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The width and height of the sum knowledge 
of this history of Thorn is lost. Between 

the Cataclysm, the Great war of Shadow, 
and the lesser war of the Orc Hordes, and 
the disasters of the Great Whomp and the 
wild Evergrowing, a great deal is not known 
to those who live upon the earth. But they 
know a little. Tales great and small are 
spread by the bards and written by scribes 
and locked away in libraries for the future, 
until the next disaster. The following is small 
summation. A bit of the basics of the events 
that shaped this world of adventure.

HISTORY
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Age of Dreams 
Aru, first among the Gods, created the world out of the dying spirit of life 
and death, Erth. He named it Thorn, and spirits mighty and small went 
and lived there, some taking mortal form, others not. 

Other life grew there as well, not forms created by spirits, but formed 
from the dying essence of Erth; her death bringing about new life. It is a 
time of mystery and legend, all that is left is the remnants of crumbling 
ruin or artifact. 

The Cataclysm 
The one fact that is well known to scholars is that the Time of Dreams 
ended with an event that nearly destroyed Thorn. It is known as the 
Cataclysm and is believed that most of the old Gods had perished

Age of Order 
With the destruction or banishment of the Gods, chaos reigned upon  
Thorn. The servants of the Old Ones, such as the Dragons and Titans, 
clashed over territory and power.  Mortals that had come from the world, 
such as Elves, Dwarves and Humans, struggled and often lived in slavery 
to the other powers.

The Dragons eventually dominated all the others and ruled with fiery 
death for centuries. The most powerful, the most terrifying, became 
known as the Dragon-Kings. 

Their time of rule did not last forever, however, each generation of 
dragon became more diluted, soft, greedy and sloth.

The Shining Kingdoms
[1810be-15be] 
As the power of the Dragons decreased their Kingdoms shrank and 
became fewer, the other races gained dominance. Many new kingdoms 
rose. Wars spread like wildfire as the new kingdoms stake their territories 
and a sort of peace was made, all of that nearly came to an end with 
Morkat. 

The Shadow War
[15be-0e] 
The Last of the Dragon-Kings, Morkat the Despoiler, Morkat the 
Lich-King (For he had long achieved...and some say the first to do so ... 
the ultimate undeath) waged mighty war upon the lands of Thorn. His 
horde nearly destroyed the Elven Kingdoms and Dwarf peoples. In the 
end it was the might of Alric, a human Wizard from the Southlands, who 
had gathered a horde of his own. Good won over evil. 

The Empire
[0-980e] 
After the war, Alric gathered all the lands to his dominion. He became 
the Mighty ruler of the Empire. The known world found peace under his 
rule for a thousand years until the age was ended by his assassination. 

Age of Chaos 
With Alric dead, chaos ruled. Civil wars erupt with men trying to claim 
the throne, old racial arguments flair. Plague, famine, flood fill the land. 
All is darkness. 

The Evergrowing
[980-1771e] 
Nature itself goes wild. Forests, briars, weeds, overgrow crops and 
villages. Beasts thought extinct roam the land. The mighty dragons, long 
thought to be gone from this world, make a return. It is known to druids 
as the Evergrowing, they alone were prepared of its arrival. 

The Great Whomp
[1209e] 
Magic too had gone wild and unpredictable, some places impossible. 
People blamed the Wizards and their craft for all the problems in the 
world. Lynching became common. Wizards, themselves, became divided 
on the issue. A civil war ensued, known as the Magewar. Fought with 
both small duels and mighty armies, the end of the war was marked by 
the Great Whomp. The Few remaining (the last 100 or so) decided to 
have it out once-and-for-all. A comet was summoned, a small one, and 
ended the war, as well as a greater part of the continent. 

The Orc Wars
[1748-1754e]
Just as order had begun to take tentative hold upon the land, at least in 
the Northlands. The Orc Warlord, Gruak The Skullsplitter, somehow 
organized the scattered goblinoid tribes and led them through a path 
of pillage and destruction not seen since the Shadow War thousands of 
years before. The wars had an eerily similar progression to the Shadow 
War, and ended with a siege of Cross that lasted 5 years, though not as 
dramatically. Gruak died and the resulting leaders fought with themselves 
over who would command and the whole force broke apart. Some 
tribes leaving, some destroying each other, and some finished off by the 
defenders of Cross.

Though how Gruak died remains a mystery. Some say he died by assas-
sination, some by treachery from within his command. The world may 
never know for certain.

The Second Shadow War
[1804e] 
The Kargante Death Cultists attempted to bring back their Dark Lord 
Morkat from the misty past, and brought an army of Orcs and Undead 
to Cross to do it, but were thwarted by sturdy adventurers. 

Azelon’s Doom
[1810e] 
An assault on Immolation’s Lich ruler caused the eruption and creation 
of Mt. Immolation, and the destruction of the city that once was there. 

This day
[1815e] 
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D E I T I E S
The gods walked the earth. They had 

cities of gold and platinum and mithril. 
They discovered and played and worked with 
magic. They waged war upon each other. 
They were not gods, then. But had worshiped 
the Primals. 

After the Cataclysm, the Old Ones ascended, 
in the way one becomes a god, to replace 

those who were destroyed or banished.
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The Primal
Before the Cataclysm, these were the gods the Old Ones worshiped. Not 
many survived the Cataclysm. Those that did fell out of favor, many were 
forgotten.

Cor 

Lord of Chaos 
Symbol: Horned Skull 
Alignment: Chaotic Evil 
Portfolio: Chaos, evil, orcs, slaughter, 
Worshipers: Orcs, Half-orcs, Goblinoids, Evil Creatures 
Favored Weapon: Battle axe 

Known as the Great Devourer, Cor is the god of all evil creatures, a 
favorite of Orcs and Goblins as they are his ‘children’. 

Dogma 
Cor demands his followers to conquer where they can, destroy what they 
can’t, and slaughter everyone they battle. He despises all the other gods 
who have kept him from destroying his ancient enemy, Oel. 

Clergy and Temples 
Cor’s clerics are typically leaders among the tribes of those who worship 
him, or advisers to chieftains who would never make important decisions 
without the blessing of their god. 

Temples are usually the center of the lives of those who follow him. 
They tend to be larger than those of the other gods. Most with fighting 
pits, the really large temples are little more than gladiatorial arenas. 
 

Erth  
The dying Goddess of Life and Nature. (Druids) 
Symbol: A ring of thorns 
Alignment: Neutral 
Portfolio: Life, Nature 
Worshipers: Druids, Elves 
Favored Weapon: Staff 

Erth is the world. She creates the living world from the essence of her 
dying spirit. When she dies the world will end. 

Dogma 
Balance in all things. Protect nature. All that Druid stuff.

Clergy and Temples 
Druids. Stone circles

Oel  
Lord of Order  
Symbol: Cross over a Circle 
Alignment: Lawful Good 
Portfolio: Courage, discipline, honor, nobility, valor
Worshipers: Paladins, human nobles 
Favored Weapon: Mace 

Oel, god of order appears as an elderly man; long white beard, pale 
wrinkled skin, but far from feeble. There is an aura of indefinite strength 
to him. 

Dogma 
Oel demands order from his followers, both in themselves and to 
introduce it to those they encounter. He expects them to uphold ideals 
and justice with an even hand, honorably. 

Clergy and Temples 
Once, very popular during the Empire, Oel is a god in decline. Oel’s 

clerics, few and far between these days, tend to stay within or near cities, 
where they can advise, and aid the rulers in keeping order within their 
influence. Bringing order to the wilds is often left to the champions, 
Paladins few as they are. 

Many of Oel’s temples are in disrepair, or simply abandoned ruins 
(More often than not). A few are in good state, though, typically white 
with lots of fluted pillars and large domes, and intricately carved friezes 
and statues. 

Thoros  
The God of Death 
Symbol: Skull 
Alignment: Neutral 
Portfolio: Death, sickness, disease 
Worshipers: Sooner or later, everyone. 
Favored Weapon: Scythe 

Thoros is the god of death. 

Dogma 
Death is a natural part of life. Support and prepare the dead and the 
living for the next world.

