boon.”

Faekyn: “One step removed from Fae, but just as tricksy.”

Dragonkyn:  “Too focused on their things. Can always 
get more if you survive.”

Orklings:  “Strong like bull but out of control in battle.”

Gearlings:  “Odd suits of armor, but very good with 
weapons.  What Orklings wish they were.”

Goblinfolk:  “Short lives but watch out for their ham-
mers!”

Florakyn:  “I tried to eat one once; the thrashing it gave 
me will make sure that never happens again.”

Feralkyn:  “A tough lot, strong enough to survive any-
thing.  Give them the respect they have earned.”

Dwarvenfolk:  “What good is an attempt to do the right 
thing if you are dead?”

Briarfolk:  “Odd quick people that speak too fast.”

Crafts

Ogreling craft  revolves around weaving wool and tough 
fi brous plants, and clay pottery.  Sheep and goats are the 
only animals which easily live around the physical cave. 
Th ese animals are integral to Ogreling society, provid-
ing occasional meat and a yearly crop of wool for weav-
ing garments. Ogrelings also excel at weaving plants 
into containers, as this is one of the main ways Ogrel-
ings have to store supplies. Living most of their lives 
in hilly and mountainous areas, Ogrelings are adept at 
mining clay and shaping it into useful vessels.

Ogrelings have adopted skills to suit the rough terrain in 
which they live. Most are adept at mountain climbing, 
and they make natural fi ber ropes to assist in this activ-
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Childhood

Childhood is a tough time, as the Ogreling is expected 
to earn their keep as soon they are released into the 
Shield Hand’s care.  Th e Shield Hand is responsible 
for the upbringing of all children, and takes them out 
to gather simple things and teach them the basics of 
which the Cave expects them to do once they become 
adults.  Th e chief teaching duty of the Shield Hand is 
to teach the Dance to the children.  Th e Shield Hand 
is very skilled in the Dance, and oft en is the best in the 
Cave at the Dance.

Coming of Age

Coming of age happens very early, around an Ogreling’s 
fi ft h year.  Th e Ogreling is not necessarily mature at this 
point, but he or she recognizes one is expected to start 
producing something for the Cave.  To acknowledge an 
Ogreling is of age, the Fire of the Joining is held.  Once 
a year, children spend the entire day building a bon-
fi re, supervised by the Shield Hand.  At dusk, the Sword 
Hand leads the entire Cave to the bonfi re with a single 
torch, and lights the bonfi re.  Th e Sword Hand gives a 
speech about the history of the Cave, and then divines 
an omen from the fl ames of the bonfi re.  Finally, the 
Cave Master comes forward, and each child who has 
reached their fi ft h year swears to the Cave Master to 
help and serve the Cave. In return they expect the Cave 
to provide them safety when they alone cannot achieve 
it. Th e swearing ends with the Ogreling child revealing 
her or his chosen true name. At this time, other Ogrel-
ings who have wandered from destroyed Caves are also 
allowed to bargain for acceptance into the Cave. Ogrel-
ing children are given basic tasks close to the settle-
ment, and come into their own around their ninth year, 
aft er four more years of basic training.

Death

Ogrelings spend their life attempting to escape death. 
A scholar who was studying the Ogrelings correctly ob-
served that Ogreling life was one great Dance carried 
out to avoid death.  A common saying taught to chil-
dren is, “Life is a great chase, with you running ahead 
of a great bear.  Th e bear is going to catch you if you 
stop dancing away from it, and when it does the bear 
will eat you.”  Children are told the bear is named “Rah”, 
or “Roth”.

Ogrelings maintain graves downhill from the Cave, and 
secretly bury their dead at night.  Children are told that 
these are the bear fi elds, and to go there invites the bear 
to attack them.  Adventurous children who venture to 
the bear fi elds oft en suff er misfortunes in the form of 
broken limbs.  Such is the fear these areas hold, even 
adults avoid the bear fi elds in the daytime. 

“Be vigilant – For there is a great bear coming to eat 
you, his name is Roth, and if you stop running he will 
eat you.” ~ Grust

Society and its Organization

Politics

Caves are ruled over by a Cave Master.  Th e Cave Mas-
ter is the strongest fi ghter, and so must be ready to 
prove his or her strength at any time.  A fi ght for Cave 
Master starts as soon as the challenger declares that 
the current Cave Master is unfi t for rule.  Th e fi ght is a 
chaotic aff air, as there are no rules governing combat.  
Th e fi ght continues until one party admits defeat or is 
dead.  Immediately aft er the fi ght, the winner chooses 
his or her Sword Hand and Shield Hand, if needed. Th e 
Shield Hand oversees basic Ogreling education while 
the Sword Hand enforces the Cave Master’s laws and 
punishments.

