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N

evermore is a world overripe with

adventure, intrigue, and horror. The
broken bodies of the world’s creators
litter the land and, with the majority
of gods ruling in absentia, ambitious
wizards conspire to place all mortals
under their collective thumb. Haunted
by the fallout of an ancient war, the people of Nevermore
are forced to endure the cruel whimsy of powerful
supernatural beings or accept the governance of the
Janusian Society in exchange for protection. Nevermore
needs heroes. Are you ready to be one?

Mythic History of
Nevermore

In the beginning there was nothing.
Then, all at once, a churning sea of chaos and stars.
From this sea the Primals sprang into existence. The
Primals moved through the sea unbridled and where
they passed, emanated lesser echoes of their nature.
Where Primals crossed paths, miraculous creatures
and vistas sprang into existence, only to dissolve again
in the persistent tumult of the sea. Where the Primals
converged, the stars shuddered at their collective
presence, and the Worldsbirth began.
In the moment of the Worldsbirth the sea collapsed
into the Evermore, the omphalos of a new world that was
continuously generating, pushing outward from its center.
As the world spilled into existence around the Primals,
their interactions and intertitanic dramas spawned the
Firstborn. Where the Primals were beings of towering
singularity and elemental power, the Firstborn were
nuanced, fractal reflections of their parents.
The world pouring from the Evermore was a
kaleidoscopic reflection of the Primals’ collective nature.
As solid ground and deep oceans formed across the
face of the new world, the Firstborn began to explore
their home. In time, the Firstborn came to have children
of their own. They would come to be known as the
Secondborn. The Secondborn, too, had children; they
would come to be known as the Thirdborn, or the
mortal races.
Ages passed. The Primals’ titanic natures wreaked
incidental havoc across the face of the world. The
Firstborn grew jealous of the Primals’ unparalleled
ability to harness the raw ichor flowing from the
Evermore. Then they went to war.
While the Secondborn splintered, individuals
choosing to back either the Primals or the Firstborn,
most Thirdborn were too preoccupied with trying to
survive the war to pick a side. The Firstborn and their
armies were no match for the Primals, but were capable
of cooperation and planning. The Primals were wild in
nature, and thus less tactical in their approach to war.
The end of the war was in sight when one Firstborn,
Ialdabea, placed The Great Seal over the Evermore. The
Seal diminished the deluge of primordial ichor coming
forth from the Evermore to a trickle, and the generation
of the world slowed to a crawl. Deprived of the ichor
that rejuvenated their titanic bodies, the Primals were
vulnerable in a way they had never been before. By the
time the fighting ended, the world wore the scars of
the war across its face and the Primals lay broken and
bleeding, but unable to truly die.
When the last Primal fell, Ialdabea drew from what
ichor remained in the Evermore and created a Golden
City where she and her allies could rest in perpetuity.

Nevermore Today

Many of the players of the mythic past are now greatly
diminished in their ability to exert power over the world
or willingly choose to be absent. In the power vacuum,
a world spanning institution has risen that rivals the
power of the gods and titans that came before.

The Primals
Though broken and unable to rise from their graveprisons, the Primals still exude their power and will
into the world. Where the Primals lie, the ground,
water, and sky are tainted with Primal essence. In the
northern Outlands, Tiamat’s body, stuck in a cycle of
rot and regeneration, spawns draconic monsters and
subtly affects the fertility of nearby Thirdborn. On the
other side of the world, the wreckage of Orodruin turns
the nearby land into a perpetual furnace and causes
metal veins and ores to take on unusual properties. The
remains of other Primals are strewn across Nevermore,
warping their surroundings and the natures of the
mortal creatures in them.
The Primals’ ongoing influence on the world doesn’t
end within the boundaries of their grave-prisons. While
their bodies are trapped in the perpetual agony of
neither living nor dying, their minds are twisted in a
constant half-conscious nightmare. In those moments
when a Primal is nearly awake and fully consumed with
its hatred for the world that betrayed it, its essence
seeks out a being consumed by an anguish similar
to their own and grants it a portion of the Primal’s
power. Although imbued with their titanic nature, the
Tormented are not beholden to the Primals and often
use their new powers for their own petty and selfserving gain.

