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Beyond the Inlands are the Midlands. While most major 
settlements in the Inlands are located on the coast of 
or islands within the Amnios Ocean, settlements in 
the Midlands are almost entirely landlocked, as the 
Midlands form one massive supercontinent with the 
Outlands. The climate and landscape of the Midlands 
varies tremendously based on location, with the south 
being hotter and drier, the north being colder and wetter, 
and the east and west relatively temperate.

Pemalitheia Republic 
The Seat of Enchantment

In the lush valleys of the western Midlands lies the 
Pemalitheia Republic. This coalition of cities and 
settlements formed around a hundred years ago when 
the ruling classes agreed to abdicate from power in a 
bloodless revolution, giving citizens the opportunity to 
set policy via popularly elected officials. The capital of 
the republic, Marionet, was the Seat of Enchantment for 
decades prior to the political revolution but managed to 
maintain a working relationship with civic and political 
leaders during the transition.

The sweeping political change was accompanied by 
an intellectual renaissance that captured the public’s 
imagination. Philosophers and rhetoricians became 
popular figures in public life, the most beloved of 
them rising to celebrity status. Debates, speeches, and 
lectures are common and well attended social events. It 
is common for would-be politicians to make a reputation 
for themselves in these forums prior to running for a 
seat in the senate.

The senate and its reputation is a point of pride for 
the people of the Pemalitheia Republic. They believe 
their system of governance is the most advanced in the 
world and the only form capable of completely resisting 
the corruption so typical of other models. While the 
senate sets laws for the entire nation, individual cities 
are run by elected governors. Larger cities most often 
put a council in place to both coordinate with and police 
their governors.

The Seat of Enchantment, located in Marionet, 
grows ever bolder in its interference in the affairs 
of government. While some members of the public 
are growing to distrust the Janusian Society and its 
members, it enjoys broad popularity due its association 
with learning and advanced ideas. Still, sharp-eyed 
citizens of the republic note that the passage of big 
public policy changes are often preceded by a flurry of 
private meetings between Archmage Enchanter Kukla 
Mastora, his inner circle, and members of the senate.

Sabara Jamil
The Seat of Illusion

South of the inlands, the ocean meets the shore, and 
the shore stretches from beach into hundreds of miles 
of desert. Mountain ranges and hills to the east and 
west direct the strong and constant hot southern 
winds across the blasted sand. Despite the hostility of 
the environment, the desert is home to a number of 
nomadic people and an ancient city-state, Sabara Jamil, 
built atop an underground water reservoir.

Sometimes called The City of Lights, The City 
Fantastic, or The Bank of Nevermore, Sabara Jamil has 
accumulated many nicknames over the years. The city 
is built on the ruins of an even more ancient city that 
existed before the desert did and first became famous 
as a trade hub due to its location between  the southern 
Outlands and the Inlands. It became even more central 
to trade when the Janusian Society established the 
largest currency minting facility in Nevermore there. 
The standard units of gold and silver currency used 
by all hosts of Janusian Society Seats are created in 
Sabara Jamil with a combination of physical and magical 
imprints to identify legitimate currency from counterfeits.

What Sabara Jamil lacks in natural beauty, it makes 
up for in illusory allure. Moving murals adorn the 
outer walls of buildings, advertising the businesses 
inside them or serving as art. Stones infused with 
magic are bought, sold, and traded in the open air 
markets. Singing stones play pre-recorded renditions 
of popular songs and stories. More expensive singing 
stones may contain multiple songs or stories or even 
allow the owner to make new recordings. Significantly 
more expensive still are dream stones. When activated, 
these items allow elaborate illusory scenes to play out 
around the user, transporting them to different locales 
or putting them in the middle of recreations of popular 
plays and stage shows.

The city is ruled by Sultana Wahum XII. Her family 
has ruled the desert from the seat of Sabara Jamil for 
nearly a thousand years, with rulership typically passing 
from the current sultana to her oldest daughter. Sultana 
Wahum XII’s court has a reputation as being a nest of 
vipers, with her closest viziers and advisors feeding her 
addiction to dream stones in order to enact policies or 
exploit their positions without her interference.
Two generations ago, the Sultana came to an agreement 
with the Janusian Society to make Sabara Jamil the Seat 
of Illusion. The campus is relatively small compared 
to other Seats. Rather than attend regular classes or 
lectures as they do in other Seats, apprentices of the 
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Society in Sabara Jamil are given tasks related to the 
creation of magic stones or the minting of currency. 
Unexceptional students remain in these industries the 
remainder of their lives, leaving academic positions for 
the ambitious or talented. Archmage Illusionist Afeea 
Lisan manages the Seat of Illusion and boasts a close 
personal friendship with the Sultana.