Laws and Punishments

Th ere are few laws among Ogrelings. Any Ogreling 
who feels they have been wronged declares a duel. Th e 
winner is seen as being in the right and the matter is 
considered settled. Ogrelings who travel have heard of 
local laws, however, since most cannot read, it is rare 
that an Ogreling actually knows the laws of the town or 
Kingdom they are in.

Religion

Ogrelings admit to the existence of the Paragons, but 
are not apt to worship any of them.  A common ques-
tion Ogrelings ask is, “What have the Paragons ever 
done to help me?”  Ogrelings view the Paragons as 
powerful forces who do nothing, and instead of becom-
ing trapped in worship and service to one, they instead 
declared independence from all.  Th e only deity the 
Ogrelings have any interaction with is Seneroth, who 
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gon Ge’lina smiled upon them and gave them a life to 
call their own. She was intrigued by their metal bodies, 
and, upon giving them life, called them her children. 
It was from this evolution that they have become the 
great race seen today. Th ose who see Gearlings for the 
fi rst time are usually overcome in awe, either due to 
their sheer size or their beautifully constructed bodies. 
Th eir metal plates and gears are bound together by pure 
Essence or Prime Magic. Th is light shines out from be-
tween each piece of their body and from runes that 
adorn their surface. Th e strength of a Gearling is mea-
sured by both the metal body and the magic that binds 
it together; however, the magic holding their bodies to-
gether begins to fade as they age.

As a whole, Gearlings appear to be slower and more con-
sidering than other races. Th ey are hesitant to choose a 
side in a dispute or come to a conclusion, but once a de-
cision is reached they will see their plans through to the 
end. When they plan, they create both a primary plan 
and several contingencies for expected diffi  culties and 
unexpected but foreseeable diffi  culties.  At its worse, a 
Gearling’s contingencies can grow to be so absurd they 
are viewed as failing to take action: “What happens if 
we are beset by wolves which breathe lightning while 
we walk through the forest?  What about wolves which 
breathe fi re?  What if I suddenly catch fi re?” However, if 
asked, a Gearling simply says it is better to be prepared 
for any situation.

Th eir culture is built on the supportive structures of 
community. Th ey are never selfi sh – their actions are 
always purposeful and usually for the greater good of 
their community. A Gearling always yields to another 
who is clearly better suited for the task at hand. Lead-
ership in Gearling communities is determined by Th e 
Th rong. Th e Th rong is a group of the oldest or wisest 
Gearlings who help shape policy and procedure in the 
Gearling culture.  A group of Gearlings is known as a 
Crush.

Gearlings are known for their steadfastness and reso-
luteness.  One stands by what he or she has decided 
is important through thick and thin, no matter if for-
tunes turn well or ill from what has been decided. If a 
Gearling calls you friend, you have gained an ally who 
looks past your faults and defend you, but if one calls 
you enemy, you have gained a foe that patiently and ef-
fi ciently plots your destruction.

they spend their entire lives trying to escape.

Location on Valara

Ogrelings live primarily on the continent of Sudareth, 
in a settlement known only as Rosk.

Creation Myths, Ancient Stories, 
Heroes of Old, History

When the sky turned many colors, Orklings, Humans, 
and Ogrelings began to fi ght. Th is quickly turned into 
a bloody stalemate, with the Ogrelings slowly being 
ground into total destruction by the other races.  Th e 
hero of the time, Grust, decided to withdraw from the 
confl icts in the fertile lands and retreat into the moun-
tains.  Aft er a few years of being hunted, the Ogreling 
people were brought together by Grust, who gave a 
great speech.  He declared that Ogrelings must never 
be seen again as a military threat to the other races.  He 
laid down the precepts of dividing the survivors into 
Caves, and from this speech much of modern Ogrel-
ing society was created.  Th e other Ogrelings were dis-
heartened, but saw the wisdom in Grust’s words. Th e 
last thing Grust told the newly formed Caves before 
they dispersed was, “Be vigilant – For there is a great 
bear coming to eat you, his name is Roth, and if you 
stop running he will eat you.”

