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FULL METAL FANTASY ROLEPLAYING

A NOTE TO OUR FANS, OLD AND NEW

Soon after our humble beginnings over a decade ago, Privateer
Press introduced the roleplaying community to the Iron
Kingdoms through the Witchifire Trilogy. This epic three-part
adventure thrust players into a world where steam and sorcery
are found alongside blades and blasting powder in what we
affectionately called Full Metal Fantasy.

RPG was born in that grand adventure, and with it we

The Iron Kingdoms

created a lasting legacy we later expanded with our flagship
miniatures games WARMACHINE and HORDES. While those
games have continued to expand and explore the vast setting
of the Iron Kingdoms, we never stopped wanting to return
to the personal and individual exploration the original RPG
offered adventurers.

This book is the culmination of over ten years of developing
the rich cultures, diverse peoples, and vivid world that make
up the Iron Kingdoms. Just as WARMACHINE and HORDES
owe much of their foundation to the Iron Kingdoms RPG, so
now does the new edition of the RPG owe its foundation to
the huge amount of effort we have lovingly poured into the
miniatures games. Not only has our journey through the Iron
Kingdoms in WARMACHINE and HORDES increased the
scope and understanding of the setting, the award-winning
game mechanics of those systems also provided a strong
foundation for how the new Iron Kingdoms RPG plays.
Veterans of WARMACHINE and HORDES will recognize
many of the core concepts of combat and challenge resolution,
while new players will find these ideas easy to grasp vet full
of strategic possibility.

At its core, the Iron Kingdoms RPG is about heroic individuals
doing suitably heroic deeds. The feat point system gives plavers
the chance to perform feats of strength and skill worthy of song
and story. Players earn feat points by being heroic, so everyone
is encouraged to play to his character’s utmost potential. The
Iron Kingdoms is home to a wealth of interesting heroes and
villains. While designing the character creation portion of this
book, we quickly realized a single class choice could never
represent the myriad character possibilities that fill the pages of
our books. The innovative career system introduced here allows
players to mix and match various careers and archetypes to
capture their character perfectly. From Warcaster Pirate to Gun
Mage Aristocrat, the dual career system provides the flexibility
to cover a huge range of possible characters.

Whether you cut your teeth on the Witchfire Trilogy, took up
arms in the battles of WARMACHINE and HORDES, or are
a new recruit, welcome to a new era of adventure in the Iron
Kingdoms!

WHAT IS A ROLEPLAYING GAME?

A roleplaying game is a collaborative storytelling experience
that is not only fun and rewarding but also memorable and
enjovable again upon future reflection. It takes place in the
imagination of the players, where a set of rules provides the

framework for resolving conflict. Players take on the roles of

characters in the game, with one player acting as the Game
Master. The Game Master crafts a story for the other players
to experience. He narrates the action, plays all the characters
not controlled by another plaver, and describes what players
see as the game unfolds. As the story unfolds, the players act
in unexpected ways to create a fun, engaging, and memorable

experience for evervone involved.

The characters the players control are not merely inhabitants
of the Iron Kingdoms. They are also heroes and adventurers
with the skills to survive—and possibly to help shape the
world around them. They
remarkable things.

are exceptional people who do

The character is a player’s alter ego in the game. Players create
their own characters and decide how they will develop through
play. Players react to the events of the game by directing the
actions of their characters. When determining if a character’s
actions are successful, they roll dice and refer to the stats and
abilities of the character.

Though the game chiefly takes place in the minds of its
participants, there are times (most often combat encounters)
when the action of the game moves to the table top, where
characters and their adversaries are represented by 32 mm
scale models. The rules for combat in this book are written to
utilize miniatures for combat in this way, and a large variety of

miniatures are available from Privateer Press for this purpose.

Unlike board or card games, there is no winner or loser at the
ving game. Instead, the purpose of the game
reat story. Whether they

or perish, vour characters will play a

end of a rolepla

is to enjoy the experience and tell a gr

succeed or fail, prosper

central role in multiple adventure

WHAT YOU NEED TO PLAY

You only need a few things before vou can begin adventuring

in the Iron Kingdoms. In addition to this book, you need a
small group of people. One person needs to take on the Game
Master duties, and then vou need players to control the heroes
of the story. A typical game will include one Game Master and
between two and six plavers, with the ideal group size being

four or five plavers.

Each plaver needs a character sheet for tracking the abilities,

skills, and advancement of his character. You can track this
information any way vou prefer, but we've included a character
sheet at the end of this book (p. 349) for vou to photocopy and
use. To maximize vour enjoyment of combat encounters, you
will want a 32 mm scale model to represent each character, a
tape measure or ruler marked in inches to measure movement
and attack ranges, and a few six-sided dice. Six will be plenty to
cover all your needs.

The Game Master will need a table or plaving surface where
he can set up or draw the playing field, and it's a good idea
to have a handful of tokens to help vou keep track of things
during the game.




HOW LONG THE GAME WILL LAST

The beauty of a roleplaying game is that it lasts as long as you

ant it to. It all depends on the story the Game Master wishes
tell. A typical game session usually lasts two to four hours,
=nd most gaming groups meet regularly (usually once a week).

_ampaigns can be as short as one or two game sessions, but it is

¢ uncommon for a larger, more complex, campaigns to last a
-ar or more! The game is limited only by the imagination of its
- avers and Game Master.

THIS BOOK AND OTHERS TO COME

This book is the core rulebook of the game. It serves as an
~troduction to the Iron Kingdoms and presents all the rules
~=cessary to play the game. Chapter One details the history of
setting, from ancient history and cosmology to the more
cent political events shaping the central nations. Chapter Two
“==cribes modern life in the Iron Kingdoms and what it is like
‘ve there. Chapter Three covers all the rules for characters:
- to create them, what the)' can do, and how they advance
== time. Chapter Four presents the core rules of the game.
T-i= is where you will find directions for resolving combat
-2 determining the success or failure of skills. Chapter Five
== into the arcane arts and lists the spells available to all
-—<llcasting careers. Chapter Six offers descriptions and prices
veapons, armor, and equipment, and details rules on how to
-4 and use mechanika (the fusion of magic and technology)
= well as how to prepare and utilize alchemy. Finally, Chapter
= ==z provides guidance to the Game Master on how to develop
-2 run a game of Full Metal Fantasy Roleplaying. At the end
2 book you will find player resources like
=racter sheets, templates, and an index.