Clergy and Temples 
Crypts and cemeteries are holy places for the priests of Thoros. Dislikes 
Necromancers who try to cheat death and desecrate the dead.
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Volaris  
The God of Fire 
Symbol: Flame 
Alignment: Neutral 
Portfolio: Fire 
Worshipers: Fire Creatures 
Favored Weapon: Morningstar  (usually on fire) 

God of fire, purification, and renewal. 

Dogma 
Passion is primary among the priests of Volaris

Clergy and Temples 
Not too many of these around. Assuredly there are some hidden temples 
in the mountains or deep in the Underdark. Some blacksmiths have a 
shrine to Volaris by or on their forges.

Aeros  
The Goddess of Air 
Symbol: Spiral 
Alignment: Neutral 
Portfolio: air, weather, birds 
Worshipers: Sailors, birds. air creatures. 
Favored Weapon: Bow 

Aeros is the goddess of air. 

Dogma 
Aeros guids and directs her worshipers through signs and portents. 
Rejoyce in her blessings. Pay heed her warnings.

Clergy and Temples 
Clerics of Aeros are messingers and couriers, either of their goddess, or 
of the other gods. Like others of the the Prime, and even more so, clerics 
of Aeros are extreemly rare, temples unheard of. 

Torros  
The God of Earth 
Symbol: Block 
Alignment: Neutral 
Portfolio: Earth 
Worshipers: Earth Creatures 
Favored Weapon: Maul

God of earth, protection, and support. 

Dogma 
Duty is primary among the priests of Tarros

Clergy and Temples 
Like others of the Prime, the worship of To rros is pretty unheard of. 
Adventurers may find a temple in long forgotten ruin. Mostly, one can 
find the occasional shrine near mines or quarries. There is an old custom 
of putting his symbol above the door of a home.

Wyreis  
The God of Water 
Symbol: Wave 
Alignment: Neutral 
Portfolio: Oceans, seas, rivers, lakes and puddles. 
Worshipers:  water creatures. 
Favored Weapon: Spear 

Cykos is the god of water. 

Dogma 
Pure water is good. Drown the corrupted.

Clergy and Temples 
Since Cea is the popular god amongst mortal worshipers of the seas and 
rivers Cykos is unknown to all but scholars and creatures of the elemental 
plane of water..
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The Old Ones
Before the Cataclysm, the Old Ones walked the land, descendants of the 
first spirits who came to live on Thorn in mortal form. The Cataclysm 
nearly destroyed them all. A few managed to ascend to take the place of 
the gods who died.

Azh  
The Corruptor 
Symbol: Dagger 
Alignment: Evil 
Portfolio: Killing, lies, murder, poison 
Worshipers: Conspirators, assassins, murderers 
Favored Weapon: Dagger 

Ash is the god of temptation, seduction, and corruption. During the 
event known as the Cataclysm, he was imprisoned in a small plane. He 
has spent his time since then scheming and plotting to gain his freedom...
and revenge. 

Dogma 
First and foremost among the clergy of Ash is to free their god from 
imprisonment. Not an easy task, it seems. Other goals include the spread 
of corruption amongst the nations as well as furthering attempts to gain 
power (in all its forms) while taking it away from his enemies. 

Clergy and Temples 
From the time of the Empire, worship of the god has been a capital 
crime (One of the few laws to survive the chaos after the break-up of the 
Empire) Most Clerics practice their devotion in secret, often as clerics of 
other deities. 

Temples are usually shrines placed in basements or away in dungeons, 
away from the prying eyes of others. 

Cea  
Master of the Seas 
Symbol: Three Fish 
Alignment: Unaligned 
Portfolio: Judgement, storms, seas, rivers 
Worshipers: Fishermen, sailors, coast dwellers 
Favored Weapon: Trident 

Cea is the god of the oceans and weather. He is a vengeful god who is 
quick to punish those who do not follow the ancient laws, often this 
punishment is considered excessive. 

Dogma 
Cea urges his clerics to enforce and inform others of the law, also to 
safeguard and protect the seas and rivers. 

Clergy and Temples 
Clerics of Cea can be found among seacoasts, lakes and rivers. They will 
often head the local law enforcement, and it is said they can be brutal, 
but they consider their actions just. Especially if Cea decides to punish 
the whole community if he feels his clerics are not fulfilling their duty. 

Temples are large ornate buildings, usually built out on a body of water. 
They are known to have vast libraries of the ancient knowledge of Laws, 
as well as holding cells for lesser offenders. 

Dae  
Lord of Light
Symbol: The Sun 
Alignment: Lawful Good 
Portfolio: Journeys, roads, sun 
Worshipers: Merchants, Farmers, Rogues 
Favored Weapon: Quarterstaff 

Dae is the god of travelers and farmers. He prefers not to visit anyone 
in ‘person’ instead he favors ‘shafts of light’, from clouds parting or from 
some unidentifiable source. 

Dogma 
Clerics of Dae wander Thorn, serving his will. Dae particularly hates 
undead of all types and urge his servants to destroy them whenever 
encountered. Clerics of Dae will often accompany merchant caravans, 
considered good luck by the merchants 

Clergy and Temples 
Clerics of Dae are typically dressed for travel. They often have weathered 
boots and cloaks as well as weathered faces. They spend most of their 
time traveling...helping a community bring in a harvest or shear some 
sheep. They go out of their way to villages or towns endangered by 
undead. 

Dae have no temples to speak of. There are meeting places, usually in 
the wild, marked by small shrines designed to mark the passing of the 
days.

Lum 
Goddess of the Forest 
Symbol: Crescent Moon 
Alignment: Good 
Portfolio: Art, elves, forests, healing, moon 
Worshipers: Elves, bards, rangers, woodsmen, hunters 
Favored Weapon: Longbow 

Lum is the goddess of the woods, nature, and animals. 

Dogma 
Clerics of Lum serve as guardians and wardens of the woods of Thorn. 
Their duty is the preservation of its balance and beauty 

Clergy and Temples 
The Clerics of Lum live in the forests of the world keeping guard from 
evil who would exploit its resources. They wear cloaks of green and 
brown, and prefer the use of the longbow, when action is required. 

Temples are little more than a grove of trees with a small shrine 
indicating a place preferred by Lum, Often at the base of a large oak tree 
or along a meandering stream. 
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Moz  
Master of Magic
Symbol: Eye in a triangle 
Alignment: Unaligned 
Portfolio: Arcane knowledge, magic, pranksters, tricks 
Worshipers: Wizards, rogues, gamblers 
Favored Weapon: Dagger 

Moz is the god of knowledge, luck, and magic, and like magic, he is 
powerful, untamed and highly erratic. There are those who know that 
this is but one side of the Great Trickster. They have come to know that 
he is equally orderly, passive, and - at times - quite predictable. 

Dogma 
Little is required of the clerics of Moz. Life should be enjoyed. 
Embarrassing a rival is more fun than beating him. Working smart is 
much better than working hard. 

Clergy and Temples 
Not that many communities admit to having a cleric of Moz, not that 
many would want to have one, and many villages have a tendency to turn 
a cleric of Moz away at the gates. Though sometimes they are sought out 
for a bit of arcane knowledge needed (a cure for mystical poison, help 
with the local dragon problem, etc.) with a price not usually paid in gold. 

Moz has no temples, though many a Wizard has a small shrine in his 
tower. 

Rom  
God of War 
Symbol: Bastard Sword 
Alignment: Unaligned 
Portfolio: Brawling, conquest, war 
Worshipers: Fighters, warriors, barbarians, soldiers 
Favored Weapon: Bastard sword 

Rom is the god of battles and war. 

Dogma 
To find battles worthy of songs, and participate in its glory. To favor the 
underdogs and warriors who fight hopeless battles, knowing they are 
hopeless battles. He does not reward foolishness, however. 

Clergy and Temples 
Clerics of Rom tend to serve as advisers in armies or to chiefs of 
barbarian tribes. Some travel with adventuring parties to participate and 
generate glorious combats with worthy foes. 