Warlings - Gearlings

Gearlings were at one time lifeless golems built to serve 
the ancient races of Valara. Th ey were constructs cre-
ated from metal and fueled by the magic of the An-
turi. Aft er the fall of the Anturi civilization, the Para-
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Out-Of-Game Racial Requirements

Makeup — Gearling makeup must cover all exposed 
skin.  Th ere are two diff erent parts: the metallic plates 
and the underlying magic. Th e metallic plates may be 
any metallic color (gold, bronze, iron, silver) or black.  
Th ese plates cover a majority of the form, so most of 
the skin should be this chosen color. It is possible to 
have multiple diff erent colors of plates as Gearlings add 
metal to their bodies as they grow.

Th e underlying magic should be a bright contrasting 
color.  Th e most common colors are green, blue or yel-
low, but it is possible for any color to be chosen as long 
as it is visibly diff erent from the plate color(s).

Preferred Skills — Magic is part of their very being 
so Gearlings commonly learn some magic and prefer 
to use Prime or Essence Magic. Gearlings rarely learn 
Wild Magic since this school of magic is too foreign for 
them to comprehend. Almost all Gearlings eventually 
learn magic and weaponry; even the most devoted Sage 
or Artisan learns to use basic, small weapons. Gearlings 
have an inherent understanding of metal. If one choos-
es to craft , he or she oft en chooses the skill Smithing as 
a natural extension of oneself.

Other — Gearlings gain an extra four Armor Defl ec-
tion Rating at character creation. In addition, they may 
purchase from the Resist Weakness; Resist Vulnerable; 
and Resist Maimed, once every ten skill points.

General Facts about Gearlings

Lifespan — Gearlings live an average of 115 years. A 
Gearling is considered young until their tenth year, 
when they are recognized as adults.  While the youngest 
members of Th e Th rong are no less than fi ft y, it is more 
common for a Th rong member to have seen seventy-
fi ve or more years before gaining the status of elder.  A 
Gearling reaches the end of life close to one hundred 
and fi ft een, and the oldest known Gearling passed away 
during his one hundred and twenty-third year.

Strengths — Gearlings are the least impulsive of all 
the Warling races. Th ey are more likely to form mili-
tary units with an organized hierarchy than the War 
Crushes of the Orklings or Ogrelings. Th ey also give 
consideration to the logistical requirements of war, and 

prepare plenty of usable gear. Gearlings are a great ad-
dition to a team with their melee fi ghting prowess sup-
ported by their innate magical skills.

Weaknesses — Gearlings are stubborn and bullheaded, 
sticking to their plans even when that plan has been 
shown to be less than optimal.  Th ey like plans, and if 
the plan is shown to be completely unworkable they 
will withdraw and come up with a new plan rather than 
try to adapt to the situation.  

Names and Naming Traditions

Gearlings have a preference for choosing numeric or 
geometric infl uences in their names, but this is not 
a hard and fast rule. Created by the Anturi centuries 
ago, naming traditions may also carry an Elven sound. 
Gearling names are oft en interchangeable and unrec-
ognizable as specifi cally male or female.

Common Gearling names: Sequence; Octo; Angle; Arc; 
Chord; Root; Factor; Integer; Monomial; Power; Quad-
rant; Tri; Bi; Mono.

Garb

In general, Gearlings live in town and cities and their 
dress refl ects this.  Th ey wear tunics or shirts as ap-
propriate for the weather, and leggings or other garb as 
suits their personal taste.  Common materials are linen 
or silk. Some Gearlings use leather or hides.

Most Gearlings own a light suit of armor at the very 
least, although they wear it constantly.  On formal oc-
casions, Gearlings don their armor like others don 
their formal best.  Gearlings take pride in their armor 
and keep it polished and ready for use even if they are 
experiencing personal fi nancial diffi  culties.

Use of Language

Gearlings have never had their own language, having 
been originally created to understand and respond to 
the Anturi and their allies. When they became animat-
ed, Gearlings banded together but continued to use the 
language they had been trained to understand, instead 
of creating their own. Over time, the Gearlings learned 
to speak Common. Th ey prefer its use, because it is the 
most effi  cient means of communicating to every other 
civilized race on Valara. Gearlings no longer speak the 
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Anturi language since it is not in common use.

A Gearling tries to be precise and complete when they 
speak.  Th is oft en leads to the perception that a Gearling 
is not as intelligent as other races.  A Gearling would 
say they seek to express a thought completely before 
beginning it, and the extra time spent is needed to en-
sure statements are understood by all listeners.  

Male and Female Interactions

Gearlings may form and take shape as more male or 
more female, but this does not mean gender plays a 
large role in society.  Gearlings consider which individ-
ual is best suited for a task before assigning it.  Gearlings 
themselves only derive a concept of gender from other 
races, and where other races may say “I am a male” or 
“I am a female” a Gearling will state “I am a Gearling.”