~= book is just the beginning of your
=nture in the Iron Kingdoms. More books
= supplements will come in the future that
Jelve deeper into the major kingdoms
stern Immoren, present new rules for
cks and warbeasts, explore the non-
—z2n civilizations inhabiting the forests
—ountains, and describe the ancient
ztions that predate mankind. All
-~z the way the rules will expand
wew equipment, careers, and
e= to help you vary your
=2 experience.

GAME TERMS

The following game terms appear throughout this book.
Become familiar with them now for ease of reference.

» Game session — A game session is when you sit down
with your friends to play the Iron Kingdoms Full Metal
Fantasy Roleplaying Game. It is a real world event, not an
in-game duration of time. For example, getting together
with friends for a night of play is a single game session.

Game Master- The Game Master is the individual
running the game, narrating the story, and setting
the scenes. Before playing the Iron Kingdoms Full Metal
Fantasy Roleplaying Game, a potential Game Master should
familiarize himself with the setting by reading through
this book, paying particular attention to the chapter “Full
Metal Fantasy Game Mastering” (p. 327).

Player character (PC) — A player character is a character
controlled by a player. Contrast with non-player character.

Non-player character (NPC) — Non-player characters are
the background cast of the game and are controlled by
the Game Master. NPCs include all monsters, antagonists,
and allies with which the player characters interact.
Contrast with player character (previous).

* Enemy — An enemy is any character (PC and/or NPC)
doing something in opposition to the acting character.
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'WELCOME TO THE IRON KINGDOMS

WELCOME TO THE IRON KINGDOMS

Welcome to a land where magic and machinery intermingle
and nations engage in conflict rooted in ancient grudges while
exploiting innovations from an ongoing industrial revolution. The
Iron Kingdoms lie in the heart of western Immoren, with thriving
cities separated by dark wilderness regions that are home to feral
beasts, savage tribes, and dangerous cults. To survive you'll need
brains, brawn, and perhaps a loaded pistol or two.

Divided by culture and geography, the people of these nations
are diverse, with attitudes and beliefs shaped by thousands
of years of rich and bloody history. Not so long ago the region
was subjugated by the Orgoth, terrible invaders from across
the seas who plunged Immoren into a dark age of servitude.
Gaining freedom required making use of arcane might and
technological invention. The Iron Kingdoms now fight each
other to control their own destinies.

The extensive cities grow by the vear as people in rural regions
abandon the toil of their ancestors to better themselves in
soot-choked urban centers. The advent of steam power has
revolutionized every walk of life. Smoke-belching factories
pollute the air and dump alchemical waste into gutters, and
many make their living under harsh and cramped conditions.
Violence often seems the easiest solution to many problems.
Yet within these cities exist endless possibilities for the clever
or courageous. New trades and crafts have emerged, offering
steam engines, clockwork machines, factory-forged goods, and
fiendish weapons for those with the coin to afford them.

Mechanika, the combination of arcane power with engineering,
has resulted in sweeping changes. One of the first and most
dramatic mechanikal innovations were the mighty engines of
war called colossals by which the people of western Immoren
defeated the Orgoth. Those machines were replaced by smaller
but more intelligent and agile automatons called steamjacks,
used extensively for labor. Steamjacks haul goods from ships
and trains, lift impossible loads for construction, and are
employed on the fringes of civilization to chop wood or till
fields. When armed for war, these machines are called warjacks,
and some carry the most advanced weapons ever created.

The supernatural is a tangible and usually hostile thing in
western Immoren. The dead rise from graveyards at the behest
of necromancers to beset the living. The gods are real and to be
feared as much as praised, and their priests can invoke both
curses and blessings. Some say the Gift of Magic is more of a
curse than a blessing. It arises spontaneously in children or
young adults who become sorcerers and who cannot always
control the forces they instinctively channel. They have at times
been persecuted as witches, condemned by priests of both the
Menite and Morrowan religions that hold sway over spiritual
matters. Yet arcanists who master their talents and belong to
respected orders become vital members of their communities.
The militaries of every nation are eager to utilize such talents,
especially those rare few with the warcaster ability allowing
them to commune with the artificial minds of warjacks.

Though the Iron Kingdoms are dominated by humanity, other
races also live within their borders. Trollkin, ogrun, and gobbers

have adapted to urban life and can become well-respected
bodvguards, soldiers, alchemists, and mechaniks. The dwarves
of Rhul maintain their own nation but freely trade with the
human kingdoms and are a common sight in the human lands.
The occasional losan or Nyss elf may be encountered as an
exotic rarity, their agendas an enigma.

The southernmost of the Iron Kingdoms is Cygnar, which
emerged from the Corvis Treaties as the wealthiest nation,
noted for its industrious cities and lands rich in resources yet
also beset by enemies on all sides. Cygnar boasts some of the
greatest minds in the history of the region. While famed for
tuchnolugical innovation, this nation is also a bastion for the
dominant Church of Morrow.

Occupying a huge expanse of frozen northern land is the Empire
of Khador. Its citizens are tough, weathered, and proud of their
mutual solidarity. Khador has embraced industry as heartily as
warfare, and its people work to exploit what resources lhe_\-' can
scrape from these difficult lands. Khadorans have their own
great inventors, and it is from this region that Immoren gained
the steam engine and the railroad.

