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Setting Overview 

Our game takes place in the Jeweled Cities, a collection of loosely 
allied city-states located in a geographic region resembling 
ancient Babylon. Each Jeweled City is ruled by a Sultan. Largest 
and most opulent among these is the Ruby City, Kishar, which is 
ruled by the Ruby Sultan and the Great Council. The Sultanate is 
hereditary, although dynasties have ended due to lack of 
children or revolution. In a normal succession, the eldest child 
inherits, regardless of gender. 

Members of many races and backgrounds are represented on 
the Great Council, an advisory body that controls financing and 
therefore has great influence in the city. Councilors wield 
significant personal power and are often behind the larger 
intrigues, although rarely are these traceable to them. 

Various noble houses play prominent roles in the affair of the 
city.  Competing Guilds cater to all facets of economic life, 
including the Merchant’s Guild, the various magical guilds, and 
even the Thieves’ Guild. 

 

 
A large and dedicated bureaucracy runs the day-to-day affairs of 
Kishar, from areas as small as a city block up to entire districts. 

Palace soldiers, mercenary companies, and gangs vie for control of 
various parts of the city and its surroundings – those districts that 
are prosperous are much more heavily policed than the near 
lawlessness of the poor districts south of the harbor. 

Amidst all this the city thrives, being placed along several 
important trade routes and surrounded by ample natural 
resources. The Kishari people show a particular vibrancy and lust 
for life that make the city a cultural center as well as an economic 
one. 

While the primary themes for culture, costume, and daily life in 
Kishar are drawn from sources such as One Thousand and One 
Nights (aka the Arabian Nights), the Mahabharata, or Hēi Àn Zhuàn 
(the Epic of Darkness), characters from vastly different 
backgrounds find themselves in the Jeweled Cities for all manner 
of reasons. 
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Other Jeweled Cities 

In addition to Kishar, there are 4 other Jeweled Cities. Isildar, the Pearl City, lies west of Kishar in the Lady’s 
Forest. Their sultan is a Sun Elf, and the city produces woodcrafts, medicine, and rare foods. Feytouched and 
dusk elves are also more abundant in this city. Isildar is perhaps the smallest of the Jeweled cities, and is 
located the furthest from major trade routes. 

To the southwest of Kishar is Ulfdar, the Onyx City, which lies between the Elfwall and the Great Waste. 
Ulfdar’s sultans are Fellblooded, although Aetherites are also more common there. Ulfdar manufactures 
glasswares, including fine bottles for alchemy, hourglasses, and rare and expensive lenses for vision. In 
addition, traders from across the Great Waste bring ivory from anDwapeh through this city. 

To the southeast of Kishar is Shalazar, the Sapphire City, which lies in a valley between the Sun Peaks. The 
sultan of Shalazar is a Celestine, and many Shar’vin are found in the city as well. Shalazar is known for wool 
goods, alchemy, and cut jewels. In addition, Shalazar has a reputation for scholars and philosophy. 

To the east of Kishar is Khaz’dar, the Emerald City, home to Mountain Dwarf sultans. The population of 
Khaz’dar is heavily dwarven, and the city produces the finest tools and weapons, along with raw ore and 
gems. Many say the musical instruments produced there are also exceptionally fine. Trade from Embra-Jaka 
flows through this city. 

 
 

(Maps are not to scale) 
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Foreign Nations 

The people found in Kishar aren’t always from Kishar originally, or even from the Jeweled Cities. Many other 
nations exist in the world. Kishar is a port city, and it’s common to see pilgrims, sailors, and merchants from 
all over the world, but this doesn’t necessarily mean they receive equal treatment to the locals. The people 
of the Jeweled Cities are prideful of their nation’s prominence in international matters, and they tend to 
view those from other countries with a little disdain. The common term for anyone not from the Jeweled 
Cities is “farlander”, considered mildly rude but frequently used, and their foreign languages are often 
lumped together as “farlandish”, which saves the average Kishari from having to know the actual names of 
these countries and languages. What follows is what an educated Kishari might know about these nations. 
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anDwapeh 

anDwapeh sits to the South of Kishar, across the Wastes. Located in a valley and north of the Bawar’hai 
Inland Sea, this nation could almost be considered a massive oasis. It is inhabited by all races and has a 
culture formed from educated warriors and martial sorcerers. Education is held in the highest esteem 
followed by martial ability. Every free child, even the poorest of the poor, is educated in scholastics and self-
defense. Only the upper classes, however, are allowed to attend “college” and join the elite of the warrior-
scholars, the Lance of Truth. The nation is rich in food production, the climate perfect for dates and olives, 
cattle and boars, red fruits, and deep-rooted tubers. anDwapeh’s prosperity is built on a darker underside, 
however – the slave trade flourishes here. 

The patriarchal nation has been ruled by a procession of purportedly kind and merciful kings, the latest line 
being compromised of Fey-touched. The current king is isiKul dWenparah, the Golden Antelope, and the 
prince who stands to inherit is isiNkul anZulah, the Red Crane. This generation has seen no Queen. Royal and 
upper class marriages are foretold by augurs who read the Web of Fate. If a perfect match is not found, the 
individual never marries, although this does not necessarily mean they are childless.  

The royalty and upper nobility are especially known for holding to the nation’s elaborate traditions. In 
addition to the strict mandates on marriage, children less than 16 years of age are considered to be the 
property of the father and a good deal of money is paid to the birth mother, who may choose after the 
production of children to leave the household and pursue whatever goal she might wish. Following a popular 
cultural icon, the Panthress of Two Claws, mothers who have chosen to leave their children behind may join 
one of several martial battalions, and the senior commanders of the anDwapeian army are often women. 

anDwapeh is particularly known for its grand horsemen. Their fine, delicate looking horses are as vicious as 
a wild camel and as easily trained as a domestic dog. Children (even low class children) who show inclinations 
towards droving are raised up with their first foal, learning the tricks and formations of the cavalry. These 
horsemen can easily cover long distances in many different environs. When not otherwise engaged, they 
play complex games aback their steeds to stay in practice. Recently, a formal competition has been created 
to showcase the skill of anDwapeian riders, and citizens come out to watch these events in great numbers. 

The main exports are fruit, meats, oils and leather armor. Buying an anDwapeian horse is prohibitively 
expensive, but seen as quite the status symbol. 

Dessanora 

Dessanora is a loose confederation of city-states spread across a wide archipelago, far east of the Jeweled 
Cities.  Dessanora covers a range of climate types, with the upper islands being warmer, but not tropical, 
and the southern islands seeing mild winters. Members of every race inhabit the islands, living in their 
preferred clime, and as a result Dessanoran culture is much more accepting of differences. 

The nation is ruled by a council of noble families, each bound to a shifting alliance of merchant houses and 
other power brokers.  Several of the major temples, mostly to Auran and Lyla,  are involved in politics, and 
stand roughly on par with powerful merchant houses. The Path of Steel is frequently idolized in popular 
Dessanoran culture, with the notion of the light and mobile fighter capable of leaping between ships with 
flashing swords the subject of numerous popular ballads. The arts of magic (Path of Magic and Path of Mind) 
are considered to be rare and mysterious, with wizards frequently playing the part of villains in popular 
theater and ballads. 

The capital, on the large island of Lissaro, is called Relaria. The city was built by the Rays of Auran some time 
in the last several centuries. This powerful group of high-human and high-elf worshippers, with much sway 
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in the government, planned the layout of the city to resemble the sun and its rays. No new structures are 
allowed to be built unless the pattern will not be disturbed, and the bright, white-stone city walls are said to 
repel those who arrive with evil intent. The main result of this building restriction is that the population is 
not as concentrated in the capital as many other nations – Dessanora has a wide array of well-populated 
cities. 