Interracial Interactions

Gearling society was originally very insular, but as 
centuries have passed from the time of their awaken-
ing, they have grown to see other races as important. 
Gearlings understand embracing others races will help 
their culture to adapt and prosper, and the need to in-
tegrate with others helps compensate for any inherent 
weaknesses.  Gearlings try to fi gure out what others 
do well and what they do poorly, and then encourage 
those individuals into roles for which they are naturally 
better suited. 

Valaran Elves: “Similar to Humans, they are very good 
in adapting to various situations. However, they are 
more rigid than any Human.”

Moon Elves:  “If you talk to a Moon Elf over a cup of 
tea, make sure you plan to spend an entire evening in 
thoughtful conversation.”

Dark Elves: “Every Dark Elf I have met has always been 
very polite and honorable.”

Humans: “Humans are the most malleable of those on 
Valara. I have seen them excel in a myriad of jobs. To 
befriend one is a treasure.”

Wanderers: “Th ese people are a strange mix of Human 
and something else. Th eir determination is high, but 
their focus is lacking. At times they are hard to under-

stand.”

Barbarians: “Barbarians seem to be a very strong race. I 
want to learn more about these people, but it is hard to 
get close to them. When I off er my hand they shy away, 
but I cannot understand why.”

Faekyn: “Since no two are alike, meeting a Faekyn is a 
curious event. Th ey seem to be just as interested in us 
as we are interested in them. I feel a strong magic en-
ergy in every one.”

Dragonkyn: “Th ese people are even more attuned to 
Prime Magic than some Gearlings. Th ose who I have 
met have very strong opinions and emotions which 
boil over quickly.”

Ogrelings: “A simple people who have very strong spir-
its. Th ey are not as organized as we, but their strength 
of arms must be respected.”

Orklings: “An Orkling is unstable and quick to make a 
decision. Beware when traveling with them. If you do 
not lead them well, they will quickly lead you down an 
uncertain path.”

Goblinfolk: “Goblinfolk seem to admire us. However, 
many times one has been impatient with me when 
trading goods and services for coin.”

Florakyn: “Like us, the gift  of magical life fl ows through 
a Florakyn. Respect them, for I am not yet sure what 
purpose they serve.”

Feralkyn: “In a way, the Feralkyn remind me of a mix of 
Human and Faekyn. Th eir talents are as varied as they 
are.”

Dwarvenfolk: “I feel most akin to Dwarvenfolk. Th ey 
speak true no matter what is said, and they always stay 
true to their word.”

Briarfolk: “Briarfolk make your head spin during con-
versations. When dealing with them, try to keep your 
business short. I have found if I speak the fi rst words, 
and only allow a Briarfolk to say what is necessary; I 
can keep my business with one more effi  cient.”
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Crafts

Most Gearlings know at least the basics of Smithing. 
Th e Gearling mindset, however, leads them to create 
items of functionality rather than beauty, so they do not 
even attempt to challenge Dwarvenfolk for their exqui-
site craft smanship in metalworking. Gearlings pro-
duce practical goods in whichever fi eld they work and 
their work is known for its lasting quality rather than 
its aesthetics. Despite this trend, much like the magic 
which holds a Gearling together, the magic which fl ows 
through a Gearling city brings awe to those who look 
upon its structures.

Magic

Gearlings are creatures of magic.  Even young Gearlings 
feel Essence and Prime Magic fl owing through them.  
Most Gearlings learn to use some magic throughout 
their lives as it is part of their core being. Th e Gearling 
military is known for its strong front-line fi ghters who 
are supported by the rest of its ranks with magical ex-
pertise.

Wild magic is completely unknown to a Gearling.  Upon 
the fi rst encounter with Wild Magic, it caused a great 
panic in Gearlings, however as years passed, Gearlings 
studied the theory of Wild Magic and learned its limi-
tations. Gearlings rarely, if ever, practice Wild Magic, 
as many fi nd the sense of it too strange for comprehen-
sion.

Codes of Behavior

Gearling Crushes seek a concept which Th e Th rong 
calls the “Collective Good.”  Th e idea of the “Collec-
tive Good” holds that all Gearlings have an important 
place in society, and no calling is unworthy if it helps 
the community. A Gearling who collects trash and a 
Gearling healer are both respected by the community, 
and aft er a long period of service perfecting their tasks 
either could be chosen as a member of Th e Th rong.  