The western kingdom of Ord has its own distinct culture and
has earned the respect of its neighbors for its strong navy and
stalwart soldiers, but it has also endured great poverty. It is a
realm of foggy bogs, wet marshes, and rocky farmland. The
Ordic people find diversion in song, gambling, and ale rather
than dwelling on life’s inequities. Ord occupies a unique niche
as a neutral nation that has become a haven to all manner of
mercenaries and privateers.

Centrally located, the former nation of Llael is now occupied by
Khador and contested by Menite zealots. A beleaguered Llaelese
Resistance fights on, but many Llaelese see this cause as futile.
The chaos of this region has made life difficult while creating
lucrative opportunities for mercenaries, spies, missionaries,
and anyone skilled at arms, engineering, or smuggling.

The Protectorate of Menoth is the newest Iron Kingdom. This
theocracy emerged from the Cvgnaran Civil War over a century
ago as a result of a religious schism. While once beholden to
Cygnaran law, the Protectorate declared independence and
committed to a violent crusade against those refusing to pray
to Menoth, the Creator of Man. Its priests enforce a strict
interpretation of their religion to keep the population in line.

The nonhuman nations of Rhul and los lie adjacent to the lands
of men, while to the west across the Meredius is the Nightmare
Empire of Cryx, an island realm ruled by the Dragonfather,
Toruk. Extensive wilds like the Gnarls, the Thornwood, the
Bloodstone Marches, and the Wyrmwall Mountains present

myriad savage hazards.

Those who would prosper in the Iron Kingdoms must be well
armed and band together with others possessing the grit
and fortitude to strike out in search of adventure. There are

countless paths to fame and fortune—but just as many to death

and ruin. Which fate is in store for vou?
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Far more of history has been forgotten and turned
into the past to comprehend the present.

PREHISTORY
AND COSMOLOGY

1 cultures of western Immoren have deeply rooted histories
cretching back into prehistory.
-zends derive from tales passed by word of mouth for untold
—:llennia before the written word.

us cultures began to document history, records did not

The oldest histories and

Even once the region’s

avs survive intervening centuries and so much of the
~cient past remains obscured.

== is doubly true for the legends from the times before

Idest civilizations. This includes myths passed down
ugh the generations about the creation of the world, the
~zins of the gods, and the cosmology within which these

-:athomable entities exist and perform their functions. Over

—= theologians have attempted to add to these ancient myths
» understanding gained from trusted prophets or others

claim to have had special communion with divinities.

c<oite these efforts, the gods remain elusive and enigmatic
==, only rarely communicating their will and preferring to
through signs and portents or cryptic dreams. No one
= 2= the existence of divine beings; rather, even those who
e their lives to studying such matters confront the fact

reir understanding will forever be incomplete.

CREATION AND THE PRIMAL GODS
MENOTH AND THE DEVOURER WURM

e lands of western Immoren dominated by humanity,

<t widely believed story about the origins of the world is

fenoth the Lawgiver arose from the formless chaos that
c=d Creation. He shaped Caen and its sun as an extension

nperative to bring lasting order.

-z arisen self-made, Menoth adopted a form that pleased

that was later echoed among his greatest creation:
In artand sculpture Menoth is depicted as a towering
figure, his sublime visage concealed from mortal eyes
This god strode Caen
mal days, and mankind arose from Menoth’s shadow

t them from his naked wrath.

upon the still-forming waters of the world as they

from the land. Menoth imposed his rigid order upon

-ing of the seasons and the cycles of life and death. In his
‘umanity arose and began to gather into tribes.

vas not the only powerful entity to emerge from the
chaos, as from this darkness came the Devourer

e — -_—.-_-_"‘\'—'."— “"
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to dust than was ever recorded, but we must delve

—The Writings of Asc. Angellia

Wurm, also called the Beast of All Shapes, a bestial and
forever changing monstrosity that would quickly become
Menoth's greatest foe. Where Menoth gave rise to humanity, a
race capable of higher thought, the Devourer Wurm spawned
an endless variety of ravenous beasts and the horrors of the
wilderness. All predators and dangerous beasts are thought
to have arisen from and be connected to the Wurm, and since
the dawn of time they have beset the offspring of Menoth and
the works of civilization. The Wurm was filled with an endless
hunger and sought only to eat and kill, to destroy and rend
what had been created. Menoth knew the Wurm at once for his
enemy and they would clash again and again in an u nending
battle that has occupied both of these primal powers
since the

hunt, a
dawn of creation.

THE WURM
AND THE NIGHT SKY

In ancient myths it was from the night sky that the
Wurm first emerged, and this bestial god is strongly
associated with certain celestial objects. This includes
the Eye of the Wurm, now thought to be a remote planet
also circling the sun, and Caen’s three moons. Calder,
the largest, is sometimes referred to as the "lord moon,”
while Laris, the second largest, is often called the
“baleful moon.” The third and smallest is Artis, which
is described as a timid and shy maiden forever running
from the Beast of All Shapes. Each of these moons has
other associations, some of them more romantic, but
through much of human history they have been seen as
ominous figures connected to omens of natural disaster
and ruin, particularly during key conjunctions. Followers
of the Wurm have long revered the moons and conduct
ritual feasts at times tied to Calder’s cycle in particular,
celebrating when it was both full and empty.

The first brutal and titanic clashes between Menoth and the
Wurm took place across the surface of Caen, shattering the land
and tearing great trenches in the deep oceans. Where one was
thrown by the other, great chasms opened to divert the course
of rivers, while the earth puckered with wounds that became
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volcanic eruptions of lava. The hammered and broken land
gave rise to jagged mountains and deep valleys.

Eventually this chase led Menoth and the Wurm away from
the physical world to Urcaen, a spiritual mirror of Caen. This
would become the afterlife realm where the souls of those
born and eventually slain on Caen would travel. In Urcaen
the power of the gods was magnified, as this place proved to
be the wellspring of the formless energy the divinities draw
upon to shape reality. Urcaen is a region between the world and
the formless chaos from which Menoth and the Wurm arose,
given a semblance of form by proximity to and in reflection of
the material world. Like Caen, Urcaen would be shaped by the
clash between Menoth and the Wurm and this battle continues
there still, with no sign of ever ending,.