Most of the economy relies upon trade between these separated populations. Fine wines and cheeses come 
from the southern islands, where the worship of Lyla is more popular. Sheepskins, wool, and beautifully 
intricate textiles are provided by the more northern islands. Mines, dotting the region, provide yellow topaz 
said to be sacred to Auran. While Dessanoran trading ships range far from home, it takes some time for them 
to reach the ports of Kishar.  Most travel to Embra-Jaka or Wuldkest in Northreach, where the textiles and 
wines are especially popular. Due to the amount of time they spend at sea and the value of their cargo, 
Dessanoran ships are highly likely to carry small armed contingents that specialize in ship-to-ship warfare. 
Many of the merchant guilds provide their own bodyguards, but mercenaries are common as well. 

Embra-Jaka 

Embra-Jaka is located in the northeastern part of the Western Continent, past the Sun Peaks and the Long 
Grasslands. Like Kaewan, the land is mostly composed of thick tropical jungles, and the climate is quite humid 
and wet. This is the perfect environment for waterborn, hiwani, dusk elves and low caste humans. 
Aetherites, half-orcs, and dragonkin also thrive there, but are fewer in number. The country is composed of 
an ever-changing coalition of tribes. One major city, Kimbasha, exists roughly in the center and despite the 
constant tribal warfare, all tribes pay at least nominal respect to the Great King of Embra-Jaka. While the 
position is largely ceremonial, the Great King does retain the power to call levies to fight should the country 
ever be invaded. 

While the usual gods are worshipped here, many tribes of Embra-Jaka revere demi-gods and the like as well. 
Naiads, Nagas, Crocuttas (sentient dog beasts) and even some rare plants are considered sacred and 
offerings may be left for them. The environment being under-developed and full of deadly challenges, 
Embra-Jaka tends to spawn animists and masters of arms more than most other regions.  

Embra-Jakans can be isolationist and distrust those who would alter their way of life. Every tribe has its own 
horror story of the filthy cities and dry climates beyond the Wastes and the jungle canopy. Stalwart explorers 
from other nations venture in, some succumbing to the dangers of the terrain and others returning with 
unbelievable tales and rare materials. Those who dwell near the borders often ally with tribes who are less 
inclined to violence, as the products of Embra-Jaka are sought after in other parts of the world. Trade is 
unpredictable and ever changing; woven materials, paper, and food-goods go in and feathers, beads, strange 
medicines and the skins of monstrous snakes come out... but not always on time. Among the less-commonly 
found items are ancient relics reportedly unconnected to any current culture, uncut gems seen nowhere 
else, and tools to tattoo and pierce nearly any part of a creature. 

There are persistent rumors of a great sunken island off the eastern coast of Embra-Jaka. While it is referred 
to by many names, the most common is Crythia. Suggestions for the cause of its sinking include volcanic 
action, an angry god smiting the land, and self-imposed destruction by a death cult. The mermaids who dwell 
on this coast often refer to it, with some inviting explorers along, but as they are carnivorous they are not 
seen as a particularly trustworthy source of information. 

Hinterlands 

The Hinterlands are a broad stretch of coastal territories on the Arephian (Eastern) continent. Not so much 
a unified nation as a grouping of feudal towns that share certain common cultural elements, the Hinterlands 
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are principally united by a common foe - the Fey Courts. While the Fey are seen as semi-mythical tricksters 
in other countries, in the Hinterlands they have come to represent everything wrong with the world. 

Tales disagree in the details, but certain common elements are found in each city’s history - many hundreds 
of years ago, or perhaps as much as a millennia, a great wasting disease known as the Red Shakes swept 
through the prosperous Tendran Empire, crushing its population and devastating the systems of government 
and agriculture. As many as 3 in 4 died, and the pestilence resisted all attempts at containment or treatment. 
Some connection is suspected between the disease and the powerful Fey who emerged from the wild lands 
in the continent’s interior to conquer the majority of the former empire, but it is not known if the Fey 
themselves concocted the sickness or if they merely exploited it. Their armies of wild beasts and enthralled 
mortals devastated the remnants of the Empire’s famed Storm Legions, and only disagreement between the 
Fey Lords prevented total subjugation of this land. 

Regardless of what happened so long ago, the reality of the situation in modern times is stark. Four major 
cities survive in a loose confederation that squabbles internally more often than not. Gone are the days of 
the proud lightning bolts that once graced the Empire’s banners, and in its place are the symbols of the cities 
of Ardan, Belglia, Moetica, and Oquinta. Trade is much diminished from the days in which the Empire’s 
capital of Neplia Magna saw a constant flow of tribute barges, and these days few from foreign lands even 
remember the Empire. The region’s name now reflects its geography - the surviving cities adjoin the coast, 
where the locals say that the salt air repulses the Fey. 

The main export is a fine pink salt, farmed from the salt flats that the locals maintain to ward off further 
incursions from the Fey. Merchants sell flax grown for weaving into linen, and the area is known for its 
pungent washed-rind cheeses. The most famous liqueur from the area is made from elderflowers, but the 
locals consume most of this, leaving only a little to be exported at steep prices. The arts once flourished in 
the long-lost Empire, but now few survive to maintain the elaborate frescos and tile mosaics crumbling 
among the ruins of this former shining beacon of civilization.  

Kaewan 

Kaewan is an island nation covered in jungle and comprised almost entirely of dragonkin. Homes are 
burrowed into the roots of the massive banyan trees that dominate this kingdom. The trees provide 
protection and an easy way to funnel rainfall into collection barrels. Family groups are led by a matriarch of 
considerable age, who is served by her daughters and sons-in-law. Unmarried males have their own family 
structures, entering these at a young age and leaving them only for purposes of marriage. The male groups 
take care of foreign trade and are the only ones that commonly leave the island; the matriarchal groups are 
responsible for gathering food and raw materials. The matriarchal families delegate tasks, such as patrolling, 
overseeing local trade, keeping the villages clean, making accounts of food goods, crafting, etc. 

Kaewani society has historically been insular and self-sustaining, only recently opening up to outside trade 
and seafaring ventures. This by no way implies, however, that the culture is primitive. It has a complex 
spoken language, and a highly advanced mathematics system that is largely memorized by each generation 
as there is little paper. Things such as geometric problems and building plans are scratched onto hard clay 
tablets that are often destroyed after use to protect family secrets. White sand, collected from the beach, is 
fired into glass forms that are tinted with plant dyes. There is a traditional shape for each god or goddess, 
with vessels of Auran’s shape serving as containers for the oil that is burned at night for illumination. The 
histories of this island speak of a long-dead ancestor named Noctus who was a full-blooded dragon. 

Most Kaewani food is raw, fermented, or made from dried vegetables. Most foods are served cubed or 
sliced, then covered in sauces to taste. Carved sticks are used as utensils and wooden or ceramic plates are 
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commonly used. On some religious occasions, large quantities of meat will be cooked in a pit of heated 
stones. 

Major trade items, other than the glasswares, include intricate carvings, formidable weapons, housewares, 
and jewelry made from local hardwoods and nuts. A variety of dyes are also available, from the same stock 
as are used in the glasswares. Because of dragonkin’s protective, scaly skin and the island’s high 
temperatures, clothing is seen an accessory rather than a necessity. Linen, being light and breathable, is 
highly sought after for the layered, elaborate costumes worn on special occasions. 

Maha'vira 

The other surviving nation on the Arephian (Eastern) continent is Maha’vira. Populated by a combination of 
hill dwarves, mountain dwarves, and some high caste humans, Maha’vira has no particular history of the 
plague that supposedly swept the Hinterlands so long ago. The nation’s terrain is extremely mountainous, 
and most of the population lives at a higher altitude than those who hail from other nations, so perhaps 
some combination of these factors served to isolate the nation during this ruinous period. 

Maha’vira is a country with a much more unified population that many of the other nations in the world. 
Rather than an alliance or confederation of city-states, Maha’vira is ruled by the Court of Thousand Faces, a 
combination of the noble houses and bureaucratic systems found in nations such as the Jeweled Cities. The 
Court exists to serve the will of the Twin Child Goddesses, the daughters of the country’s founder, whose 
name is never spoken. Supposedly a god who gave up his divinity to begin the dynasty, his daughters are 
said to have remained eternally young ever since, and their rule shores up the country’s devotion to 
tradition, unity, and peace. 