Rom has no temples save battlefields, or gladiatorial arenas. 

Ruk 
The Builder 
Symbol: Hammer and Anvil 
Alignment: Good 
Portfolio: Crafts, mountains, smithing 
Worshipers: Craftsmen, miners, dwarves, laborers 
Favored Weapon: Warhammer 

Ruk is the god of craft and invention. He is often presented as contem-
plative, and slow to move. Once he does, however, no force can stop him. 
His worshipers include Dwarves who favor craft, and Gnomes, who favor 
invention. 

Dogma 
Ruk wishes his clerics to help preserve the dwarf way of life, do whatever 
they can to reclaim the lost lands and traditions, and to seek vengeance 
upon his enemies wherever and whenever they can. 

Clergy and Temples 
His clerics often provide services as architects and engineers as well as 
offering spiritual guidance to the leaders of the community. Clerics of 
Ruk are a specific caste in dwarf society, above artisans and below nobles. 

The temples of Ruk tend to be small, circular buildings. At the center 
there is a sacred stone on top of seven steps.



Minor Gods
A partial list of the many minor gods of Thorn.

Bast
The God of Cats and Fertility.

Bob
The God of Numbers

Cro
Demigod of Strength

Lirr
Lesser goddess of prose, poetry, literature and art.

Lolth
Goddess of Spiders

Luv
Goddess of Beauty and Passion

Nike
Goddess of victory.

Rao
God of peace, reason and serenity.

Tempus
God of Time

Tiamat
Intermediate goddess of evil (chromatic) dragons, conquest, 
greed and cruelty.

Tor
God of Thunder and Lightning

Toth
God of Knowledge and Books

Valkar
Lesser god of courage.

8
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A T L A S
Herein lies the lands, and water, of Thorn. 

There are three primary continents; 
The Northlands, the Southlands, and the 
mysterious Eastern Realms. Below is recorded 
the major hills, mountains, forests and plains 
of each, though details may be lacking. 
Much has changed over the ages, the lands 
bear little resemblance to those before the 
Cataclysm, or the Great Whomp for that 
matter.
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The Northlands
The region of the Northlands is a vast continent ranging from the Jungle 
of Armoth to the Old Black mountains of the Northern Wastes. Much of 
the land is wild countryside overrun with animals and monsters, as well 
as large Orc and Goblin tribes. Nestled here and there are city-states, 
remnants of the vast Empire. Like an oasis in the desert, they are pockets 
of civilization that survives the force of the Evergrowing.
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Badlands
South of the Black Mountains and west of the great Thornwood lie a 
land of rough rocky terrain cracked with fissures and chasms. It is a wild 
land filled with Orc and Ogre tribes who raid and pillage each other as a 
way of life. The Elves of the Thornwood keep careful watch along their 
northern borders for invasions that sometimes happen but rarely succeed.

Black Mountains 

Running along the ‘top’ of the Northlands lay a range of mountains 
that were the cradle of the dwarves, their ancient homelands. After the 
dwarves were driven from it, the hordes of orcs and goblins and others 
took its holds and caverns as their own, soon after it became known as 
the Black Mountains. Its once green and fertile valleys now are barren 
rock and its grassy steppes now a charred and barren wasteland.

Fair Hills
Nestled south of the Northern Kingdom and west of the Spine lie a small 
patch of rolling farmland belonging to the halflings. There they live in 
blissful ignorance of events around them. Their biggest concerns include 
the tobacco crop and Augge Brukbocs prize bulls.

The Forest of Shadows
Once a part of the Briarwood, the Forest of shadows is a dark and twisted 
place of fear. Not many are quite sure when or how it happened. Some 
theorists blame the evil necromantic magic of Morkat and his followers, 
some cite the Evergrowing and the wild unpredictable energies of that 
time as the cause, or some combination of the two. It may be something 
else entirely. The Elves of the Southern Kingdom seek the answer, for 
they wish to someday reclaim the forest as their home.

Grasslands
The region east of the Grey Mountains, South of the Red River is a vast, 
flat grassland. It is featureless outside from the occasional spots of trees, 
hills, or a stream here and there. The Grasslands are home to numerous 
orc and goblin tribes, as well as tribes of other creatures: gnoll, troll, and 
even savage men.

Iron Mountains
Far on the western shores of the Northlands runs a small range of 
mountains. These are known as the Iron Mountains, and as their name 
suggests the mountains are filled ripe with ore. Iron, gold and platinum 
lie among rich deposits of gemstones. These mountains are also home to 
the cousins of the dwarves the gnomes.

Matachi Road
The Matachi merchants were famous for their ‘exotic wares at a 
reasonable cost’ even before the Empire. So it should not be a surprise 
that as the Evergrowing receded the Matachi were bold enough to be 
the first to attempt to reopen trade routes that had closed because of the 
effects of the Evergrowing. Not too long after, the trade route stretched 
from the Iron Mountains through Cross, and the Coastal cities, and more 
recently into the Southlands to the great city of Elan. This route is called 
the Matachi Road.

Myre Wood
Perhaps the oldest patch of forest on Thorn. It is the only home to 
the Ents. Their stories and wisdom dated back to before the Great 
Cataclysm. The wood is filled with all manner of Fey who tolerate those 
who live outside the wood, but suffer few who enter uninvited. It is also 
home to the head order of Druids.

Red River
The Largest river in the world, the Red River, winds its way down from 
its source in the Grey Mountains draining into the Blood Sea. The 
Lower half is slow moving and lends itself to boat travel. Towns that were 
abandoned or destroyed during the Evergrowing are now beginning to be 
resettled along its banks.

Silver River
To many the Silver River is a mystery. Most of it lies within the Northern 
Kingdom and only the elves who live within the Kingdom’s borders know 
the river’s secrets.

The Spine
The Spine is marked on many maps as the Grey Mountains, its tall 
granite spires impassable save a few passes. Its caves and valleys are home 
to many animals, a few trolls, and several settlements of dwarf houses. It 
is said they settled there to keep close watch on the elves of the Northern 
Kingdom. After the Ordeal of the Three Requests not many dwarves 
trust the goings-on inside that wood.

Tevelry Desert
A desert shifts its sands across the northern coast. There are rumors of 
lost cities of times gone by with treasure waiting to be reclaimed. Few 
dare the desert’s wastes, however, for even to reach the desert’s edge 
means crossing the wilderness; a perilous journey in itself.

Thornwood
South of the Black Mountains and west of the Spine there lies a great 
forest whose trees are as old as the land itself. From outside, the forest 
takes on a foreboding image. The trees are gnarled and overgrown with 
tangles of thorny undergrowth. Not much is known of the wood other 
than it is the home of the Elves of the Northern Kingdom, they consider 
it theirs, and warn others to stay out!

Troll Wood
This swampy, marshy wood has trolls in it.



12

1

9    8

7

5

6

4

3

2

Arrowhead  
1 King’s Castle
2 Temple Square
3 Gate to Mon Burok
4 Green Gryphon Inn
5 Matachi Store
6 Silver Swann Tavern
7 Smith Square
8 Iron Tower (Guild Keep)
9 The Wizard’s Tower (Store)    

N

Arrowhead 
City
Population:  5,442
Government: Monarchy
Religions: Dae, Ruk, Lum
Authority Figures: 
Nestled at the base of the mountain of the same name, Arrowhead is 
what is known as a Gate-Town. Dwarves, being the anti-social beings 
they are, tend not to want people in their Strongholds, but do want gold 
people pay for the goods the Dwarves make. So towns tend to spring up 
around the entrances to said Holds. 

At the edge of civilization, Arrowhead is a bawdy town, full of taverns, 
inns and brothels. Many adventurers use the town as a jumping off 
point to their adventures into the Black Mountains. As such, there is a 
vast number of them in town at any given day. Many of the permanent 
residence of Arrowhead are also retired adventurers, ready to give their 
advice to those passing by. 