Thus occupied by these battles, Menoth had no time to shelter
or guide humanity, and the scattered tribes were left to their
own devices in the wild places. Some say mankind was cruelly
neglected for a long era, left to live short and brutal lives while
trying to survive countless horrors. Menites believe this time
was a necessary crucible that strengthened mankind and
allowed its tribes to find inner strength.

PERVASIVE EVIDENCE
OF MENOTH

Contact between the inhabitants of western Immoren
with other far-flung cultures has strengthened the belief
that Menoth is indeed a primal god and Creator of Man,
even among the scientific-minded. The first contact
with foreign humans occurred with the arrival of hostile
invaders called the Orgoth, who landed on Immorese
shores having originated from a previously unknown
continent to the west of Immoren. More recently,
Immorese ships have made contact with a different
culture thriving on the closer and more accessible
southern continent of Zu. In both cases, anecdotal
evidence suggests these vastly different human societies
describe their creator as a towering masked figure, even
if referring to him by a different name. Even the Orgoth
are thought to have abandoned worship of the Creator in
favor of more insidious powers.

Much of humanity forgot their Creator and many turned to
worship the Wurm. All great predatory beasts and animals
are seen as incarnations of the Wurm’s primal hunger, and the
tribes serving the Wurm glorified these intermediaries. They
worshiped the wolf, the bear, the eagle, the serpent, and carved
totems in their gathering places and gave them offerings. Some
went so far as to profane the Creator’s work by feasting upon
the flesh of their own kind.

DHUNIA

Trollkin, ogrun, and gobbers have their own creation myths
passed down through the generations. These races do not
dispute that Menoth once walked Caen, gave rise to humanity,
and is involved in an eternal clash with the Devourer Wurm.
However, Dhunians insist their goddess is the first and most
primal of the gods and is not simply the creator of the Dhunian
races, but mother of all life. In these legends, Dhunia and Caen
are synonymous, with the world described as the physical body
of the goddess. The feminine forms carved of stone to represent
Dhunia are abstractions of her aspect as a goddess of fertility
and do not represent her actual being. Dhunia is inextricably
bound up in the cycles of the seasons, which represent the
natural process of death and rebirth.

These faiths believe that in the primeval days Dhunia and the
Wurm were the only divine powers. To Dhunia was credited the
rise of plants, nurturing rains, species that feed upon leaf and
branch, the turning of the seasons, and the cycle whereby fresh
births renewed life by replacing those slain by age, disease, or
violence. The Wurm was credited with the predatory species
that preyed on other creatures to survive, as well as the storms,
earthquakes, floods, volcanic eruptions, and anything in nature
that was abrupt and catastrophic.

The Dhunian races trace their origins to the often violent
mingling of these two primal powers. The Wurm is said to be
engaged in ongoing and repeated ravaging of Dhunia, the proof
of which exists in the aftermath of every destructive storm and
flood. In the earliest days, the Dhunian species were born of this
coupling and it is for this reason that these races have qualities
of both their divine mother and father—able to be savage and
violent yet noble and honorable. In various times these races
have been closer to one or the other of their divine parents,
devoting their worship to either the Wurm or Dhunia.

The conflict between Dhunia and the Wurm is the basis for
Dhunian legends about the origins of Menoth, whom they do
not believe was self-created. In these legends, Dhunia wished a
reprieve from the Wurm and so fostered a great hunter from the
greatest of her children, which became Menoth, who was set
upon the task of hunting the Devourer. The goddess bestowed
on him the power, virility, and strength to fight the Wurm. As
he hunted across Caen, humanity arose where he passed and
proved to be a race consumed by the same desire to subjugate
the wilderness. Menoth eventually chased the Wurm off Caen
and into a shadowy realm born of the Wurm'’s nightmarish
dreams, a place humans call Urcaen.

Menites consider this tale heretical and this has exacerbated
violent confrontations between these faiths. Yet whatever the
differences of opinions between these mvths, Menoth, Dhunia
and the Devourer Wurm are widely acknowledged as the first
and primal gods. In this long dark era, tribes of these early
races employed primitive weapons, clothing, and shelter and
endured a variety of perils from the wilds, including ravenous
beasts, natural disasters, and warfare from other tribes.

Neither Menite nor Dhunian myths give explanations for other

gods, such as the pantheons worshiped by the elves of Ios or
the dwarves of Rhul. The origins of these deities seem rooted in
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ORBOROS,
THE WORLD SERPENT

While most of humanity has long had an uncomfortable
and hostile relationship with the entity called the
Devourer Wurm and ignored Dhunia, a single ancient
secret society has spent time and effort to understand
the natural world’s cosmology. The blackclads of the
Circle Orboros draw supernatural power from the
chaos embodied by the Devourer Wurm. They describe
the natural world in a way not entirely dissimilar
from Dhunian shamans, but together with a complex
ohilosophy and systematic approach of their own. The
olackclads believe both the Wurm and Dhunia are simply
manifestations of a single primal and all-pervasive entity
they call Orboros. By the philosophy of this group,
Czen and therefore Dhunia represents the tangible
onysicality of Orboros, while the conscious will and the
most violent impulses of Orboros are embodied in the
Devourer Wurm. The Circle does not worship Orboros
out are often mistaken as priests or prophets of the
'evourer. The druids make use of this misconception to
manipulate Devourer worshipers. By dint of their powers
znd esoteric mysticism, the blackclads exist outside
ety and are hated by Menites and mistrusted by most
other religions.
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Urcaen. Dhunians insist all life on Caen is connected to Dhunia
and the Wurm, so the species created by other gods must be
connected to these primal gods.