In part because of this last principle, Maha’vira does maintain a standing army, commonly called the 
Dawnguard. The Dawnguard serves to keep the peace in the realm, and while Maha'vira is a small and 
generally stable country, they do skirmish with the animist nomads in the northern part of the nation. The 
population is concentrated in a number of cities carved out of the mountains themselves, and the artisanship 
of the terraces of these cities is said to be one of the prettiest sights in the world. 

In addition to the honorable Dawnguard, the country hosts Dusk’s Banner, a division of their military that 
takes in people who wish retreat from the larger world or who have committed some crime that prevents 
them from continuing as part of normal society. Instead of imprisonment, these individuals often choose to 
serve in Dusk’s Banner, with the understanding that this service restores some measure of the harmony they 
took from their nation in committing their crimes. Dusk's Banner is charged with guarding the remotest 
outposts, overlooking frozen valleys and barren tundras, both of which are in great supply. 

Lately there has been little commerce between Maha’vira and the wider world, and rumors circulate that 
Dusk’s Banner has closed the main passes into the country, although no one can say whether this is true or 
not. The main exports from Maha’vira are finely lacquered dishes, carved wooden goods, and enameled 
jewelry in elaborate forms, and these have certainly been rare in the markets in the last few years. 

Northreach 

Far north of the Western Continent, across the vast ocean, lies Northreach. Local folklore says that 
Northreach was once the domain of the Frost Titans in the ancient times and that the mountains encircling 
the country were raised in defense of their frozen kingdom. Sprawling from the foot of the mountains almost 
to the sea itself is the Frozen Forest, a dense tangle of various sorts of evergreen trees. Independent villages, 
scattered through this forest, are ruled by clans.   
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The main races of Northreach are low caste humans, half-orcs, half-ogres, and waterborn. Any other folk 
tough enough to survive the environment turn up as well, but outsiders are required to prove themselves 
before being accepted into society. The winters are hard and unforgiving, lasting almost half the year and 
making food scarce for the underprepared.  Food sources may range from red elk and mammoths in the 
forested areas to seal, walrus, or whale on the coast. In the brief spring, freshwater fish, tubers and 
mushrooms can be had and these are often preserved for the colder months.  

Wuldkest, once the city of the King of Northreach, in now the only major port.  The last king, Celenius 
Stormguard, in an effort to hold off the country’s dissolution, gave control of portions of the land to the 
largest clan in each region. Far from fixing the problem, this exacerbated it, and Celenius was murdered 
shortly afterwards. His son, Valdos Stormguard, holds control over Wuldkest and leadership of what little 
remains of the country’s army. His fair and neutral rule has redeemed his clan, and the Stormguard clan is 
now widely respected. Whenever the Council of the Clan Lords is held, it is held in Wuldkest in the former 
king’s palace. These Councils are called infrequently due to the difficulty of traveling in Northreach’s climate, 
and the challenge of providing sufficient resources for such a gathering. 

Aside from extreme situations, each clan remains in charge of the care of its own people.  In times of strife, 
some clans will raid and pillage other settlements or ships to feed and clothe themselves. Some clans 
(whether due to convenience or a reversion to older traditions) prefer this pillaging to honest work, and 
have become a nomadic blight in Northreach. Among these groups, some have become adept at sailing, and 
these ‘sea wolves’ (as the locals term them) make trading with Northreach even more challenging. 

Off the eastern coast of Northreach rests a sizable island called Kjoldan, populated largely by hiwani who 
share the unusual trait of white fur. Among these people, polar bear hiwani are revered as powerful in the 
ways of the Path of Nature, and often act as leaders in settling disputes. The clans of Kjoldan are highly 
isolationist, and their members are rarely found outside of Northreach itself, leaving only for the most dire 
reasons. 

The more settled clans (generally near and in Wuldkest) export trade goods such as leather armors, bear, 
wolf, and seal skins, carved whalebone crafts, raw copper and iron weapons. In addition, Northreach 
produces a certain kind of rare mushroom that grows only in caves. These mushrooms, known as Varje’s 
Wort, are used in the manufacture of medicines and hallucinogenic drugs. 

Prinya 

Prinya is widely considered to be the most unusual of all nations, and as such it finds a place in all manner 
of stories, ballads, legends, and folktales. The first sight of Prinya has been known to cause even a seasoned 
traveler to pause and gape. After all, Prinya is like no other place. Rather than a fixed city with walls, Prinya 
is a mobile city: a loose collection comprised of hundreds of boats, barges and pontoon houses. It moves up 
and down the Bawar’hai Inland Sea, sometimes leaving behind temporary “settlements” that split off for a 
few months so that the smaller boats can go further inland. Prinya’s preferred places for docking are the 
brackish sea mouths in the winter and near anDwapeh in the summer, and it spends more time at these two 
anchorages than most other locations. Tthe population is made up by an odd mish-mash of hiwani, 
dragonkin, low caste humans and a few moon elf families. The most common Paths are Religion, Steel, and 
Nature. Gloriel is held in high esteem here, as freedom is seen as a foundational principle of the city – any 
ship being free to leave at any time. Many of the city’s residents have been refugees from other places, and 
being between situations also places these folk traditionally under the protections Laurela.  

The ‘residents’ of Prinya are fond of trading and fishing, and Shapeshifters of the variety who can swim are 
considered invaluable to the community for both of these pursuits. The fish they catch provide a major trade 
good, kept live in wrought reed baskets that are pulled behind the boats. A sort of small sea serpent, called 
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an Eel Drake, has been domesticated by the Prinyans as a work animal. Eel Drakes help pull the less agile 
vessels and are also used to hunt for larger prey in the ocean. Larger fish and sea mammals are rendered for 
oil, lending a permanent smell to some of the barges. 

The city is ruled by the Decade, a council of ten members are selected by votes from the heads of the various 
families that make up the populace. This vote takes place every five years and is celebrated with a week-
long festival that includes food, dancing and a liquor made from the seaweed that lines the river mouth. 

The people of Prinya are rather clannish towards visitors, but will accept outsiders as permanent residents 
if they bring value to the community or are known to be refugees from their former homes. The newcomers 
are brought in and given until the Council vote, whenever it falls, to prove themselves. Those who fail are 
supposedly given a small boat and cast out of the city at the next major docking. 

The unusual nature of Prinya, and its ever-changing makeup, have spawned a whole host of legends. In some 
countries, Prinyans are talked about as kidnappers or slavers, and in others they are presented as slovenly 
raft-dwellers too foolish to build cities with walls. Few, however, have actually spent time among the Free 
Folk, as they call themselves, without having something positive to say about them and their non-traditional 
nomadic lifestyle. 

X’a 

X’a is marked on many maps, but few are the people who can claim they have been there. This island 

nation is said to be a land of solid ice, and few mortals survive there. Most of the inhabitants have a direct 

connection to the element of water that provides them with some protection, such as ice aetherites or 

dragonkin. Supposedly the touch of the Dynamae, the elemental force of creation, is felt upon this land, 

and certainly the elementals found here are some of the oldest and most powerful seen anywhere in the 

world. Little else is known of this place, as they seem to have no substantial trading vessels or ports. 

  



 

 

13 

Regional Languages 

Each region in Kishar has an associated language. The one for the Jeweled Cities, which includes Kishar, is 
the Jeweled Tongue (sometimes just called Jewel for short). New characters begin play knowing their 
regional language and the Jeweled Tongue. Players are always assumed to be speaking the Jeweled Tongue 
unless they make the hand gesture for “other language”. This consists of making an L shape with either hand. 
You must make the gesture visibly enough so that all nearby players can see it. Following this gesture, state 
which language you are using. Tone usually translates across language, whether or not someone can 
understand you. The available regional languages are:  

 Dutsvolk – the common language of the Hinterlands  

 Ember – the language of Embra-Jaka 

 Envalisianno – the language of the Dessanoran Confederation 

 H’an’a – the language of an’Dwapeh 

 The Jeweled Tongue – the common language of the Jeweled Cities  and the accepted international 

trading language  

 Kaewani – the language of Kaewan 

 Ma’haran – the language of Maha’vira 

 Norvan – the common language of Northreach and Kjoldan  

 Prinyan – the language of Prinya 

Ancient Languages 

In addition to the modern regional languages, there are also three “ancient” languages of interest to 
scholars. Heavily theorized to be the root language of most racial languages, Oranti is a dead language 
believed to have no more native speakers. As written history dates back thousands of years, Oranti is no 
doubt a remnant of some other age. Some scholars associate it with the lost Tendran Empire. Items bearing 
inscriptions in Oranti are found from time to time in ancient tombs or dredged up from the Silver Sea. Some 
linguists separate Oranti into Ancient, Middle, and High dialects, but the differences are said to be subtle. 