Locations
1 King’s Castle
2 Templae Square
3 Gate to Mon Burok
4 Green Gryphon Inn
5 Matachi Store

6 Silver Swan Tavern
7 Smith Square
8 Iron Tower (Guild Keep)
9 The Wizard’s Tower (Store)
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Bag’s Hill
Town
Population:  230
Government: Democratic
Religions: Lum, Dae
Authority Figures: 
A village that lies just off the Matachi Road. Also a place where trade is 
done with the Halflings from the Fair Hills, who prefer to trade with the 
big peoples outside their borders.

Locations
1 Town Hall
2 Apple Pie Inn
3 Baker
4 Big Barrel Tavern
5 The General Store
6 Blacksmith
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Barter
Village
Population: 135
Government: Feudal
Religions: Lum
Authority Figures: Baron Leo VanGeurt
A sleepy little village just south of Kingston. A common place for 
merchants to stop on their travels to and from Cross. 

Locations
1 The Lucky Stone Inn
2 Blacksmith
3 Baker
4 Butcher
5 General Store
6 Meeting Hall
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Barstone
City
Population:  5,450
Government: Shared Merchant Council/Theocracy
Religions: Oel
Authority Figures: 
A major trading city west of the Spine. It has many old wizard towers 
that no longer hold wizards. They are now the homes of Nobles who 
took them over after the Magewar. 

Locations
1 Main Square
2 Temple to Oel
3 The Falling Timber Inn
4 Myrt’s Mysterium
5 Merchant’s Guild
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Crest Valley
A peaceful verdant valley that lies on the west coast of the North.

Cursed Tower
An old wizard’s tower, now empty and considered cursed.

Derk’s Rangers
A group of ranging defenders who guard the valley from the monsters in 
the mountains, who occasionally raid the valley.

Elf Woods
A very old forest. Home to a community of elves. They’ve made clear to 
the others of the valley that the woods are dangerouos and to travel only 
by the paths.

Kal Kahzar
Dwarven trading outpost. 

Mountain Monestary
Monks train here.

Noble Manors
Several minor noble families from Prince Port have summer homes in 
the valley.

Standing Stones
Druid’s Circle. Also, sacred site to Dae. Common meeting site for the 
valley. Most of the festivals holidays are held here.

Sacred Tree
Holy site for Erth and Lum. There is a large tree.

Hex = 1 mile
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Crestport
Village
Population: 65
Government: Feudal/Mayor
Religions: Cea
Notable Figures:

Bran Blackkettle - Innkeeper/Mayor (45) (widow)
Elsebeth Blackkettle - Inkeeper’s Daughter (16) (brat)
Jon Irons - Blacksmith (38)
Korm Ironbreaker - Blacksmith’s Apprentice
Groad Stormborn - Priest of CEA -(58)
Zed Thistlebrook - Shopkeeper/owner of Zed’s Goods (Gnome)
Nelly Silverleaf - Herbalist - Sister to Trish (64)
Trish Silverleaf - Herbalist - Sister to Nelly (66)
Magaret  - the baker
Gord Ironbreaker - dwarf cooper
Derk Strongblade - Chief Ranger

 

A sleepy fishing village on the west coast of the 
North�

Locations
1 Temple to Cea
2 Lighthouse
3 Grey Whale Inn
4 Stables
5 Blacksmith
6 Cooper
7 Zed’s Goods
8 Miller (windmill)
9 Old Nelly’s House (herbalist)
10 Baker
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Cross  

Large City
Population:  67,875
Government: Monarchy
Religions: Dae, Ruk, Lum
Authority Figures: Queen Amlyn; Jackson, Guild Wizard; Wallace, Guild 

Chief Arcor; Sir Hubred, Commander of the King’s guard; Balur Granite-
foot, High Priest of Ruk; Brandis Hallendor, Guild Council.

It is believed, long before the Cataclysm, When the gods walked 
the earth, the spot that became Cross was a simple meeting place. A 
crossroads. Buildings grew up around it, and it became a village, a town, 
then city. Countries grew and fell around it. It had been destroyed 
countless times by war and earthquake, all long before the Cataclysm 
left it in ruins.

Later, some dwarves find the ruins of the city and would have passed 
it by if they had not found the lands rich with Mithril. They built  and 
secured a mining outpost.

Years pass, and a scouting party of elves find the ruins and the dwarven 
outpost. They would have passed the ruins by, but when powerful 
Mana surges are detected a small outpost is created to investigate it for 
the Council of the Magi. Contact between the dwarves and elves are 
minimal.

During the Shadow War, Morkat took the city over, the dwarven and 
elven outposts besieged. They weren’t his target, however, his goal was 
on old tower in the city that supposedly held some great and unimagi-
nable power. He never got into it.

After the Shadow War, Morkat defeated, his horde scattered, Alric 
comes and claims the city as his. Opens, enters and claims the tower 
Morkat had coveted. The city becomes the Capitol of the Empire, and 
Alric names it Cross, for the crossroads it once was long ago. The city is 
developed, mutually with the Dwarves and the Elves and the Humans.

When Alric was assassinated, the tower of power he held as his center 
of power seals up again, the trapped souls inside cursing the tower.

Civil war erupted between different houses who would lay claim to the 
Empire. A war that would last centuries. Early in the fighting a steward 
was appointed to run the city while succession was determined and the 
city would not get involved in the conflict, and would often be a neutral 
place for different factions to meet.

Shortly after the Great Whomp ended the Magewar, the Guild was 
formed and claimed Alric’s tower. With the Guild in town, matters 
became better. and people of Cross are grateful to them.

Locations
1 Main Square
2 Temple to Ruk
3 Temple to Lum
4 Temple to Oel
5 Mon Dur Gate
6 The Black Tower
7 Elven Court of the Southern Kingdom
8 Parliment
9 King’s Castle
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Greytower
Town
Population: 1200
Government: Feudal
Religions: Oel
Authority Figures: Baron Cheven VanCurt
A small city on the Matachi Road.

Locations
1 Castle
2 Wizard’s Tower
3 Temple to Oel
4 Shrines to the Gods
5 Green Gryphon Inn
6 Blacksmith
7 Temerin’s Trade Goods



21

Hightower
Town
Population: 375
Government: Magocracy
Religions: Ruk, Moz
Authority Figures: Benjamin Kerrask (“wizard”), Marge Hesten (librarian)
Hightower has dark grey buildings tall and steepled, slate roofs. It is home 
to mostly craftsmen and artisans. The base of the central tower is a Cafe/
Community center with the largest public library in the North.

Locations
1 Wizard’s Tower
2 Market Square
3 Temple to Ruk
4 Tower Inn
5 Blacksmith
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Immolation 
City
Population:  3348
Government: Feudal
Religions: Rom, Cor
Authority Figures: 
Where I write about Immolation 

Locations
1 The Anvil (colloseum)
2 Blood Keep
3 Slave Square
4 Tent Town
5 Elora’s Dark Emporium
6 House Ezulian
7 house Derani
8 House Brevareo
9 House De’Lar
10 House Karzuuk
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Kingston 
Town
Population:  748
Government: Feudal
Religions: Ruk
Authority Figures: 
As the name suggests, the town of Kingston is a remnant, not only of 
the Lost Kingdom of Ogond, but of the glorious Kingdom of Zin, and 
to a time long before, when the Dragon-Kings ruled the land. Here a 
Dragon-king ruled.

There are marking stones about the town in a great ring, imbued with 
feint magics. The people believe they are good luck, and protect the town 
from harm. Their real use is unknown. 

Locations
1 Old King’s Tower
2 Matachi Merchant’s Store
3 Blue Bear Inn
4 Blacksmith
5 Wizard’s Tower
6 Black Gate Inn



Korton
City
Population: 4,524
Government: Monarchy
Religions: Ruk, Oel, Dae
Authority Figures: 

Where I talk about Kortown.

Locations
1 Bur the Builder Statue (Entrance to Mon ZurDur)
2 Market Square
3 Temple to Ruk
4 Temple to Dae
5 Temple to Oel
6 Zeb’s Magical Emporium
7 Lord’s Keep
8 Bur’s Smithy (In hammer of the statue.)
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Prince Port
City
Population: 8,524
Government: Monarchy
Religions: Cea, Lum, Dae
Authority Figures: Prince Echar Shadowbane

Princeport was formed during the Empire for its interests in the Starlit 
Sea. Also as a place for the Emperor to send nobleman sons to learn the 
art of ruling. After the Emperor’s assassination, Prince Port became one 
of the major capitols as various factions vied to become Emperor. Today, 
the port remains an important center of trade in the west.