URCAEN, REINCARNATION,
AND THE AFTERLIFE

From even the most ancient times, priests and shamans of the
primal gods recognized that living flesh is connected to more
ineffable spirit. Everything that lives has spiritual essence,
although the simplest plants and creatures have similarly
simple spirits. Intelligent races, those capable of complex
thoughts, language, self-awareness, and the ability to craft
tools, have more potent essence called souls. Souls are nearly
indestructible and immortal, although they can suffer and
change. After death, the spirit separates from flesh and passes
into another state of existence. The mystery of the afterlife is
inextricably tied to religion and the affairs of the gods.

Holy men have long been aware of the spiritual realm existing
paradoxically both near and far removed from Caen, which
they named Urcaen. It is here that most humans believe their
souls travel after death. The consensus is that most of Urcaen is
dangerous and foreboding, a spiritual mirror to the wilderness
between cities on Caen. The only hope for an afterlife beyond
wandering lost amid this spiritual wilderness is to spend one’s
life in pious devotion. After death, those who were pious are
guided to the sheltered domain of their god.

The wildsbeyond a god’s domainis Hell. This isan unpredictable
and terrifying expanse where souls are harried by monstrous
beasts before being scooped into the maw of the Wurm and
digested for an interminable era before being expelled as
withered husks. Fear of death is entirely natural, and so is the
desire to find religion as death nears. Whether hasty prayers at
the final hour are enough for salvation is unknown; priests say
the only sure course is a life better spent.
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On learning that much of humanity had forgotten their Creator,
Menoth became wrathful and returned his attention to Caen to
reprimand the neglectful mortals. In the face of this fearsome
manifestation, many human tribes abandoned their false
gods and hastily sought to regain Menoth'’s, while others fled
deeper into the wilderness and refused to give up their flawed
beliefs. Menoth promised to shelter his followers after death in
a domain called the City of Man where the Wurm could not
reach them-nothing but endless torment would await those
° who turned from him. The War of Souls would eventually be
.y (. i joined by other faiths, but began amid the struggle between
® . F Menoth and the Wurm.

Ossyris Scyrah Lurynsar

CREATION MYTHS OF OTHER

(,o) 1 DIVINE PANTHEONS
ﬂo‘ﬁ A THE DIVINE COURT AND THE VELD

The elves that now reside in the reclusive kingdom of los
had their origins in eastern Immoren, where these people

N,

Nyssor £ had a particularly close relationship with their gods. Elven
legends do not contradict the creation myths of Menites or
Dhunians but instead stand apart. The close relationship

¥
>
§

between the elves and their creators allowed elven civilization

to quickly flourish. While elves did not predate humanity,

DHUNIAN REINCARNATION elven civilization spread across eastern Immoren and reached

Dhunians do not depict their afterlife in similarly bleak terms great heights before humans had mastered basic agriculture
as humanity, believing in a cycle of reincarnation. 'l'l‘u:'}' do not or masonry.

deny Urcaen exists or that many souls travel there after death,

but their souls are instead embraced by Dhunia. Rather than The oldest legends of the elves do not speak of the world’s

creation but rather of the Divine Court of Lyoss which came

crossing over into the afterlife, their spiritual essence rejoins
into being in a spiritual realm called the Veld, believed by

the Mother and can arise again as new life. It is from this vast

collective reservoir that all life is reincarnated: The most refined human theologians to be an isolated area of Urcaen. Amid the

and strongest spiritual essence becomes the souls of intelligent Veld, the palace Lyoss was erected to house these gods and their

races like trollkin, ogrun, and gobbers. Most Dhunians expect created servants. Eight in number, these gods are associated

to live multiple lifetimes, their souls strengthened by past with cycles of the passage of time. The origin of these gods
experiences even if they are forgotten. has been attributed to a mingling between the sun and other
celestial bodies like the moons. The elven gods worked together

Not all Dhunian races or the greater natural beasts reincarnate to ensure the security of their realm and to build a lasting
. R s 5 € " kL 7.} o ’ I 5 - ’ 7 . " i

in this way, as some follow the Wurm into Urcaen. Certain domain amid the wilds. They arrived at a hierarchy based on
predatory creatures as well as worshipers of the Wurm or their respective powers and capabilities.

any foolish enough to spend their lives blinded by senseless

violence and gluttony share this fate. In Urcaen these spirits are ~ First among them and leader of the gods was Lacyr, the

maddened by the ravenous howls of the Wurm to join the bestial Narcissar of Ages. At her side was the Incissar of Hours,

god in mindless hunts on an endless cycle of turmoil. Those who Ossyris—described as both consort and co-ruler. That these

worship the Devourer are glad to join the Wurm after death, gods waged war on the primal beasts beyond their domain is

seeing these hunts as a reward rather than a punishment. demonstrated by the titles taken by the gods. Ossyris was also

the Sovereign of Conflict and the General of Lyoss. Next in the

BEGINNING OF THE WAR OF SOULS divine hierarchy were Avisla and Nyrro, she the Nis-Arsyr of

Amid Menoth’s battle with the Wurm, the god became aware of Night as well as the Watcher of the Gates of Lyoss, he the Arsyr
the influx of souls to Urcaen from the humans he had created of Day, Seneschal, and Lorekeeper. Vigilance was their charge,
in the dawn of the world. Those of the fallen who remembered alternating day and night. Last were the four gods of the
their Creator joined Menoth in his battles, strengthening his seasons: Scyrah, Nis-Issyr of Spring and Healer of the Divine
efforts by what small degree they were able. In the aggregate Court; Lurynsar, Issyr of Summer, Arms Master of Lyoss and
their souls strengthened his cause and were seen as worthy of Chief of Scouts; Lyliss, Nis-Scyir of Autumn, Court Assassin,
protection. So too did Menoth realize those who had forsaken and Mistress of Poisons; and Nyssor, the Scyir of Winter and
him and turned to the Wurm would be joined to his ancient Grand Crafter.

enemy. This is seen as the beginning of the War of Souls, a great It was Lurynsar, whose responsibility it was to scout far afield

5 rical conflict that continues to occupy the gods ¢ 2 : < ¥ s ;
cosmological conflict lh]“ ? ntlnucr}‘tn ;ELUH the gods and the from the Veld, who observed mortal souls spilling into the
i rtal souls of all who have walked Caen. . : ser sl Socatna:
immortal souls of 2 ¢ remote wilds. Reporting this discovery to Lacyr, the Narcissar

sk,




ELVEN REINCARNATION AND AFTERLIFE

Even as Lacyr sought to improve upon the mortals she discovered crawling the face of Caen, so too she implemented a different = -
cycle for the souls of her race to experience after death. The elves believe their fate in the afterlife to have been a complex-
arrangement involving reincarnation followed by a final rest in Lyoss.