Afrayen is the language of the Efreeti, a demon-like race of which little is definitively known. Dealing with 
Efreeti is said to be dangerous, even if they can be found, so this language is uncommon. The Efreeti are 
most commonly associated with the night and with wild, uncivilized places, such as the deep desert. Stories 
suggest that mortal tongues are not well suited to the hissing syllables of Afrayen, but some scholars 
maintain what they claim to be accurate dictionaries, enabling the reading, if not speaking, of this language. 

Finally, there is Sah-mat, the language given by scholars to an equally ancient race of beings known as the 
Djinn. Very little is known about Djinn, save that recorded encounters with them appear to have ceased 
hundreds of years ago, and even then, were rarely attributed to believable sources. In some stories, they 
are said to be possessed of inhuman wisdom and supreme magical powers. In other tales, they are great 
artificers who constructed entire movable cities. Still other scholars consider them to be Fey masquerading 
as another race for the ultimate trick. 
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Institutions and Organizations 

The Sultanate 

The Ruby Sultanate is the most powerful of the ruling positions among the 

Jeweled Cities, due largely to the vast wealth in taxes Kishar levies from her 

great port and the four trade routes that intersect in the city. From the lofty 

height of the Badshahi Palace, the Sultan rules the city, although in practice 

his orders manifest themselves through the actions of the palace guard, the 

city militia, and the various administrators who control sections of the city. 

The current Sultan is Sulaiman the Second, whose name is usually followed 

with “by the grace of the gods” if spoken. 

While the Sultan does not marry, he keeps an extensive hareem supposedly 
containing the most beautiful concubines in the land. No formal count of his 
sons and daughters exist, but Sulaiman is said to take notice of only a handful 
of the more promising, one of whom will likely succeed him as Sultan or 
Sultana. The colors of the royal house are red, purple, and gold, and its device 
is a red-maned lion, passant, wearing a purple sash. Royal messengers and 
pages wear the purple sash bordered in white. 

The Great Council 

Of all the institutions in Kishar, the Great Council is the one most visibly 
responsible for touching every aspect of the city. While the Sultanate was 
once an absolute position, unrest and revolt among the noble houses in 
the time of Ibrahim the Fourth brought concessions. A weak Sultan, 
Ibrahim IV allowed a council of appointed nobles to subvert most of his 
power, a process that has been gradually reversed in the centuries 
following his rule. These days, the Great Council retains financing as its 
last great power, but holding the purse strings means it is still a force to 
be reckoned with. In addition to nobles, the heads of powerful guilds sit 
on the Great Council, although they are largely there to be consulted. 

The Council has no formal colors, but its device is a golden key, and 
Councilors commonly wear white robes to formal gatherings, with golden 
sashes. 

The current First Councilor, Samiyah Zhao al-Zharka, is recently come to 
the position. Said to be a great beauty whose elegant features exemplify 
the best blood of high caste humans, she has jet black hair and the piercing 
blue eyes of her family. Paintings of her in the formal robes of her office 
sell almost as well as depictions of the Sultan. 
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Rank and Privilege 

There are many Organizations in Kishar, all of whom have their own spheres of influence and political 
ambitions. Within each Organization there exists a structure to differentiate those who have achieved 
varying levels of personal achievement or prestige. This system is collectively referred to as Rank, and in 
general terms, individuals of the same level of Rank will command roughly the same deference and rights, 
even if those Ranks come from different Organizations. Individuals of particularly high Rank are thus set 
apart from the common people (those with no Rank), and they often get special treatment. 

Some of these privileges are codified by law. Any individual of Rank may retain a small number of armsmen 
or servants, but this must be commensurate with their station. Individuals who have achieved at least the 
second Tier of Rank in an Organization may be given access to certain buildings that commoners cannot 
easily access (such as the Daihonsha). Individuals who have achieved at least the third Tier of Rank in an 
Organization will usually be tried in a special court convened for such worthy individuals, and should they 
be imprisoned or confined, their quarters will be much more accommodating. Individuals who have achieved 
at least the fourth Tier of Rank are allowed to petition for access to the Sultan or the Great Council (although 
they may not have much chance of either without substantial bribes). 

Other privileges are more unofficial, but no less real. Certainly, individuals of Rank get away with more than 
your average person. A street fight between a noble and a healthy commoner with weapons, barring the 
presence of numerous witnesses, will be presumed to be the commoner's fault. A Master Merchant will 
not be questioned for carrying large amounts of wealth around (although they might be advised that it's 
foolish in certain Districts). The militia respond faster to areas where individuals of Rank live and are better 
trained and armed when they do so. 

Anyone can lose their Rank due to a long list of offenses, most of which can be summarized as: disobeying 
or displeasing those of higher Rank, most especially within their Organization. The most serious of these 
offenses would be treason against the Sultan. Anyone who obtains proof that someone is guilty of treason 
can go to the person’s Organization (if they want to handle the matter quietly) or an opposing Organization 
(if they want to cause the most trouble) or the Palace Guard. Accusations of treason are not uncommon, but 
they are difficult to prove, especially by commoners. 

Players are advised not to give fealty (a formal concept in an Organization) to people they don't trust with 
their life! PCs with Rank do not start off with other PCs under their command unless they both choose to do 
this as part of their backstory. PCs with sufficient Rank may be able to hire NPC servants, armsmen, or similar 
people. Servants who disobey a strict order from their employer may be discharged from service, making it 
very difficult for them to obtain employment with other Organizations. 

Commoners have rights to their person and property, and do not have to obey direct orders unless they owe 
fealty to a person. The flip side is they are generally expected to mind their manners around individuals of 
Rank, afford them courtesy, and respect their person and property. Most commoners find it a good idea to 
be extra polite, use a proper title if they know it, and tend to individuals of Rank before their other 
customers. Proprietors of rough establishments are much less likely to observe this. 

Largely, Rank means being able to get much closer to the ‘line’ than a commoner could without 
repercussions. A noble, temple priest, merchant, or Jin Shi member who (minus mortal provocation) draws 
a weapon and stabs someone in front of witnesses is still going to have trouble, but the amount of that 
trouble varies greatly by Rank. 
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The Ruby Court 

While there are hundreds of noble houses in the city (collectively referred to as the Ruby Court), only a few 
wield sufficient power to affect the day- to-day life of the common people. Noble houses are largely family 
units – a person is born into one, but might marry into another to seal an alliance. A few rare houses are 
adoptive, and survive by admitting new members based on merit, wealth, or some other criteria, but these 
are generally seen as debased by the other houses. About half of the noble houses in Kishar are high caste 
humans, although there are certainly plenty of elves, feytouched, and the occasional desirable low caste 
human who are found as consorts and spouses. 

House al-Zharka, a high caste human house, are likely the most powerful house in the city. Certainly they 
are one of the oldest houses. While illegal for any house to keep a guard large enough to challenge the 
palace guard, they are said to keep small units of their troops under the uniform of allied houses. It is 
believed that all of them together outnumber the palace guard, if not the city militia, and rumors abound 
that this sheathed sword has more to do with the First Councilor’s election than her oratory. Al-Zharka colors 
are blue and green, and their device is a white ibis. 

Second in power are the Tang, a noble house of high caste humans that was a minor house until the previous 
century, in which a single ruthless and energetic leader managed to be elected First Councilor, and the 
house’s fortunes altered overnight. The Tang hold more with scholarship than any other noble house, and 
they keep one of the smallest guards, although senior members of their household receive training in Qi-
Gong, a martial art said to elevate the mind and calm the nerves. Tang colors are yellow and black, and their 
device is a couchant tiger. 