Along with the idea of the “Collective Good”, there are 
actions which always lie outside of the good.  From a 
Gearling point-of-view, self-indulgence is the root of 
all these crimes. Crimes that are self-indulgent in na-
ture are severely punished. 

Th ere is a class of Gearlings, known as Th ose Without 
Seven, who go to great lengths to justify their actions 
as good for the Gearling community. Th ey adamant-
ly defend their actions in order to prove that murder 
helps the community remove a possible future threat; 
to argue preemptive violence helps create rule through 
fear, which is desirable over peaceful coexistence; and 
support hoarding for oneself ,which allows one to be 
generous with others in future times of trouble. Th is 
class of Gearling is looked upon with pity by greater 
Gearling society, and these Gearlings oft en become ad-
venturers in order to fulfi ll their desires.

Life, Customs and Traditions

Birth and Childhood

Gearling birth is an odd aff air to witness. It is a fantastic 
ritual conducted once a month on the night of the new 
moon. A collection of metal recovered from both de-
ceased Gearlings and other outside sources is brought 
into “the Zenith Hall” and placed into the “death pile” 
before the “Ritual of Awakening” begins.  Th e Th rong 
joins hands, and begins chanting in harmony with each 
other. One at a time the Th rong begins to dance within 
the circle and around the metal for fi ft een minutes each. 
Lasting for three hours, the ritual culminates when a 
bright fl ash of light fi lls the room. Th is is a signal that 
Ge’lina has once again smiled upon the Gearlings and 
ensured their race will continue with the creation of 
young. Gearling young are created in groups of seven or 
fourteen, and in rare clutches of twenty-one. Clutches 
of twenty-one are considered unlucky, as the resultant 
Gearlings are so small it is diffi  cult for them to survive.  

On extremely rare occasions Gearlings may be formed 
at the height of a full eclipse. So rare it was once thought 
to be rumor, aft er this event only three young Gearlings 
walk out of the death pile. Th ey have no capacity for 
Essence Magic at all, and their plates are always stained 
black. Th ese Gearlings are known as “Nightsmithed,” 
and are a reminder of the unpredictably of life.

Childhood is a time of learning and determining 
which trades and tasks are best suited for the Gearling.  
Gearlings from the age of one to fi ve migrate between 
Gearling adults, staying with diff erent people at dif-
ferent times. Th e young spend the most time around 
cooks, and as they start to get older, those who care for 
animals. Starting at six years of age, a Gearling spends 

182

V
a

l
a

r
a

n
 C

u
l

t
u

r
e

s



one or two years in schooling and in an apprentice-
ship to a trade, depending on the size of the Gearling 
community in the area. Th is continues until a Gearling 
turns nine, when they join a military school for one 
year of weapon and war training.

Coming of Age

Upon turning ten years old, a Gearling graduates from 
military school and begins a three year term of service.  
Most Gearlings serve in some form of town guard or 
military unit, but others serve in their community as 
healers and priests. Aft er this time of mandatory ser-
vice, Gearlings are free to commence any trade benefi -
cial to the community.  However, they must continue 
to practice their military skills, as they are expected to 
join the military in times of trouble.

Marriage and Relationships

Gearlings consider only compatibility when forming 
relationships. While a Gearling is expected to get along 
with other Gearlings in the community, they are not 
all friends.  Strife happens, and sometimes requires the 
intervention of an elder or Th rong member to mediate 
between parties. Th is does not always involve solving 
the problem. Sometimes the resolution is for the two to 
stay away from each other instead.

Some Gearlings may fi nd a perfect match which mer-
its a life commitment. A perfect match always comple-
ments a Gearling to compensate for any shortcoming or 
weakness, but carries no potential social advantage or 
disadvantages. If two Gearlings wish to express a per-
fect match, they merely go before Th e Th rong to receive 
a blessing and the recognition of commitment for life.

Death

Death is an accepted part of Gearling life. When a 
Gearling dies, the metal plates fall to the ground, and 
a magical breeze rustles the grass as the animating 
force of magic dissipates. Gearlings attempt to recover 
these metal plates, and great respect is given to those 
Gearlings who recover these plates from dangerous 
situations. Th ese plates are added to a pile, from which 
the starting material of a new Gearling is derived. Th e 
Gearling is expected to bring the plates to the pile, 
where a Th rong member accepts them.  Th ose wish-
ing to pay their respects to the dead simply come to 

the pile and engage in what remembrance they feel is 
appropriate.