Every elven soul that came to the gates of Lyoss in the Veld would be confronted by Ayisla, the Nis-Arsyr of Night, who would 1
weigh their worth. Souls thought not yet ready to dwell among the gods were sent back to Caen and reborn. Others deemed
sufficiently rich with experiences would pass the gates and enter the palace city of the gods, there to spend eternity experiencing 4

spiritual refinement.

'_ When an elven child is born, he or she might give rise to a new soul by the miracle of life, or alternately receive a reincarnated
" soul sent by Ayisla. Some claimed to be able to perceive these “older souls” looking into the eyes of a child and seeing the
weight of his past. Such old souls were thought to be particularly wise, intelligent, and charismatic. These children have not
been born since the Rivening. Instead, some elves have been born without souls, perhaps empty receptacles for old souls that

have been lost.

- Ages followed the origins of these souls back to Caen. There
- witnessed the barbarity of mortal existence. Seeing the trials
tribulations undertaken by these short-lived creatures
vas amazed at how their difficulties strengthened their
~=irable spiritual essence, which in turn strengthened the gods
hom they were linked. She became aware of the ecology of
:1s and saw how her court could benefit from the creation of
ace bound to their worship.

-nlegendsinsist that their creation was arefinement whereby
crude and bestial shapes of other mortals were exceeded by
~=ir own forms as Lacyr committed to the exhausting birth of
~= elven race. Scyrah was midwife to this genesis, and so too
i each of the gods play their part, linking the lives of their
~wation to the cycles of the seasons and the passage of night

=~ day by the sequence of hours.

elves that were birthed of Lacyr’s labor would possess
--eater longevity, enlightenment, and other gifts that previous
-s lacked. The elves spread quickly across eastern Immoren
=2 proved their superiority to the other creatures that sought

ive there. When Lacyr was assured her creation was of
- quality she sought, she made herself known to them and

sided the wisdom of the Divine Court, offering arcane
-rets necessary so they could surpass all rivals.

KHARG DROGUN AND
THE GREAT FATHERS

dwarves of Rhul have their own
myth. The
r flesh is descended directly of their §

reation dwarves believe
ds, who are their actual and literal
zenitors, the Great Fathers. They came
being in a place called Kharg Drogun,
nich translates as “The Land Beneath.” Human theologians
~sider this simply another way to describe Urcaen, similar
the Veld.

The origins of the Great Fathers rests with a living mountain
and god named Ghor, the greatest and tallest mountain of
Kharg Drogun, which towered higher than any peak on Caen.
This god-mountain was of tremendous power and deep-
rooted malevolence. By his size and scope he was impervious
to everything that walked or flew or swam. Yet Ghor was
alone and sought distraction from those who could marvel
at and appreciate his majestv. He searched within his bulk
and drew forth thirteen of the finest crystals of his essence
and carved these into shapes that pleased him, intended as
useful slaves. Ghor bound them in shackles and taught the
stone-born creatures that they must obey or be swallowed and
ground into shapelessness.

The thirteen slaves created by Ghor had been created with
clever hands, sharp eves, and knew all that could be known
of the shaping of stone and metal. Ghor desired they should
build a great monument to his immortal glory. What Ghor did
not realize was that they were not mindless slaves, but each
had within him a spark of divinity. Almost at once the thirteen

began to dream of freedom.

The names of the thirteen slaves that would become the Great
Fathers are: Dhurg, Dohl, Dovur, Ghrd, Godor, Hrord, Jhord,
Lodhul, Odom, Orm, Sigmur, Udo, and Uldar. Each would in
time prove mastery over certain tasks and establish his own
destiny. In the earliest days they were defined only by the
oppression of Ghor and the shackles that bound them.

While tasked to construct the great monument, the thirteen
discovered a true love for working stone and metal and a
perfectionism that would allow nothing less than their best
work, despite the hatred they bore their master. They toiled
for years crafting the most glorious tribute they could imagine
to immortalize the mountain-god. But when they presented
it to Ghor, the cruel mountain mocked their achievement
and unleashed a heaving earthquake to crack the earth and
swallow their work. Ghor demanded that they commence
again, and do better.
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Knowing Ghor’s complaints were baseless, the thirteen cleared
the foundation and began to build anew, toiling this time for
decades to create a work which was unquestionably superior.
By the end of their labors they had come to love their new
creation. Even this was not good enough for the tyrant Ghor,
who pulverized their work to sand and dust and demanded they
build again. The thirteen despaired. More than enslavement,
they could not bear watching their work destroved.

It was Orm, who would one day become patron of masonry and
building, who called his brothers together and devised the plan
to destrov Ghor and thereby set themselves free. They would
appeal to the mountain-god’s vanity and find a way to build
something he could not bear to destroy. Godor, who would
become patron of orators, was enlisted to propose to Ghor a
tower so high it would touch the sky of the Land Beneath—the
only difficulty being such an engineering feat would require
materials extracted from Ghor's own body.

Ghor was enthralled with the idea and consented to contribute
to the work. Dohl, who would become patron of mining, led the
efforts of the thirteen, proving his talent with pick and shovel
and his deep knowledge of stone. Ghrd, who would become
patron of wealth, showed an affinity for following veins of
precious ore and discovering pockets of crystals. The thirteen
set about the task with all their pride and ingenuity, performing
feats of engineering far advanced of anvthing witnessed before.