Third among the houses are the Khazâd, a mountain dwarf house that accepts some hill dwarves into its 
lower ranks. An old and highly traditional family, the Khazâd take a much longer view on politics than many 
other houses, and have remained in their current position for hundreds of years, while other houses have 
risen and fallen. Despite their position, they are often rumored to be the wealthiest of the houses, even if 
they choose not to flaunt this. Khazâd colors are black and red, and their device is an unbroken peak in these 
colors. 

While they are in truth many separate houses, the high elven nobility of Kishar speak with one voice, and 
this causes them to wield more power and influence that their differences would suggest. Collectively, they 
refer to themselves as the Cinduril Houses, and their Speaker, who changes frequently according to 
unfathomable elven rules, uses the device of a white lotus blossom. For this reason, others often refer to 
them as the Lotus Court. 
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Merchant’s Guild 

A formalized coalition of the major craftsmen in the Jeweled Cities, the Merchant’s Guild is most active in 
the center of all local trade – Kishar. It is here that they have their Guild Hall, overlooking the Gold Bazaar, 
most opulent of all the city’s open-air markets. The Merchant’s Guild levies a quarterly fee from all of its 
members, and in return, provides services such as appraisal, caravan guards, and storage for goods. Non-
guild merchants exist, but they are not permitted to establish shops in the Gold Bazaar or stalls in the Silver 
Bazaar, and generally face some hardship and occasional intimidation.  

Noble houses exclusively take commissions from Master craftsmen that are Guild-certified. All merchants 
who bear the Guild’s seal of approval display this affiliation prominently, and are periodically inspected by 
the Guild. Those selling shoddy merchandise or who are caught defrauding their customers are expelled. 
Falsifying Guild credentials is an actual civil offense with lengthy punishments. 

While many merchants commonly use symbols of Kora or Thul, the Guild itself uses the emblem of a bronze 
or copper cup, in accordance with their motto, “Trade is the water of life”. Many Master Merchants 
commission actual cups along this specification, which are traditional for ceremonies in which particularly 
profitable bargains are sealed.  
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The Royal Academy 

As a center of trade, travel, and culture, Kishar boasts two proud symbols of its intellectual achievements: 
the Royal Academy and the Daihonsha, or Great Library. The Royal Academy is open to all of at least the 
second Tier of Rank, and well-to-do children are commonly sent there to be educated in all manners of 
scholarship. Graduation from this academy guarantees a high-ranking position in civil service or the military 
as well as excellent marriage potential. Scholars from the university are generally identifiable by their black, 
blue, or maroon robes, the omnipresence of books, scrolls, or writing materials, and a certain detached air 
of refinement. The Royal Academy uses the device of a lit oil lamp. 

 

The Daihonsha  

The Daihonsha is an enormous three-winged building that harbors the largest collection of written works in 
existence, as well the Hall of Archives, an extensive collection of documents that provides the foundation 
for the legal code, land grants, and tax administration. The final wing houses the offices of the Jin Shi, or civil 
service. Commoners are not allowed in the Daihonsha as a general practice, although the right amount of 
money can procure a scholar willing to serve as a guide and sponsor. 
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the Jin Shi  

The city of Kishar is divided into quarters, and these are in turn divided into districts. The head administrator 
of the Jin Shi in each district is known as a Satrap. The head of a quarter is known as a Suzerain. All 
promotions within the Jin Shi in their area require their approval. As a result, these bureaucrats are 
extremely powerful, and can wield as much influence as the head of a noble house. 

 

Beyond the lofty offices of Satrap and Suzerain, the Jin Shi are the backbone of the government at all levels, 
and are responsible for managing the day-to-day affairs of the city. While they in theory report to the Sultan, 
their need to seek funding from the Great Council places them in a position to work closely with this body. 
The Jin Shi wear formal robes with square panels in the front. These panels bear symbols that indicate the 
branch of service and rank of the individual, although this code is complex and difficult to understand for 
outsiders. 
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The Guild of Wind and Flame 

Magical guilds exist in great number in Kishar, and are mostly allowed to operate independently. Most focus 
on a particular area, and are generally comprised of apprentices, journeymen, and masters of that art. 
Programs that funnel the most magically talented students from the Royal Academy into one or the other of 
the magical guilds are common. As commoners are unlikely to need or be able to afford their services, these 
guilds are not spoken of much. While scholars would argue that what they do is not magic, technically, those 
who follow the path of Mind also sometimes form guilds, and these are lumped into this category.  

The largest and most respected of these guilds is the Guild of Wind and Flame. Their area of expertise is 
elemental magic, and they are frequently at the head of innovation in this field. As such, they are constantly 
looking for new sources of important reagents such as elemental cores of high purity. Their symbol is the 
eponymous combination of the elements of Air and Fire. 

 

Thieves’ Guild 

While not a recognized Guild, most people believe there to be a formal Organization that regulates theft in 
the city. Unsurprisingly, there is no known location for its headquarters. Occasionally, people publically claim 
membership, often as leverage to extort money. The frequent and permanent disappearance of these people 
lends some credence to the rumors. 
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The Hidden Court 

While the Thieves’ Guild might have a particular area of expertise, much of what transpires in the less-than-
entirely-legal commerce within Kishar is regulated by a group of powerful crime bosses, who have established 
their own system of Rank. Bearing a passing semblance to the structure of the Ruby Court, and having 
adopted the notion of Houses and fealty, this Organization has come to be known as the Hidden Court. 
Membership in a crime family is seldom based on blood alone – instead, these ruthless enforcers have a strict 
code of achievement that requires repeated demonstrations of effectiveness. As the name suggests, certain 
things are anathema to the members of the Hidden Court, and foremost among these is bringing the 
Organization’s actions to the notice of more upstanding authorities. Smart members operate on systems of 
reputation and plausible deniability, and few expect to be bailed out of imprisonment should they trip up 
enough to get caught. 

 

For all that the City of Kishar is home to regulatory bodies such as the Jin Shi and the City Militia, the streets 
in the less pleasant districts are just as likely to belong to any number of criminal groups who extort the local 
population. Too irregular to be easily identifiable, and too knowledgeable of back streets and alleys to be 
wholly confined, gangs operate openly in some sections of the city, and by night in others. When they are 
large or powerful enough to become a nuisance, the militia or hired mercenaries prune them back, but any 
lives lost in such engagements are easily replaced, and they are notoriously hard to fully uproot. In the poorer 
districts, membership in a powerful local gang is one of the few means of advancement, and some are 
honestly benevolent, protecting their neighborhoods against those who would threaten them. Many of these 
gangs have agreements with the Hidden Court, if they are not simply extensions of it. 
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The Sultan’s Might, and the Palace Guard 

Best equipped and trained of the large military forces in the city, the Palace Guard protects much more than 
just the Badshahi Palace. The Royal Academy and Daihonsha boast contingents of these troops, and small 
guardhouses are found all across the city and at the gates, in case the Sultan should need a more local display 
of power. Traditionally, membership in the Palace Guard is restricted to certain families, but those who 
display exceptional martial prowess and are willing to undergo the magical geas to guard the Sultan’s life and 
obey his will can gain entrance as well. 

The large-scale military under the Sultan’s command are referred to as the Sultan’s Might. Forbidden by 
ancient law from being used against the citizens of Kishar (or brought in any large numbers within the city’s 
walls), the army exists to remind foreign nations (as well as other Jeweled Cities) that Kishar’s prominence is 
built as much upon its ability to wage war as its ability to profitably ensure the flow of commerce. 
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The City Militia 

The city militia serves as a general police force, and includes everything from minimally trained and often 
underpaid watchmen to elite forces designed to quell riots. The rank-and-file of the city militia are drawn 
from all races and economic levels. Since ability is a valid way to rise to the top of this Organization, it is used 
as a recruiting pool by both the Sultan’s Might and the Jin Shi. 