Locations
1 Main Square
2 Temple Square
3 Temple to Ruk
4 Temple to Oel
5 Temple to Cea
6 Royal Palace
7 North Gate
8 South Gate
9 East Gate
10 Magic Shop
11 Portal Stone
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Sentinel Bay
City
Population: 6,592
Government: Monarchy
Religions: Cea, Ruk
Authority Figures: Prince Thain Moldevain

Sentinel Bay’s foundations date back well before the Cataclysm. Indeed, 
its named for the giant statue standing in the bay. It and the other statues 
in the bay still humm with magic that no one quite knows how to work. 
Sentinel bay is a center for trade for the western Starlit Sea.

Locations
1 The Collossus
2 Royal Palace
3 Temple to Cea
4 Temple to Ruk
5 Blue Whale Inn
6 Black & Tackle Goods
7 Old Wizard’s Inn
8 Merchant’s Square
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The Coast Cities 

The Coast Cities are the remnants of the Kingdom of Acalti that was 
destroyed in the Great Whomp when the comet was summoned and the 
majority of the continent sunk and the Blood sea was made. They are a 
collection of City–States that are grouped together because they happen 
to be protected by the Great Wall of Zurbed. Each City is independent 
and has its own laws and rulers. They leave each other alone, more or 
less, to their own problems. There is enough strife without having to 
protect oneself from rival cities. There is a fair amount of trade and travel 
between them.
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Cro’s Mound
Cro’s Mound was a city that was ruled by a very powerful, and very evil 
king, Lord Arul, who was an old titan who had been hiding since the 
Cataclysm. One stormy night, Cro appeared and the two fought in epic 
battle. It the end Arul was banished, and the city was laid to waste. Now 
only a monument stands on top of a very large mound.

Dagger Mountains
The Dagger Mountains run through Armoth. Although the northern 
part of the range has tall impassable spires where monsters live, the 
southern part of the range is less rugged. A few displaced dwarf lords are 
attempting to start a settlement there.

The Great Wall of Zurbed
The Great Wall is twenty feet tall ten foot wide, made of steel, and travels 
from the Blood Sea to the Jungle of Armoth. Indeed it continues well 
into the sea and the jungle, circles what was once Acalti’s border. The 
wall was made by the famous Enchanter Zurbed ‘Eagle Eye” Bazurbad 
during the best years of Acalti, when it was most prominent. The wall 
was ordered to be a sign as the Country’s might. It was also in response 
to a Foretelling that the great country was doomed to destruction.

In the end the wall did little to protect the country from its fate. The 
wall still functions though. There are wards and an army of golems that 
protect the wall’s length.

Jungle of Armoth
Speak the word Armoth and you speak of death. Even though it is signif-
icantly smaller than it once was. The Jungle, to many people, symbolized 
the Evergrowing. The times became more chaotic and the Jungle grew. 
At the height of the Evergrowing the Jungle consumed the lower half of 
the Northlands and surrounded Cross. Many of the monsters that came 
from the Evergrowing came from the Jungle. As the crisis is waning the 
Jungle is shrinking. Many doubt it will disappear and still whisper its 
name if they dare say it at all.

Adversity 
Village
Population:  98
Government: Theocracy
Religions: Oel
Authority Figures: Ashuana Berhain, High Priest of Oel
Adversity is a town that is run by a zealous priest of Oel, Ashem Berhain; 
many who meet him know madness has a hold of him. His “divine” 
mission is to purge the world of sinners and blasphemers, usually by fire, 
while preaching wholesome goodness.

Eastbridge
Town
Population: 325
Government: Feudal
Religions: Cea, Lum
Authority Figures:  Prince Jon the Shortblade

A new town, created after the Orc Wars.

Eavesport
City
Population:  6500
Government: Monarchy with a Council
Religions: Cea, Dae, Rom
Authority Figures:  Queen Alyisa
Eavesport is a new city, built after the Blood Sea was formed when the 
continent sunk. In the aftermath of the event many refugees gathered 
and formed the city.

It is  considered the second best port in the Northlands (best being 
Kiri). Eavesport’s main flaw being so far north of everything. The only 
trade is that which flows to Arrowhead. Seeing most adventurers spring 
from that city, a lot of wealth flows as well.
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Kiri
Large City
Population:  13,542
Government: Council of Rulers
Religions: Cea, Lum, Ruk, Dae
Authority Figures: 
Kiri is the largest city of the Coastal Cities, and is the center of trade 
there. Most ships from the southlands stop there, as trade is safer. The 
only other port large enough to handle cargoes on their way to Cross and 
beyond is Moon Shae, and that place is known for its sinister reputation.
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Moon Shae
City
Population:  9,324
Government: Puppet Monarchy
Religions: Rom, Cea
Authority Figures: 
Second largest of the Coastal Cities, Moon Shae it what most people 
think when they talk of the Coastal Cities. Moon Shae is a dirty, 
corrupt, dangerous town. Pirates use the port openly, as they know the 
Burgomaster is paid to leave them alone, the city guard is used to bully 
merchants to pay for their protection. Anyone suggesting any kind of 
rebellion is “dealt with”. People, who aren’t on their way to Cross or Kiri, 
stay in Moon Shae because as bad as it is there, it is worse for them in 
any other place they would go.

Sarl 
Village
Population:  80
Government: Bandits ruled by a bandit king
Religions: Dae
Authority Figures: Jard “Iron Boots”
Sarl was a large and successful fishing port, until the Evergrowing. 
When the Jungle of Armoth encroached to the Blood Sea, Sarl and a 
number of smaller villages were consumed and destroyed. Now only 
ruins remain, and the jungle has retreated. It is also known that many 
bandits and outlaws use Sarl as a hideout.
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The Southlands
The Southlands, the lands of men, is the continent that lies south of the 
Blood Sea and east of the Great Ocean. Before the Empire the land was 
open and the tribes of men roamed the savannah hunting the vast variety 
of wild game, sometimes raiding each other as well. Ruins of old cities 
mark the landscape and were generally avoided by the roaming men.

Since the introduction of other races into the Southlands and the 
formation and subsequent breakup of the Empire, the Southlands 
have been wracked with war, famine, and disease. Only recently, with 
assistance from the Guild, have the wars ended and the plagues cured.
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Adoran 

Capitol: Bazeltor
Government: Monarchy
Religions: Dae, Rom, Cea
Authority Figures: King Azzoel V
Adoran is the oldest country in the Southlands. That is not saying much 
as there have been many countries in the Southlands since the assassina-
tion of the Emperor. Once a small province in the Empire, in the years of 
the civil wars Adoran has seen its borders grow. It is now four times the 
size it had been as a province.

The province of Adoran, during the Empire, had been mainly farmland 
and was known as the bread basket of the world. The people were famous 
for being a stubborn, sturdy folk, and after the assassination and the 
chaos that followed, the people survived.

Akar Desert
Known as the land of the setting sun, this is a land of desolation. At one 
time, deep in the past of the Old Ones, this was a fertile land with a large 
and prosperous kingdom. There are ruins in many places that depict their 
presence here. A priest-king offended Oel in some manner, so the lands 
became cursed and barren.

The lands are now occupied by men who have adapted to the harsh 
lands. They are known as the Akari and have adopted many of the beliefs 
and traditions of the Old Ones who were worshiped there before.

Barraku 

Capitol: Barraku
Government: Monarchy
Religions: Lum, Dae
Authority Figures: Queen Elsial Elderbeth
The region now called Barraku was little more than a wilderness during 
the Empire, the people there were trappers, hunters, sheepherders, 
farmers. The forest there they called the Thistlewood, for the distinct 
tree that grows only there.