Society and its Organization

Politics

Politics in Gearling society means two things: Th e 
Th rong and Military leadership.  Th e Th rong is com-
posed of seven members and new members are always 
agreed upon by the current Th rong. While any Gearling 
aft er the age of 90 is considered an elder, those actu-
ally selected as members of Th e Th rong have expressed 
leadership traits in community aff airs. Th ey have a his-
tory of service and support of the community. More 
importantly, they have skills needed by the community 
at the present time. How well a Gearling is liked by 
greater society may also play a role.

Military leadership is given to those experienced in the 
ways of war, and diff erent leaders have diff erent skills. 
A history of winning and dedication to the arts of war 
may help to get one chosen for leadership, but under-
standing the arts of logistics and morale are just as im-
portant. A Gearling General is almost always an elder, 
and Th rong member as well, because of the wide range 
of topics mastered through military study.

Religion

Gearlings worship Ge’lina as the great animator of the 
race. Other deities may be worshiped, but Ge’lina is al-
ways fi rst in a Gearling’s mind. Each Gearling settle-
ment has a central building, called “the Zenith Hall” 
containing a shrine to Ge’lina and a ritual circle for new 
awakenings.

Education

Gearling children wander about learning the basics of 
life from any Gearling who cares to share their knowl-
edge. Th is occurs until a child turns six years of age. 
Once a Gearling child turns six, they begin formal edu-
cation at a trade school. Th ese schools last one to two 
years each, and so a Gearling child may attend up to 
three diff erent schools before the required year of mili-
tary training begins at age nine.  
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Military

Before the Awakening, those survivors who became the 
fi rst Gearlings were primarily military drones kept as 
guards in the standing army of the Anturi. Aft er this 
“First Awakening”, Gearlings continued to pass down 
their military knowledge and skill.

As a result, every Gearling settlement, town, or city has 
at least a small militia of highly trained soldiers who 
staunchly defend the community. Training in each 
brigade focuses on organization, tactics, and working 
together as one impenetrable unit. Each military force 
has strong front-line fi ghters supported by their com-
rades who deft ly wield magic for defense and off ense 
during battle.

Law and Punishment

Laws are always written down, and include a phrase 
which forbids any action against the “Collective Good”. 

Th e worst crimes in Gearling society are theft , bribery, 
and premeditated violence. Th eft  is taking what be-
longs to someone else for one’s own.  Bribery hides the 
truth for personal gain.  Premeditated violence shows a 
desire for the good of self over the good of community. 
While standard crimes like assault, murder and arson 
are forbidden, other traits such as hoarding goods or 
refusing hospitality are also viewed as serious crimes.

If these laws are broken, a trial is presided over by three 
members of Th e Th rong, who reach a decision of guilt 
or innocence aft er each side has had 15 minutes to 
present their cases.  Punishment is oft en forced labor to 
teach the value of the common good, but if a Gearling 
commits more than fi ve crimes in their adult life, they 
are banished from the community. Gearlings banished 
from Crushes are followed by specialized Gearlings, 
called “Reapers”. Reapers follow the banished until 
death in order to collect the remains. Reapers can be 
identifi ed by the red plates on the back of their hands.

Guilds and Merchants

All skills and knowledge of trades is passed down from 
master to apprentice. Masters run trade schools at 
which Gearling children apprentice themselves. Each 
Gearling settlement has exactly the number of Masters 

and apprentices needed to maintain the city. If circum-
stances change to merit additional workers for a task, a 
Master seeks out those with the potential for that task 
and begins training new apprentices.

Location on Valara

Th e most well known Gearling city is Alloy City, lo-
cated on the western edge of Survahl.  Gearlings refer 
to it as the “City of Moons and Triangles.”

Creation Myths, Ancient Stories, 
Heroes of Old, History

When the Gearlings fell from the sky, they were but one 
Crush. Th is Crush was led by the fi rst Gearling who 
was awakened by Ge’lina, known as Seven Moons with-
in a Triangle. It was Seven Moons who taught the other 
Gearlings the craft  of smithing and organized battle. 
Seven Moons helped to build the fi rst Gearling city, ap-
pointed the fi rst Th rong, and led the fi rst birthing of 
Gearlings. On the forty-fi ft h anniversary of the awak-
ening, Seven Moons’ spirit left  this Realm. To this day, 
all Gearlings hold the number Seven and the symbol of 
the Moon as sacred, only to be used in naming places. 
Aft er his dissipation, they changed the name of their 
fi rst city to “the City of Moons and Triangles”, in honor 
of Seven Moons.
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