Like the Jin Shi, members of the City Milita carry batons of office. Given their responsibilities, these often 
tend to be less ceremonial and more functional, some being maces in truth with a little decoration and 
(usually) the name of the officer in case they are lost in a fight or hectic pursuit. 

 

 
 

Mercenary Companies 

Kishar welcomes mercenaries, as the constant squabbles between noble houses and other factions produce 
a demand for expendable soldiers. Some companies work as caravan guards for the Merchant’s Guild, and a 
few are large enough to be hired for true military engagements. The smaller groups of mercenaries are largely 
kept employed by prosperous merchants or minor noble houses who cannot field a force of their own, and 
some are even employed by the gangs in their turf wars. 

Mercenaries may number as small as two dozen members, or as many as several hundred, but they all have 
one thing in common – their primary trade is the waging of war and displays of martial power. While player 
characters might have a background in such groups, they are not the focus of our story. Instead, we choose 
to highlight a relatively new Organization that is well-situated to engage in all manner of tasks. 
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Adventurer’s Guild 

The Adventurer’s Guild is of very recent origin, with its first location being founded a decade ago. Formed in 
the wake of the dissolution of the Serpent Guard, one of Kishar’s more famous mercenary companies, the 
Guild’s motto is “Service to the people”, and their business model of taking a great number of jobs too small 
for a traditional mercenary company seems to be bearing fruit. This small Guild has not yet achieved sufficient 
fame or recognition to command a great deal of respect, or a seat on the Council, but its founders are said to 
have high aspirations. Tensions between the Adventurer’s Guild and smaller mercenary companies, which 
accuse it of poaching their jobs, occasionally spill over into brawling. 

The Adventurer’s Guild has 4 Chapter houses, each headed by a Chaptermaster or Chaptermistress. Serving 
under them is a Quartermaster, who is often assisted by Scribes. The Guild as a whole is headed by Rashad 
Al-Wabi, the Guildmaster. Under Rashad’s leadership, the Adventurer’s Guild has grown from a small group 
of former mercenaries that contracted out odd jobs to a major force for change in the region. 

Because ordinary people are not supposed to bear weapons inside of city walls, the Adventurer’s Guild takes 
care of securing special permission for its members to do so. This is commonly known as an “Adventurer’s 
License”, and all PCs are considered to begin the game with one. Characters who commit violent crimes and 
are caught can be stripped of this license (in addition to other punishments), making it illegal for them to 
carry weapons other than knives and walking staffs within city walls. 
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Power in Everyday Life 

The people who inhabit the lands in which Kishar takes place vary greatly, but one thing they all have in 
common is that everyone, even the young pickpockets in the marketplaces, tends to know a trick or two. In 
game terms, this means that even the common people often have access to powers, albeit not many. While 
most PCs will be more powerful than say, a shopkeeper or day laborer, they should not expect to be able to 
maraud across the city without running into significant opposition. This might come in the form of gangs of 
thugs, other adventurers, or city militia. People who start too much trouble often wind up dead, or so people 
say. Some people even tell stories about seeing strange beasts and creatures of nightmares prowling the 
streets at night, although most of these tales are easily discredited as gossip and folklore. 

Racial Composition 

While these numbers vary between the Jeweled Cities, Kishar’s racial breakdown is approximately as follows: 
High Caste Humans (40%), Low Caste Humans (20%), Hill  Dwarves  (10%), Mountain Dwarves (5%),  Sun Elves 
(5%),  Feytouched (5%), Dusk  Elves (3%), Moon Elves (3%), Shar’vin (2%), Aetherites (2%), All  Other (5%). 

Members of the Ruby Court are largely High Caste Humans (75%), with Mountain Dwarves (15%) being most 
common afterwards. Sun Elves (5%) are a small but important minority, and Low Caste Humans, Hill Dwarves, 
and Feytouched together make up most of the rest (4%). A tiny percentage (1%) of nobles are of any other 
race. Other Organizations are much more merit-based, and there the racial compositions vary widely. 

The Sultan’s Might’s officer core also skews heavily toward High Caste Humans (50%) and Mountain Dwarves 
(20%), but the remaining percentage (30%) is a more motley collection of members of other races with proven 
military skill. 
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Religion in Kishar 

Religion is acknowledged by nearly everyone in Kishar. While the gods and goddesses do not generally come 
down and meddle in the daily affairs of mortals, their followers are certainly able to manifest divinely-given 
abilities. No one who has received healing from a cleric, or seen an oathbound in battle, is likely to scoff at 
the gods casually. Those who directly serve a god or goddess (i.e., who follow the path of Faith) almost 
always wear a visible holy symbol. While this object is not needed for their powers to function, it is like a 
badge of office that suggests that the servant is available to aid those who need them. Unsurprisingly, those 
who serve evil deities are much less likely to openly display such symbols. 

Most people know there is a difference between the prayers the clerics call upon and the powers of mages 
or of those who call upon nature – although, if pressed, they are unlikely to be able to say exactly what this 
is, other than the fact that the powers of holy servants come to them directly from the gods. 

Religion and the Common People 

Most people, to be safe, pay at least lip service to the ways of the more powerful gods. They might even 
pray at the appropriate times, or when they truly need something. For example, an expectant mother might 
pray to Nivone. The same woman, upon finding her husband had broken his leg, might pray to Avahlei for 
his quick return to health. While it is rare for ordinary folk to revere the dark gods, it is not unheard of for 
small offerings to be made to them, out of fear. These are considered bribery more than reverence, and the 
same people who make them might be distinctly uneasy about someone who openly worships Sulith. 
Throughout the year there are festival days that honor the most popular gods – the largest ones might even 
be free days, where common laborers are released from work and fill the streets with revelry. Business of 
all sorts do good custom on these days, although taverns and inns fare best. Offering violence during a feast 
day is said to be unlucky, and likely to bring the unhappy attention of the deity in question. Despite this, 
drunken brawls are not uncommon as the day wears on. 

Faithful 

Not everyone who feels a calling to a particular deity is given access to divine powers. Some serve in more 
everyday fashions, comprising the more dedicated worshipers at temples and other gathering places. Those 
among these people who have taken a vow to uphold a particular deity in their lives are called Faithful. For 
every cleric, there might be 30-50 Faithful. For everyone counted among the Faithful, there are hundreds 
more who simply revere the deity on occasion. 

Faithful receive no special blessings from the gods, but the clerics of those deities watch over them more 
closely, and call upon them in times of need. A cleric of Maenir might train his Faithful in martial combat, so 
that if anyone threatens his neighborhood or temple, he can call upon this informal militia to defend it. A 
cleric of Gloriel might raise a collection among the Faithful to pay for the release of someone unjustly 
imprisoned. Of course, clerics of the dark gods can call upon Faithful as well, who often turn up in unexpected 
positions of power. 
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The Gods of Good 

The ‘Gods of Good’ is a collective term for the following deities. They are known for staunchly upholding 
those things which most people hold to be noble and right, even at cost. Their servants and Faithful try 
to uphold these principles, regarding the difficulty in doing so as a test in life. These deities are viewed 
as safest to pray to by most people, for their servants rarely ask for recompense for aid. 

All of the Gods of Good teach that their followers should strive to do good acts, and shun evil ones (the 
meaning of this varies from culture to culture, but always includes such things as not committing murder, 
rape, robbery for selfish reasons, or torture). 

 

The Brothers (Corth &Khal) - Valor, Endurance, Earth 

Other Name(s): The Strongarms, The Guardians 
 

Holy Symbol(s): Two muscular arms, clasped at the hands; a hammer 
and axe crossed; a golden torc 

 
Depiction: A stoneborn (Corth) and a hill dwarf (Khal), in matching light 
armor, with heavy golden torcs around their necks 

The Brothers are a pair of gods, said to help the weak and those in danger. They are always depicted and 
worshipped together. Clerics of the Brothers commonly espouse the view that strength is given by the 
gods in order to allow for the protection of the weak or those who follow scholarly pursuits. Oathbound 
of the Brothers take this one step further – they actively seek out those who abuse their strength and try 
to bring them down. Dervishes of the Brothers are rare, but fight demons and undead in order to 
demonstrate that good is stronger than evil. Chaplains of the Brothers are very uncommon, since 
nonviolence is not something the Brothers usually teach. 