Byzmor 

Capitol: DeArtes
Government: Magocracy
Religions: Dae, Rom, Cea
Authority Figures: ‘The Sorceress’
In the years that followed the assassination, the lands and the Kingdom 
of Armoth became engulfed by the Jungle that grew at an alarming 
rate. The lands now called Byzmor and parts now called Lycodora were 
engulfed as well. Peoples were fighting bandits, and disease, and the very 
plants that surrounded them, as well as the beasts that sprang from them. 
Anarchy reigned until the Sorceress came.
Since that day the Jungle receded from Byzmor while it continued to 
grow elsewhere. Chaos became order, an army was gathered from the 
lands to protect them. She has protected her people, from threats, foreign 
and domestic.

Caltra Sea
Set in the middle of the Southlands the Caltra Sea serves as a highway 
of trade. There are many fishing villages and ports along the water’s edge. 
The warm waters are patrolled by the Elan Fleet, a very powerful navy, 
making the sea safe for travel by everyone.

Elan  

Large City
Population:  47,875
Government: Republic
Religions: Oel, Dae, 
Authority Figures: Dergo Berstaot, President; Ellessa Allowood, Guild Wizard
Elan was the Capitol of the last great empire of the titans, It and the 
island, also called Elan, was discovered during the Shadow War.

Men flocked to the “City of the Ancients”, most of them scholars. 
During the time of The Empire, Elan grew. After the assassination of the 
Emperor, many tried to conquer Elan either to start another Empire, or 
simply to loot it. Elan, however, was protected by its mighty fleet (the best 
in the world) and a fair amount of Wizards, who collected to the city to 
learn in the Grand Libraries, until the Magewar.

During the Magewar, Elan became a focal point in the conflict. By 
the time of the Great Whomp, there were very few wizards left alive to 
participate. Shortly thereafter, the newly formed Guild, all three of them, 
offered their support and protection for Elan in exchange for land next 
to the Grand Library, and was granted. There they put an exact replica of 
the library (sans books) of the Great Library of Acalti. The actual library 
perished in the Great Whomp along with the rest of the continent it had 
been on. The Guild has been striving to fill it ever since.

The Green
Home to many of Thorn’s natural wildlife, the forest called The Green 
provides shelter for many of Thorn’s more exotic wildlife: dragons, 
minotaurs, and ents to name a few. There are also wild tribes of Men in 
treetop villages who serve as excellent and inexpensive guides.

Irid 

Capitol: Cyros
Population: 
Government: Monarchy
Religions:  Cea
Authority Figures: “Mad” King Lauros
Born in the fire of Civil War, the lands of Irid were conquered by one 
force, then another, then another. Irid had been three small countries 
who gathered under one powerful general to protect itself from stronger 
forces. Under a new flag, the Kingdom of Irid conquered the lands from 
the Dagger Mountains to the Taers River. Recently, Irid has fallen on 
hard times, the Great Whomp sunk two-thirds of the country, a Dragon 
claimed the capitol city for himself (Forcing everyone to flee) and its King 
fell into madness.

Lycodora 

Capitol: Ez Azeral
Population: 
Government: 
Religions: Dae
Authority Figures: Mahaj Jeraj Darjen (Chief of the largest tribe)
This land is home to a diverse patchwork of clans, sects, tribes and 
religions that have traveled to the land during the Empire. Many believe 
the lands belong to their heritage and not would not be ruled over by one 
of any heritage but their own. Indeed, they only seemed to stop fighting 
each other when some foreign rulers thought the land was ripe for 
conquering, only to discover a united front. Once the foreign threat was 
taken care of the infighting began once again. The only thing Lycodorians 
hate more than each other is foreigners.
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Muckborn Swamp
When travelling the northern part of the river of Sol a traveler can see 
Muckborn Swamp. A horrid, putrid, and smelly place that men avoid 
entering. It is home to the Lizardmen, a savage and brutal race that raids 
many surrounding settlements. The Lizardmen leave travelers on the 
river and the city of Quest at the river’s mouth alone. A pact was made 
with the Empire. Although the Empire is long gone and the Emperor 
dead, the Lizardmen still honor the pact.

Quest  

Large City 
Population:  39,774
Government: Oligarchy
Religions: Cea
Authority Figures: High Lords of Quest; Fizzun Matachi, Guild Master of the 

Matachi merchant guild
Quest as it stands now is a fraction of its size it once was. Like so many 
cities of Thorn, Quest was originally a city belonging to those who 
worshiped the Old Ones. A city that became abandoned and ruined in 
the cataclysm.

When Alric lead the collected army north to fight the Shadow War 
Morkat sent forces South to stop him. The lands around Quest were 
where the first fighting started. After those first victories Men took up 
residence in the city calling it Alric’s Quest.

Sometime after the Assassination the name shrunk to just Quest. It 
remained a large city and remained a Capitol to whatever country rose or 
fell during the Civil Wars. It had been the capitol of Irid until the Dragon 
Barthetherous took the palace for his new lair. 

Nine mysterious men entered the city and slew the dragon. They 
proclaimed themselves high Lords of Quest, and rule the city with a fair 
hand. They sponsor arts and merchants, often hiring Adventuring bands 
to gather wonders to the city. There is a zoo.

Savanna
The lands south of the Red Mountains is a mysterious grasslands. It 
is home to mainly Nomads and wanderers that are descendants of the 
original tribes of Men that Alric gathered to fight Morkat and his army 
of shadow. At the end of the war many went back to their tribesmen who 
stayed in the Savanna. For the most part they want nothing to do with 
the ‘Northerners”.

Thistlewood
Set in the middle of the country of Baraku there is a remarkably normal 
forest with no monsters or fairies of any kind. The country is famous for 
the bows produced from the wood that is harvested here.

Zard 

Capitol: Zard
Population: 
Government: Monarchy
Religions: Dae, Cea, Moz
Authority Figures: Perid Badur
An island in the Caltra Sea, it was protected from the strife and turmoil 
of the Civil Wars by the fleet of Elan. With the motto “the best sunsets 
in the world”, Zard seems to be the vacation spot of Thorn.
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Dwarven Kingdoms
Mon Aknud 

Village
Population:  98
Government: Monarchy
Religions: Rom, Ruk
Authority Figures: King Azur Granitefist

While it is said that dwarves are mighty warriors, the dwarves of Mon 
Aknud make it a lifestyle. They were the last clan out of the homelands, 
as such they remain as the smallest clan still intact. Since the end of 
the Shadow War most Aknud clansmen can be found in mercenary 
groups. While these groups charge three to four times the normal fee for 
mercenary bands, many find the high price worth paying.

Mon Ardor 

City
Population:  1200
Government: Monarchy
Religions: Ruk
Authority Figures: Queen Helga Brightforge

The Dwarves of Mon Ardor are miners with great reputation. Their 
main hold is over a very large vein of Mithril. As such are pretty much the 
only clan that has any kind of relationship with the elves. Reason being 
while mithril is relatively easy to mine, to put it to much use requires an 
arcane process that only the elves have mastered, though it has been said 
that the elves have been teaching the practice. Mon Ardor has dwarven 
wizards, the only clan that does.

Mon Ark  

Town
Population:  325
Government: Monarchy
Religions: Ruk
Authority Figures: King Kug the Greybeard

Other dwarves find those of Mon Ark to be a bit, hmm, different. They  
make ships.  Ships that travel over water. There are rumors of them 
making ships that travel under the water!

Mon Burok  

Large City
Population:  18,524
Government: Monarchy
Religions: Ruk
Authority Figures: King Toral Ironhamer

Mon Burok is the richest of the holds for Arrowhead Peak holds vast 
reserves of Silver and Gold. Indeed the Dwarves of Mon Burok are 
known as great artisans able to craft marvelous works. 

Mon Dak Agor  

Village
Population:  175
Government: Feudal
Religions: Ruk
Authority Figures: Duke Berd Granitheart

Great brewers of the Northlands. The Dwarves of mon Burok are 
famous for their specialty brews and have a healthy trade. The trade 
agreement with the Matachi Merchant Guild is known for the fact that 
the Gnomes don’t make much profit on the ale, itself, but more than 
make up for traffic generated. To get the really good stuff, though, you 
have to travel to the breweries.