Meanwhile the thirteen mined a labyrinth of caves within
Ghor, extracting the best stone and the richest veins of metal.
Lodhul, who would become patron of feasts, distracted Ghor
by hosting great gatherings of supplicants while his brothers
weakened the mountain-god from within, preparing the
mountain to collapse. As Ghor became hollow and weaker, the
tower grew taller.

Countless seasons passed as the thirteen committed to this
task, and the tower became the promised marvel, climbing to
scrape the sky. The mountain-god was transfixed and basked
in the adoration of petitioners who came to lavish praise on its
construction, which he accepted as his due. Jhord and Odom,
patrons of espionage and secrets, listened and learned all they
could of Ghor's deepest secrets, as well as the world beyond
their prison.

At last the thirteen reached the end of their work. As soon as
they laid the last stone on the last spire, they set their plan in
motion. They shattered the columns beneath the mountain
beginning the rumbling collapse of Ghor. The thunderous din
could be heard across Kharg Drogun as Ghor’s immortal life
was extinguished in an ever-widening cloud of dust and stone
as the cave-riddled mountain fell inward. When the rumbling
finished, the greatest mountain of Kharg Drogun collapsed
to become gentle hills, near which stood the monument that
would outlast it. This was the Tower Ghorfel, symbol of the
Great Fathers and heart of the domain of the Rhulic gods.

As soon as Ghor fell, great monsters from the periphery
of Kharg Drogun intruded, seeking to seize the lands for
themselves. Great Father Dovur forged weapons with which
to confront them, while Uldar forged armor to protect his

brothers. After girding themselves, Dhurg, Hrord, and Udo
respectively took up axes, blades, and hammers to wage war
and secure their borders.

After having fought to earn an era of peace, Great Father Dohl—
who had been mining below the ruins of Ghor—discovered an
endless chasm. Making his brothers aware of this, and feeling
overcome by curiosity, the Great Fathers travelled through and
emerged on Caen, the land of the living. On witnessing the
proliferation of life they were inspired to leave their mark on
the world as well as to find companionship to end their lonely
fraternal existence.

Even as they had been birthed from stone, they sought to find
their equals in the earth, and so gathered the rich and fertile
clay along the Ayers River where it flowed into what would
become Lake Armsdeep among the Glass Peaks and from
this loam they shaped the Claywives. These would become
the matriarchs of the Rhulic people, as from the Great Fathers
and the Claywives were sired the first dwarves in the ancient
legendary davs of the world’s beginning,.

For a time the Great Fathers and Claywives lived among the
first dwarven clans, which took their names from their divine
progenitors. The Great Fathers passed down the knowledge
and lore they had acquired both during their enslavement and
after. Most importantly the Great Fathers delivered the Edicts
by which their lives should be governed. This includes the
following core aspects of dwarven culture:

* The Edict of Authority, which outlines the family hierarchy
around the clan

* The Edict of Building, establishing the importance of
crafting and construction

* The Edict of Duels, describing the right to resolve disputes
through physical confrontation

e The Edict of Feuds, with laws for larger conflicts between
entire clans

* The Edict of Oaths, which defines the importance of sworn
promises

» The Edict of Ownership, giving each dwarf the right to own
that which he has created, traded for, been freely given, or
won by lawful duel or feud

* The Edict of Unity, binding the dwarves to unite against
external threats

From these first fundamental Edicts grew the Codex, which
would become the written record and body of law for the
Rhulic people, and the only unbroken record that has persisted
from these ancient times into the modern day. The Codex and
its Edicts would become not only the foundation for Rhulic
society, but also the holy text by which the wisdom of the Great
Fathers was preserved.

The Great Fathers knew thev must return to Kharg Drogun,
which they had left unprotected. The Claywives left with
them and so the progenitors of the dwarves descended into
the caverns below the earth to return to the Land Beneath,
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~ever again stepping foot on Caen. Their legacy was assured
the thriving and prospering dwarven clans, beginning with

~e thirteen most directly associated with each of the Great

zthers, as well as a proliferation of lesser clans that broke

from these first families to establish dynasties among
~e Glass Peaks.

“ne Great Fathers were remembered by the people they had
<red, in services and prayers. Every soul was promised a place
= Kharg Drogun after death, where they would join the Great
:rs at Tower Ghorfel and eternally refine themselves and
“heir avocations.

TRIBAL ERA

.ith the exception of Rhul, all of the peoples of Immoren, west
=4 east, include in their legends a period of tribal existence

~=core the onset of true civilization. This period includes many
= ths and legends depicting direct interaction with the gods.

= believed the tribal period of the elves was quite different
=n that experienced by either humanity or trollkin. Elves
zed into small city-states that periodically warred upon

== another but possessed many advantages and an advanced
~~Zerstanding of mathematics, phi]osoph)’, and the arcane.
"= elves also had a short tribal period before the intervention

to the rise of their civilization. Theirs was the first great

zation built on Immoren, and also the first to fall.

~lic priests of the Great Fathers insist their massive Codex—
==t a vast library including both ancient tomes as well as
cern legal decisions—includes written record tracing back
=2 origins of the first clans and the words of the Great
=rs. No outsider has been given access to the most ancient
=2 texts to confirm this boast. The information contained
“~zse tomes is narrowly focused on events within the Glass
<= and is of limited use to the more far-flung neighboring
res sharing the continent.

THE GIFTS OF MENOTH

-~ zes believe humanity may have continued in barbarity

ritelv if not for the Gifts of Menoth. How long humanity
<=4 in perpetual turmoil before Menoth put aside his
with the Wurm is unknowable, but is thought to be

== thousands of years. While Menoth’s wrath at having
- forgotten was fierce, his rage diminished on witnessing

3 indignities of life among the human tribes. Those
cezged his forgiveness he treated with mercy and

lence. He consented to bestow on them gifts forming
sndation for Menite civilization: the Flame, the Wall, the
and the Law.