 

Gloriel - Freedom, Just Rewards, Air 

Other Name(s): The Winged Maiden, Skydaughter 
 

Holy Symbol(s): A delicate hand closed around a long white feather; a 
golden circle with wings 

 
Depiction: A young celestine with brilliant white wings, with lines of 
gold on her skin and wings 

Gloriel is a minor goddess who is said to be the youngest of the gods. Clerics of Gloriel work to help those 
they feel have been wronged in life. Oathbound of Gloriel are charged with protecting those that bring 
change for the better to society – a difficult task in a world that more often rewards privilege over 
achievement. Dervishes of Gloriel are impulsive champions for good - they value action that occasionally 
goes wrong over inaction that plays it safe. Chaplains of Gloriel are rare but laid-back, arguing that 
everyone simply deserves a chance to be free to pursue their own happiness. 
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Nivone - Life, Birth, Family 

Other Name(s): The Mother, The Bride, The Hearthmistress 
 

Holy Symbol(s): A white circle with a green dot inside of it; a sprouting 
seed 

 

Depiction: A voluptuous woman of varied races (most often a low 
caste human or hiwani) with hair down to her ankles, wearing a 
sheer white gown, belted at the waist 

Nivone is worshipped by the common folk everywhere, and couples pray to Nivone when they are trying 
to conceive. Clerics of Nivone have a strong reverence for life. It is anathema for them to kill any sentient 
being, unless it is in defense of the cleric’s own family members, whose lives are considered precious 
above all others, even the cleric’s own. Oathbound of Nivone are charged with protecting those who 
have lost the normal protections of their family unit, such as orphans and widows. Dervishes of Nivone 
seek out those who have taken many lives, with the aim to capture and imprison them. Chaplains of 
Nivone are commonly trained as midwives. 

The Neutral Gods 

No commonplace term exists for those deities who remain neutral in the struggle between good and evil, 
but some scholars refer to them as Neutral Gods. This stance does not mean that their servants ignore 
worldly events, or do evil with one hand and good with another in some attempt to find balance. Rather 
it suggests that those of many different opinions carry out their will in the world, and these servants may 
individually lean more towards good or evil, or even be plainly indifferent to both in favor of some other 
goal. Many of the more powerful deities are counted here, as a policy of playing both sides produces 
more worshippers and brings more money to temple coffers and more prayers to the chosen god. 

 

Auran - Day, Sun, Light, Fire 

Other Name(s): The Day Star, The Sun Lord, The Scourge of Truth 
 

Holy Symbol(s): The solar disk, with rays, often on a medallion of gold or 
copper 

 
Depiction: A high human, sun elf, or celestine, clad in red fire-motif 
plate armor emblazoned with a yellow sun, with a fiery sword and halo 

Auran is a powerful god, commonly spoken of in tones of respect. The sun gives life-nurturing energy to 
all living things, but can also burn or destroy in great quantities. Clerics of Auran teach that truthfulness 
and clarity brings peace to people, while deception and darkness oppose peace. Oathbound of Auran are 
extreme warriors for their cause, often wielding fiery swords in imitation of their lord. Dervishes of Auran 
are among the most common of all Dervishes, as the Sun Lord teaches that undead and demons are 
creatures of darkness that must be purged. Chaplains of Auran are nearly unknown, as non- violence is 
against his teachings. 
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Avahlei - Nature, Healing 

Other Name(s): The Wild One, The Fanged Goddess 
 

Holy Symbol(s): A cupped leaf, dripping a single drop of blood; an 
abstract set of fangs 

 

Depiction: A plain, middle-aged hiwani or dusk elf woman, clad in a 
dress made of autumn leaves and a fur mantle, with fangs and talons 

Avahlei is a goddess whose worship varies widely. In cities she is mainly called upon for healing, but in 
the wild lands, she is considered a general protector. She numbers Clerics and Animists both among her 
servants, and they strive to maintain the natural order in particular areas. Her Clerics are more common 
in cities, and much sought after as healers. Oathbound of Avahlei are rare, but travel to avenge matters 
in which the land itself or great quantities of wild animals are coming to harm. Dervishes of Avahlei are 
sent to cleanse unnatural creatures when they spring up in the wilds. Chaplains of Avahlei are 
uncommon, as violence is simply another part of the natural order. 

 

Kora - Creation, Merchantry 

Other Name(s): The Tinker, The Architect, The Lady of Coin 
 

Holy Symbol(s): Three golden coins; a drafting compass; a marble 
column 

 
Depiction: A human or dwarven woman, with items of all crafting trades 
and merchant’s scales on her belt 

Kora is a powerful goddess who governs matters of money and crafting. She is often worshipped by 
merchants and tradesmen. Kora is a fair goddess – it is said to please her when her followers turn a 
healthy profit, but to anger her if they flatly extort people. Most merchants display a token of Kora to 
suggest they hold to her creed, although this is no guarantee. Clerics of Kora are people who value the 
engines of civilization – commerce and craftsmanship. They often serve as officers in Guilds and other 
similar Organizations. Oathbound of Kora often serve as bodyguards for important people of Rank who 
are part of the Organizations that maintain commerce and crafting. Dervishes of Kora are rare, but are 
charged with punishing large-scale con artists (think debased coinage, gold-plated lead, or pyramid 
schemes) and career thieves. Chaplains of Kora are among the most valued of negotiators for economic 
treaties. 
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Laurela - Moon, Shadows, Liminality, Water 

Other Name(s): She Who is Between, Moon Maiden, Shadow’s Mistress 
 

Holy Symbol(s): A crescent moon; a silver chalice; the reflection of the 
moon in water 

 

Depiction: An improbably tall, thin, and pale-looking maiden, depicted 
as a high caste human, feytouched, or dhampir, with ornate silver 
jewelry, and jet black eyes with no pupils 
 

Laurela is a minor goddess who governs the times of transition in a person’s life. If the common people 
think of her, it is to make a small offering before major events in their life (marriage, birth of a child, 
moving), but these are usually rote rather than signs of true devotion. Clerics of Laurela are uncommon 
– she mostly seems to remain neutral in the daily affairs of mortals. Menders are counted among her 
true servants and often fulfill the role held in other faiths by Clerics. Oathbound of Laurela may appear 
at times when her followers need protection during an important transition, and Dervishes of Laurela 
exist to hunt down those who prey on the disenfranchised or others who exist on the margins of society. 
Chaplains of Laurela are her most common servants, offering sanctuary to those in need of shelter, if 
they come with an offering of silver for the goddess. 

 
 

Lyla - Fortune, Travelers 

Other Name(s): Lady Luck, the Lady of the Long Road 
 

Holy Symbol(s): A woven cord of green, silver, and white; dice of all 
sorts; bells; the wheel of fortune 

 
Avatar: A young feytouched, hill dwarf, or low caste human girl with 
intricate braids in her golden hair 

Lyla is a goddess of travelers, gamblers, and all people who trust their lives to luck. She favors singers, 
performers, and all those who go through life with spring in their step and honest smiles on their faces. 

Those who find unexpected fortune in life often donate a portion of it to the temples of Lyla in thanks. 
Clerics of Lyla often run gambling houses or traveler’s inns, pursuits seen as perfect embodiments of 
what she teaches. Oathbound of Lyla are rare, but traditionally patrol the trade routes, keeping them 
free of bandits and safe for travel. Dervishes of Lyla seek out those who have obtained power by cheating 
the fair mechanisms of the world. Chaplains of Lyla often act as messengers, guides, or entertainers. 
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Maenir - Might, War, Victory 

Other Name(s): The Warlord, Lord of Battle, The Champion 
 

Holy Symbol(s): A steel mace against a golden shield; crossed maces; a 
steel gauntlet held upright in a fist 

 

Depiction: A large, baldheaded, red-bearded human in half-plate, with 
a mace wreathed in holy light and a golden shield 

Maenir is a well-known god worshipped by warriors, strongmen, and those who generally believe that 
might often does make right. Those who survive battles make offerings to Maenir, and donate a portion 
of any plunder to him. Clerics of Maenir are often found in the ranks of the various armies, and not 
uncommonly as leaders. Unusually, Tacticians are accepted as his direct servants as well, being regarded 
as equals with his Clerics. Oathbound of Maenir are hardened warriors who appear to aid a side he favors, 
and Masters of Arms may be accepted as equivalent to this role as well. Dervishes of Maenir exist to 
demonstrate the strength of their god against some of the most difficult opponents. Chaplains of Maenir 
are extremely rare, but sometimes exist to act as neutral referees in sporting events or tournaments of 
arms. 