Styrnia
The Seat of Evocation

Located on the northern edge of the Midlands 
along the Tiamat’s Fall mountain range, Styrnia has 
long functioned as a bulwark against the military 
ambitions of Outland people wishing to invade the 
Midlands. Originally a dwarven settlement, Styrnia is 
a sprawling city resting in a plot excavated from the 
southern face of a mountain centuries ago, enhancing 
its current function as a fortress against the powers of 
the Outlands. The city is divided into seven districts: 
the River District, the Market District, Sentinel’s Rest, 
the Seat of Evocation, the Artifice District, the East 
Warrens, and the West Warrens.

The River of Tears, so named because it sprang into 
existence only when Tiamat was betrayed by her own 
son, flows through the center of the River District, 
where all the city’s fishing and river travel is done. The 
Market District is home to the majority of commerce 
in the city as well as the homes of most middle class 
merchants and military officers. Sentinel’s Rest is 
the home of high ranking military officers, including 
the Grand Protector himself, and includes numerous 
training grounds, barracks, and other military facilities. 
Encompassing the sprawling Janusian Society campus 
as well as some Society related businesses, the Seat 
of Evocation is the northernmost district of Styrnia, 
occupying a series of warrens that go all the way 
through the mountain to its northern face. The Artifice 
District is the smallest of Styrnia’s districts, a high end 
goods market and focal point for a powerful political 
alliance between a faction of the Janusian Society and 
the artisan merchant class of Styrnia. The East and 
West Warrens are where the majority of Styrnia’s poor 
live, composed of tunnels carved into the mountain 
where the sun never shines.

Abroad, Styrnia is known for being the center 
of technological and industrial advances. Already 
having been home to many artisans skilled at creating 
rudimentary machines when the Janusian Society made 
it the Seat of Evocation, the combination of power 
sources created by the Society and the mechanical 
talents of the merchants native to Styrnia created new 
innovations in Styrnia not found anywhere else in 
Nevermore. Among Styrnia’s most unique advances are 
the public tram and elevator system, factories capable 
of mass producing simple goods, and rudimentary 
mechanical homunculi. 

Styrnia’s government is a tense, though not openly 
hostile, collaboration between the military, led by the 
Grand Protector; the merchant class, represented by the 
Guild Council; and the Janusian Society, whose public 
face in Styrnia is Archmage Evoker Einrech Femri. This 
political partnership has been increasingly stressed as 
of late, as a certain faction of the Janusian Society and 
the merchant class in Styrnia have advocated for the 
recognition of Artifice as a school of magic in its own 
right and suggest its Seat would be best placed in Styrnia. 
While this collaboration has detractors on all political 

sides, its biggest opponent is the Grand Protector, who 
sees their power directly threatened by any deeper 
alliance between the Society and Styrnia’s merchants.

Tiamat’s Fall
North of the mountains Styrnia inhabits is their 
namesake, Tiamat’s Fall. A vast swamp, the brackish 
discolored water here stands at least a few inches 
deep at its most shallow. More imposing than the 
overwhelming scent of blood are the hundreds of 
dragon corpses in the region. When a dragon senses it 
is reaching the end of its life, it returns to Tiamat’s Fall 
to die so it can rest alongside its mother.

Towering over the rest of the swamp is a white and 
gold tower and the desecrated body of Tiamat. Tiamat’s 
body is over a mile long and in a perpetual state of decay 
and regeneration. In the rare moments she comes close 
to consciousness, her moans of pain echo across the 
distant mountains. In one of the most decisive moments 
of the war between the Primals and the Firstborn, 
Lusephar finally betrayed his mother by pinning her 
to the ground with his great spear. The spear remains 
there to this day, known as the Tower of Heaven, jutting 
out from Tiamat’s exposed chest cavity.
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