Mon Dur  

Large City
Population:  13,489
Government: Monarchy
Religions: Ruk
Authority Figures: King Dukor

The Clan of Mon Dur are famous metal smiths, known for their high 
quality arms and armor. It is said the Grand Master Craftsmen even 
know how to work adamantium. It is likely their forge, in Cross, is one of 
the few places on Thorn capable of doing so.

Mon Durzur  

Town
Population:  589
Government: Monarchy
Religions: Moz, Ruk
Authority Figures: Queen Erdu Brightsoul

The Dwarves of Mon Durzur are great engineers, renown even among 
dwarves. They have a school that only recently allowed entrance to not 
only those dwarves outside of clan but also to non-dwarves, for a hefty 
fee.

Mon Kazad  

City
Population:  1200
Government: Monarchy
Religions: Ruk, Dae
Authority Figures: King Akzok

The clansmen of Mon Kazad traveled the longest after the Shadow War, 
trying to find a proper place to settle. They eventually found refuge on 
the planes of the Southlands. Having no mountains to carve, the dwarves 
adapted. They applied their craftiness on masonry and carpentry, and 
even well known for their ceramics.

Mon Zurdur  

Large City
Population:  10,842
Government: Monarchy
Religions: Ruk
Authority Figures: High King Erbon

Mons Zurdur is the High Seat. It is the clan of Kings. Though most 
Dwarven holds are independent they all answer to the High Seat.

The dwarves of Mon Zurdur are also famous historians. Any scrap 
of heritage and history of the dwarves are within the great libraries. 
Formidable as the wealth of knowledge contained, the librarians weep of 
that lost or left behind during the Shadow War.
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Elven Kingdoms
Northern Kingdom 

The Elves of the Northern Kingdom are 
Isolationists, they distrust all outsiders, and indeed 
consider themselves superior to all the other races. 
They allow none to enter their kingdom save other 
elves...and then only reluctantly. And those who do 
so without permission are never seen again. They have 
little dealings with the outside world and prefer it that way. 

It is said they hold knowledge and wealth beyond measure, but few 
know for certain.

Southern Kingdom 

The Southern Kingdom has been reformed in the 
newly grown Verdant Wood. Having been reliant 
on the hospitality of the other races for so long, 
they are more accepting than their cousins in the 
Thornwood.
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FACTIONS
Here are different organizations that drive 

the world.
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The Guild
The Guild, founded after the Magewar, it seeks to 
control the chaotic nature of spellcasters, and acts 
as a police force. It was founded by three powerful 
wizards: Rupert (then the top member of the Red 
Wizards), Alexander (a powerful necromancer and 
Rupert’s rival), and Ellessa.

Recent events in the Southlands caused what is known 
as the Guild War. Nations rose up and went to war with the organiza-
tion. Eventually cayusing it’s destruction as well as the apparent deaths 
of its leadership.

Organization
There are five major separations of the Guild: Wizards, Arcors, Councils, 
Emissaries, and Acolytes.

WIZARDS are the head of the Guild. They act as a council and vote 
on important issues to the Guild. There is no maximum number for this 
council, but there must be an odd number of them. Right now there are 
three: Rupert, Ellessa, and Jackson.

ARCORS are judges of the Guild. They enforce the Rites and rules. 
Also they can ‘mark’ members as criminals. This mark is an actual magical 
ward that can be seen by any spellcaster.

The Arcors are also captains of the Guild Guard. The Guard are 
normal soldiers, hired by the Guild. Men are hand picked from the elite 
guards of all the countries of Thorn, even some mercenaries.

COUNCILS help with the transition of new members. They are given 
apprentices to guide until the apprentice attains First Circle.

EMISSARIES are non-spellcasters. They are the scribes, clerks, 
advisers, cooks, and servants to everyone else in the guild.

ACOLYTES are everyone else within the Guild (usually spellcasters), 
and their rank is determined by the circle they have achieved.

Circles
Circles are the mark of status in the Guild. Members, who are spellcast-
ers, who do not have a circle are considered apprentices. After First circle 
one loses one’s council and is free to do whatever he pleases. This is where 
the person becomes an Acolyte. At third circle an Acolyte may become 
a Council himself and greet and teach apprentices. At fifth one may 
become an Arcor. At seventh one may be considered a Wizard.

Joining the Guild
If a soul is detected who’s potential for becoming a mage is great he is 
given an assessment. If the assessment is negative, the soul is considered 
too dangerous to be allowed to live and is slain before it is a threat.

If the assessment is inconclusive the soul is considered insignificant and 
is left alone. Borderline subjects are given a stern warning!

If the assessment is positive it is given a Council and is invited into the 
Guild. However the membership may be declined. The subject gets a 
mild Warning). This process is called ‘the Greeting’.

Joining the Guild as an Emissary is an invitation only a Wizard can 
give.

Guild Goals
Recovery: This goal is simply to recover lost histories, artifacts, etc. lost 

in the time of Chaos. This can include spells but it is not limited to that.
Protection: It is the Wizards belief that the times of Chaos was caused 

by an over balance of power caused by too many mages inventing too 
many powerful artifacts, and casting too many spells. This second goal 

states the Guild will; 1 gather and store the most powerful artifacts 
and keep them from anyone. and 2 to keep tabs on mages and prevent 
dangerous individuals from getting to power.

Guidance: The Guild wants, at most, order. The emissaries provide 
guidance and advice to kings and merchants, nations big and small 
[Guidance is not forced- the elves of the Northern Kingdom and most 
dwarf kings do not wish to have Emissaries].

Sanctuaries
There are three main headquarters of The Guild: one is called the Black 
Tower, one the Red Tower, and one the Wizards call the Library.

The Black Tower
The Black Tower lies in Cross. The Black Tower serves, mainly, as the 
Guild’s vault. All artifacts, and magic items deemed too dangerous to the 
public at large, that can’t be destroyed, are kept there. That is why, during 
the Shadow War, Morkat sieged it for many years.

The tower once belonged to the Old Ones and there was a lot of  
powerful artifacts from that time inside it. After the Cataclysm that 
ended the First Age the Tower was sealed up and not a soul walked its 
hallways until Alric opened it with a knock. 

The tower served as Alric’s Court until his assassination. When he 
died the Tower sealed up again, trapping those inside with the assassin. 
It did not open again until Alexander claimed it for the Guild (now newly 
formed 1898 years after the death of Alric). 
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The Red Tower
The Red Tower rests in the city that is now called Rho. It too was a tower 
of the Old Ones and lay amongst ruins. And has had many owners, most 
the apprentice to the Wizard before him.

During the Empire the whole region around the Red tower was 
known as the province of Armoth. It was a wealthy and content land. 
After the Emperor died, and the evergrowing began, the small forest, 
the Palewood, Grew and grew and changed into the Armoth Jungle and 
devoured the country, and most of the Northlands. The Red tower was 
lost.

During the Magewar, when Rupert was on one of his crusades, when 
he was still with the Red Wizards, he discovered the tower, cleared the 
area around it, and took up residence.

It is a square tower fifty foot on a side and one hundred feet tall, though 
the insides are much, much bigger. It is heated by a continuously blasting 
fireball in the main hall on the ground floor.

The tower serves as the Guild’s Bureaucratic center. This is where all 
the paper pushing and intelligence gathering for the guild is located.

The University
The University is a collection of large buildings in the city of Elan, on 
the island of the same name. The main building, simply called the Hall, 
is an exact duplicate, to the stone, of the Academic building of the Acalti 
Magi Guild. It was created, overnight, by Ellessa after she bought the 
land from a noble. She sought to restart the college and started to when 
Alexander visited her to suggest they start the Guild.

The University serves as the knowledge center of the Guild, and most 
apprentices learn there. It is also open to anyone who visits Elan. Most of 
the knowledge stored there, in books or whatever,  is non–magical, non–
dangerous in nature. The Magic texts are secured in a special library 
known only to Councils. The most dangerous magic texts are vaulted in 
the Black Tower.
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The Red Wizards
History
There was a boy named Alric, he would become 
Emperor, he was driven to the mountains now 
called the Red Mountains. There he learned the 
secrets of the Old Ones, his mentor unknown 
(the stories range from daemons to Oel to dragons 
teaching him).