 
 
 
 
 
 
 
 
 
 
 

Suhl’Sekh - Death, The Soul, Knowledge 

Other Name(s): The Reaper of Hearts, Death 
 

Holy Symbol(s): A quill, crossed with a sickle; an ankh 
 

Depiction: A robed figure carrying a crescent scythe. While he is most 
often depicted without a race, he is sometimes shown as fellblooded 

Suhl’Sekh is the god of death and the keeper of secrets. He is not regarded as an evil deity, and it is 
believed that he serves the dead by guiding them to the afterlife, receiving secrets from them in return. 
Those who are numbered among the Faithful of Suhl’Sekh generally value considering one’s options 
thoroughly over headlong rashness. Clerics of Suhl’Sekh are somber people, and often run 
establishments associated with death, acting as undertakers and cemetery keepers. Oathbound of 
Suhl’Sekh are extremely rare, but put an emphasis on protecting sages and scholars. Dervishes of 
Suhl’Sekh regard the undead as mere echoes of life that must be put to peaceful and respectful rest. 
Chaplains of Suhl’Sekh serve in one of two ways - travelling into the worst neighborhoods to recover the 
bodies of those murdered in the night, or doing what they can to lift spiritual burdens from others, 
whether this be to hear a deathbed confession, give their honest advice even when it is difficult to hear, 
or suggest ways in which someone might atone for the misdeeds that weigh heavily on their conscience. 
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Thul - Order, Tradition, History 

Other Name(s): The Lawgiver, The Just 
 

Holy Symbol(s): A stone tablet; even balance scales 
 

Depiction: A shirtless mountain dwarf with an enormous braided beard, 
carrying two large stone tablets 

Thul is the god of law and justice, generally invoked by the common people when they have been robbed 
or the victim of some other crime. Clerics of Thul are often part of the Jin Shi or teachers at the Royal 
Academy, although some also serve in the Guilds. Oathbound of Thul seek out those who commit great 
injustice for punishment. Dervishes of Thul are uncommon, but hunt down those who desecrate 
tradition. Chaplains of Thul are more likely to dispense judgments and wisdom in unofficial forums, acting 
as traveling wise men who hear the everyday disputes of common folk. 

The Dark Gods 

These deities are known for actively advancing evil causes, taking a more personal interest in their 
servants than is often the case with other deities. While it is not illegal in most places to worship or serve 
the dark gods, many of the things they ask of their servants are illegal. Openly preaching the word of 
these deities might or might not draw the eye of the law, but it is likely to draw thrown stones from a 
crowd, and these might also be ignored by the local militia. 

 
 
 
 
 
 
 
 
 
 

 

Gorgath - Chaos, Unmaking, Void 

Other Name(s): The Unending Maw, The Beast of Chaos, Shadow’s End, 
Souleater 

 
Holy Symbol(s): A black disk, surrounded by outward-facing teeth, with 
a red eye in the center; a circle of points 

 
Depiction: A flowing mass of eyes, mouths, and tentacles 

Gorgath is a vile god of destruction, believed to come in the night to eat those who wander alone. People 
often swear they know a friend who know a friend who…, but few people claim to have lost someone to 
him personally. Scholars say that Gorgath opposes all other deities, and seeks the true and final 
destruction of the world. The dark, chaotic places of the Ethereal plane are said to be his domain, and 
those who can invoke the powers of Chaos or Phasing are sometimes viewed with a lingering suspicion 
as a result. Only the most truly vile and self-destructive count themselves as willing servants of Gorgath, 
although others are sometimes forced to aid his servants. Clerics of Gorgath are found at the center of 
all manner of nihilistic and anarchic cults. These often practice human sacrifice or cannibalism. 
Oathbound of Gorgath are said to wear jet black armor and single out virtuous people for abduction and 
murder. Dervishes of Gorgath are uncommon, but some exist in a twisted perversion of their normal role, 
aiding the actions of undead and demons. Chaplains of Gorgath are rarest of all, but exist on the rare 
occasion that a message must be delivered without fail. 
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Sulith - Darkness, Evil, Raw Power 

Other Name(s): The Dark Lady, Nightbringer 
 

Holy Symbol(s): A black-hilted sword wreathed in green fire; a black 
mask with green eyes 

 

Depiction: A demonic moon elf, in black leather, carrying her holy 
symbols 

Sulith is a powerful goddess of great evil. She haunts the night in the form of an evil temptress, ready to 
lead those who would do good astray. Demons and other things of darkness are often associated with 
Sulith. Those who follow her teachings believe that power is the most important thing in life – where 
followers of Maenir might conquer another land, and call it just because their army was victorious, 
followers of Sulith would send assassins after the other land’s leaders, and poison its wells, then conquer 
the crippled land with armies. Clerics of Sulith lead bands of well-trained soldiers of darkness, and head 
organizations of assassins. Oathbound of Sulith escort her other servants, keeping them safe while they 
do her bidding. Dervishes of Sulith are uncommon, but some exist, generally trained specially to kill 
powerful forces of good or evil beings who betray their oaths to her. Chaplains of Sulith are uncommon, 
but exist to serve as her spies and support her other followers. 

 
 
 
 
 
 
 
 
 
 
 

The Twins (Ebon & Alabast) – Desire, Lust, subversion 

Other Name(s):  The Visitors, Soulmasters 
 

Holy Symbol(s): A triple yin-yang (one white, one gray, one black); a 
broken circle in gold with a jagged silver bolt through it 

 

Depiction: Two beautiful grey-skinned beings, identical save for gender, 
with white eyes and flowing golden hair 

Appearing recently from the heavens, it is unclear whether Ebon and Alabast are two separate beings or 
one deity in two bodies. When present together, they tend to speak in unison or complete each other’s 
sentences, and the same eternal, knowing evil is found in both of their pupil-less eyes. Their objectives 
are unclear as yet, but they seem to accomplish them through the ability to see a mortal’s heart’s desire. 
Ebon and Alabast are too new to the world for there to be anything definite to say about their followers. 
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The Others 
While not deities as per se, there are other forces in the world that play at larger than mortal levels. 
These might have servants in the world, although whether they would be considered the equal of those 
who serve the true gods is debated in scholarly circles. 

 

Noctus 

Symbol: A horned black dragon’s skull 

 
Something short of a god, but something much more than a mortal, 
Noctus is a great dragon who is said by some to be the progenitor of the 
Dragonkin. Little is known of Noctus in scholarly circles, and even some 
Dragonkin consider him to be more of an attempt at racial solidarity and 
an origin story than anything factual. 

 

The Dynamae 

Symbol: A four-sectioned wheel, showing the opposition of elements 
 

Regarded by some scholars as the source of all magic, the Dynamae is 
spoken of reverently by most Aetherites, although it is not clear if it is a 
personified being, an ancestor to the race, or their vision of the afterlife. 

 
 
 

No known symbols 

The Fey Courts 

 

True fey are powerful and often confusing natural spirits. While 
knowledge of the fey abounds, little of it is factual. Still, many stories 
suggest they organize themselves much as mortal nobles do, and that they 
have some connection to the seasons. Whether or not the Fey Courts exist 
as more than mortal speculation is unknown. 

  
 

Larger versions of the deity icons are available for players wishing to use them in costuming – please 
contact the Marshals if you are interested. 

 