~lame embodies many principles in the Menite faith,
ing faith and the legacy of the temple to preserve and

ous doctrine, but it also represents the use of fire to
:ck the darkness as well as to forge weapons and survive

ters. The Wall represents knowledge of masonry
cering whereby the first permanent townships

ons were erected as shelter and also to divide

= lands from the wilderness. The Sheaf is knowledge of

seeds, irrigate, and harvest grain to support larger populations.

It also represents the use of herds of cattle animals which would
in time give rise to horses used as steeds and oxen to pull heavy
loads, allowing Menite civilizations to prosper against rivals.
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The Law is deemed the greatest of Menoth's gifts, representing
the compact between Menoth and humanity as well as the
agreements by which mankind settled into castes and combined
settled tribes to create the first cities. Legends that predate
writing do not define specific laws emploved by the earliest
and now forgotten civilizations. The eldest compact between
Menoth and mankind defined how righteous rulers were to be
legitimized and sanctified by the priest caste. To the priests fell
the responsibility of conducting burial rites to speed souls of
the dead to Menoth's side in Urcaen, there to join the Creator in
his War of Souls.

ANCIENT HISTORY

The elves were the first to possess the written word and have
the longest-reaching records, although their history is now a
broken and shattered legacy with many gaps related to the
collapse of their first empire into ruin and devastation. The
dwarves of Rhul boast the only unbroken and continuous
civilization—the establishment of Ghord as a home for their
Codex took place more than two thousand vears before the time
of Cinot, who would begin the era of recorded history among
the human Menites.

ONSET OF CIVILIZATION
THE EMPIRE OF LYOSS

For virtually all of human recorded history, eastern and western
Immoren have been divided. Little was known by humanity of
eastern Immoren. All that remains are the partially preserved
records carried to los by the surviving refugees of Lyoss, the
first great civilization of the age. They have rarely shared tales
of their ancient past with outsiders.

In those ancient times, after the elves spread and multiplied
for generations across northeastern Immoren, the Divine
Court made themselves known and set them on the path of
unification. The gods took an active hand in shaping their
ways. Among the first task required of the leaders of the tribes
was the construction of numerous great fanes—the temples of
the elves—to facilitate communion with the gods. Connecting
these gave rise to the Empire of Lyoss.

While the unification of the scattered tribes was a time of
war and strife, it taught the Lyossans the arts of battle that
served them well against external threats in the centuries
to follow. Surrounded on all sides by aggressive and more
primitive tribes of various species, including ruthless and
vicious savages called skorne, Lyoss committed to expanding,
patrolling its borders, and building vast cities. The continent
itself was different in that age, without the vast sweeping
desert that fills its center today. This region was crossed by
myriad rivers dividing fertile farmlands.

The golden era of this empire would rise and pass into memory
before the first great cities of mankind. The oldest towers of
Nyshyl, its capital, were already old and starting to crumble
before the first stones were laid for the Rhulic city of Ghord. The
empire might well have encompassed all of Immoren in time, if

not for a disaster of its own devising,.

THE GIANTS OF BEMOTH

Thereis evidence of another ancient civilization of eastern
Immoren, one often overlooked due to its obscurity.
The elves of Lyoss had contact with a reclusive race of
giants that occupied several settlements in northeastern
Immoren, adjacent to and within the Suneater
Mountains. The giants stand over twenty feet tall, and
are said to be possessed of both tremendous strength as
well as extreme longevity and other supernatural traits.
Even at the height of their culture in ancient times they
were never numerous, and now fewer than a hundred live
in their last mountain city, Bemoth. Over the centuries
some few of these giants ventured west, and their
passage inspired a number of legends. The most well
known is that of Kohlasa, a giant who came to the human
city of Corvis during the Orgoth Occupation, converted
to the faith of Morrow, and is credited with numerous
heroic acts.

THE FEUD OF AGES AND THE
FOUNDING OF GHORD

In the Glass Peaks of western Immoren, the dwarven clans
descended from the Great Fathers fell into a conflict that
escalated into a terrible conflagration. The words of the Great
Fathers had not been forgotten, vet the Edicts of the Codex
became twisted and used to justify feuds of a scope beyond all
reason as clans beset clans and sought one another’s extinction.
Young clans felt oppressed by elder and more powerful ones
and banded together to seize prestigious holdings. These then
fought one another over dividing the spoils. This war was the
Feud of Ages, the only major internal war in Rhulic history, a
period viewed with shame.

Starting in 8500 BR, The Feud of Ages is believed to have
lasted three hundred years, although the conflicts during this
time were intermittent and irregular, occupving both small
and larger battles as clans switched sides, allegiances, and
both seized and abandoned significant claims. Control of the
mountain passes and other routes of trade and travel such as
the great rivers of the Glass Peaks and access to the inland sea
of Lake Armsdeep were primary sources of contention.

The end of the Feud of Ages is closely tied to the founding of
the great city of Ghord in 8200 BR, now capital of Rhul, the
most ancient of great cities in western Immoren. Several of
the foundational buildings of Ghord were already sacred,
connected to the Great Fathers and Claywives. The thirteen
clans that still bore the names of the Great Fathers and deemed
most closely descended from them came to Ghord in the spirit
of their progenitors to unite and join their estates and holdings.
The most violent and vindictive of the younger warring clans
who would not bow were cast out. The fate of these exiled clans
is not well documented; some likely settled on the fringes of the
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TIMELINE OF HISTORICAL ERAS
PREHISTORIC ERA

Elven tribes unite as Empire of Lyoss in
eastern Immoren

Feud of Ages among dwarves, Ghord settled

Rhul established, led by the Stone Lords and
Moot of Hundred Houses

Canon of the True Law found in Icthier, Cinot
leads first Menite civilization

Construction begins on Bridge of Worlds in
Lyoss

Cataclysm as Bridge of Worlds explodes:
Lyoss destroyed and Icthier abandoned

Ios es