After he came down the mountainside he gathered eight other men, 
men he knew would be powerful because he had the Foretelling, with 
those Eight he laid the foundation for the Red Wizards. The Eight 
sought out others to fill the to teach them to become powerful, because 
they knew Shadow had fallen in the Northlands and they wanted to 
prepare.

The gathered the tribes of men and convinced them to wage war to the 
Shadow. they crafted weapons for them, and aided in battle. During the 
Empire the reds went to the task of researching the towers, that remains 
their main goal.

The Red Wizards most potent magic is that of foretelling, the art of 
seeing the future. They are also accomplished enchanters, they enchanted 
hundreds of weapons for the shadow war. Though there are Reds who 
do other things as well.

Organization
Very little.There is a Council of Nine. Each member is ranked, the 
Leader is called First (this position was first filled by Alric and ended 
when he was assassinated) followed by The Second, The Third, then the 
rest are called by number (Four, Five, etc.) until Nine. But they are only 
so named at Council meetings, or  the rare occasion when all the Reds 
meet (it has happened only three times)

The Council doesn’t really do anything, or anything productive. For 
the most part members are left for themselves to tinker and putz in the 
Red’s Towers. One becomes a Council Member in the order you signed 
the Great Book. So..the Council members are the oldest members.

Aside from the council, there are just members. there is no ranking, 
there is no hierarchy. Everyone is more or less equal. Since everyone 
tends to do things by themselves, no ranking is needed. No one wants 
to bother with trying to track everyone down to determine one either.. 
Things just are.

Joining the Red Wizards
If someone wants to join the Red Wizards, he must meet the full council 
of nine, a hard thing to do since most cannot be found at any given time. 
There are  two key days, holidays, where ceremonies are preformed 
for Alric’s memory. These are prime days to petition the Council for 
membership. unless you are an obvious psychopath, you are granted 
membership. You are given a Red Robe, your name (your true name) is 
signed in the Great Book (the Only records the Reds, as an organiza-
tion, keeps), given a ‘handbook’ (that has a short history, a map of the 
Red Mountains, and guidelines that are so vague that no one bothers to 
follow them), and are wished good luck.

Why would anyone want to join the Reds?
There are hundreds of Towers that line along the Red Mountains 
(named after the Red Wizard). These towers belonged to the old Ones 
and were used to study the Powerful Ley Lines (conduits of Magical 
Energy) that surged through the mountains, and the towers themselves 

seem to act like lightning rods to the energy (The Towers that belong to 
the Guild do the same thing). There is a lot of knowledge and a lot of 
power in those towers.

Due to a peculiar spell crafted by Alric and the other original Eight 
Reds, the towers can only be entered by members entered in the Great 
Book.

The Red Wizard’s Goals
The main goal of the Red Wizards is to gather the secrets of the Old 
ones by researching the towers of the Old One. How that is done is up 
to the individual doing the research.

A second goal would be to fight the forces of Cor wherever they are 
found, but most see the second goal as an extension of the first. Active 
adventuring, battling Orcs and Daemons, is rare for the Red Wizards

Sanctuaries
There are hundreds of towers that dot the Red Mountains, and every 
one belongs to the Red Wizards. After Alric’s assassination and the 
tower in Cross had sealed, a new tower was built near the Oshaie (sacred 
gathering place) for Tindaen, a holiday celebrating the new year..

This Tower is empty, or nearly empty, for most of the year But on special 
Days – Tindaen being one – the Council of Nine meet here to preform 
ceremonies and, if needed, make judgements (but that is very rare). These 
are also the days where  many petition the Council to enter the Red 
Wizards.
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Brotherhood of the Blade
History
It is said the brotherhood was born during the time 
of the Shining Kingdoms, where a like-minded 
group of assassins took advantage of the political 
chaos of the time,  while still remainging a secret 
organization to protect themselves from the Knights 
Radiant. It was often more prudent to send a single 
assassin to deal with rival countries rather then to goto war and waste 
thousands of lives. Especially if outwardly being a ally to said country.

Today, the brotherhood is widely considered a myth, a long dead 
organozation, who’s tales are told in exxadurated form to scare children 
into behave and eat their vegetables. However, they are still active and 
can be called upon to provide their deadly service, for the right price. If 
you know the right people.

Organization
The brotherhood consists of three tiers. There are three captains who 
oversee everyone and acts as judges when members get out of line. There 
are leutenants who oversee the day-to-day operations, assign contracts, 
and may perform special services. Then the rest are the brothers and 
sisters who assassinate.

Joining the Brotherhood
Joning the Brotherhood is an invitation-only sort of deal. They have the 
reputation of being the best at what they do and have a high standard 
for thoes who wish to join. And even at the start, there is a probationary 
period where they will use a potential assassin as contract-freelancer on 
less imporant jobs to test them out.

Sanctuaries
As a secret organization their base of operations is unknown. It is said 
you can contact them from anywhere in the world, to kill anyone in the 
world. It is believed they may operate from one of the outer planes and 
have a powerful patron, perhaps one of the demon princes.

City of doors
The old city of Azeldair, from the old Empire of  Acalti, was the home 
to the Great Wizard Arkabai and his tower, and while outwardly he 
was a generous patron and council to the city and even the country, he 
was secretly one of the  top leutenants of the brotherhood. When the 
Great Whomp destroyed the empire and flooded the region, Arkabai 
transported the city to its own pocket plane. The city now wraps up and 
around inside a great sphere, lit by a beacon emitting from the wizards 
tower, casting a dim light and shadows throughout the city.

At first, the city and its people, operated almost normally, trying 
to adjust to a new life in this pocket plane, but after a decade all that 
remained was Arkabai, who must remain in constant concentration to 
sustain it, and the brotherhood, who use it as a base. They use magic 
upon the many doorframs to go to and from this place to the cities of 
Thorn to do their buisness. They have renamed it the City of Doors.  
This place is not known to anyone outside the organization, for long.

Tools of the Trade
Among the things that make the Brotherhood unique are some of the 
tools provided to its members. Two of note are their Traveling Blade and 
Soul Spheres.

The members who operate from the City of Doors (not all do) are 
provided a Traveling Blade, a magical adamantine dagger that  can 
transform a normal door into a temporary portal to one of the doors in 
the City of Doors. This is done by carving glyph on the doorframe. Most 
traveling blades are one-time use items. Some are one-use-per-day items. 
it is said some leutants, and the captains either don’t need the blades of 
have blades that work at will.

In a world where targets can come back from the dead, some patrons 
request an even more permenent solution (and are able to pay for it). The 
Brotherhood are able to capture a target’s soul using the Soul Sphere. 
Some of these are given to the clients who request it. Some of them are 
given to demon princes, usually because the victim had already sold it 
to them. Most, however are given to Arkabai to fuel the magic used to 
sustain the plane.



42

Sword Masters of 
Oerth
History

The village of Oerth was savaged by a brutal warlord, Mortor. The 
villagers gathered what little gold they had and hired seven swordsmen 
to defend the village and kill Mortor. They did and then stayed in the 
village and opened a school.

Organization
There are only seven masters of the tower of Oerth. They do, however 

train any who come before them who they deem worthy.

Joining the Masters
Many are trained under the Masters, many become great swordsmen/

womane in their own right. Some call themselves masters. But for one to 
join the tower of the masters, you must face the trial of the tower.  

Sanctuaries
The sword masters have but one santuary, the Tower of Oerth
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The Knights 
Radiant
History

The knights were formed, at first, by the elves to help overthrow the 
tyrannical Dragon-Kings. Other races joined their ranks as they defeated 
each Dragon-King. They became defenders of the people, not alligning 
with any single city or kingdom. Over the centuries, however, they 
became corrupted by greed and power, They fell into disfavor with the 
people and eventually disbanded. Now they are just stories.