The Gods
When the Firstborn won the war against the Primals,
Ialdabea created The Golden City. Ialdabea and her
allies left Nevermore to dwell in this new world, recover
from the war, and rule from a distance. In practice, this
rule in absentia is no rule at all. Preoccupied with the
divine politicking of The Golden City, the gods rarely
intervene in the affairs of Nevermore or its people.
Despite their distance from mortal affairs, the Firstborn
are the most commonly worshipped gods in Nevermore.
Not all gods were called upon to live in The Golden
City. Secondborn who sided with the Primals or took
no side at all remained on Nevermore and are often
active in the affairs of the world. These gods have a wide
variety of relationships with the people of Nevermore.
Some Secondborn set themselves up as rulers of
territories, others demand steep sacrifices to stay their
divine wrath, while others do what they can to ease the
burdens of the Thirdborn that worship them.

The Janusian Socie ty
Modern Nevermore is cloaked in the long shadow of
the Janusian Society. Originally founded to advance
its members collective pool of arcane knowledge, the
Janusian Society expanded in power and influence when
it began to find practical applications for the esoteric
knowledge they’d gathered. As the Society grew from
an organization to an institution, it made alliances with
nations across the world and built a series of campuses
in eight host states. These campuses are known as

Seats, with each Seat representing one of the eight
schools of magic.
The Janusians claim their goal is the betterment of
the Thirdborn races through techno-magical advances.
It is an open secret that the Janusian Society seeks
to cement its control over the nations that host its
campuses until it is the de facto head of a federation of
states. Less well known is the Society’s active pursuit of
a number of arcane projects to exert even more direct
and complete control over Nevermore.

The Lands of Nevermore
Cartographers and historians of Nevermore divide
the world into four concentric regions: the Evermore,
the Inlands, the Midlands, and the Outlands. For the
most part these regions are both geographical and
chronological in their definition - that is, the Outlands
are older than the Midlands which are older than the
Inlands. Despite that, the Evermore, which is the central
most region of Nevermore, is more ancient than even
the furthest reaches of the Outlands.

The Evermore

At the heart of Nevermore is the Evermore region, so
named because in ancient times it created ever more of
the world with each passing day. This region consists of
The Worldsbirth Caldera, a massive crater continent at
the heart of the world; The Great Seal, a mystical ward
restricting the flow of Primordial ichor; and The Caul,
a mercurial region of islands immediately surrounding
the Worldsbirth Caldera.

The Worldsbirth Caldera
At the physical center of Nevermore lies The
Worldsbirth Caldera. The continent is roughly 7.3
million square miles with a massive ridge lining its coast
on all sides. There are few communities on the meager
shore on the outside of the ridge, but those that do exist
serve as trading posts for the civilizations throughout
The Caul and beyond with those within the caldera.
Inside the ridge is a land that time forgot, teeming
with creatures and people encompassing all eras of
Nevermore’s existence.
Despite its size, the Caldera’s climate and terrain
are relatively uniform across the continent. Volcanoes
dot the landscape, pushing up from steaming jungles,
criss crossed with rivers rushing from the ridge of the
continent to the Silver Sea at its heart. Towering above
the sea and visible from everywhere within the caldera
is the enormous tree and crippled Primal, Yggdrasil, the
Root of Creation. In the skies above the Root of Creation
and across the length of the Worldsbirth Caldera is the
Great Seal.
The Worldsbirth Caldera’s name is not poetry - it is
the site of the creation of Nevermore. When the Primals
converged, a wellspring of ichor and matter formed and,
from it, the world. As ground zero for the single most
dramatic moment in history, the Caldera contains the
answers to many mysteries otherwise lost to time. Many
of these answers are hoarded jealously by the Saurian
of the Eldest Empire, the most ancient civilization still
in existence today.

The Great Seal

At the metaphysical center of the world, The Great
Seal restricts the flow of ichor circulating out from the
Nevermore

3

Evermore. In preventing the movement of ichor across
Nevermore, it bottlenecks the substance in the skies
above the Worldsbirth Caledera. From twilight to dawn
The Great Seal becomes visible as it glows and hums
with the energy of the ichor it contains and redirects,
forming a shimmering mandala. Due to the pressure
caused by its sealing, the ichor can sometimes condense
into an aerosol form, causing strange rains to manifest
in the caldera, a rare event that causes unpredictable
and esoteric side effects.

Yggdrasil

Towering for miles above the Silver Sea, the dying
body of Yggdrasil dominates the skyline within The
Worldsbirth Caldera. Unlike other Primals, Yggdrasil
has always lived in the region. Ever hungry for the ichor
spilling out of the Evermore, the Root of Creation stayed
where it could drink the deepest. As The Great Seal
suspended the flow of ichor, Yggdrasil retreated into
hibernation and remained there ever since.
The roots of the Genesis Tree rise out of the surface
of the Silver Sea in a tangled web around its trunk. If
one were to look upon the trunk of the great tree from
afar, they’d note that it’s bare bark for more than a
mile before its lowest branches extend from it. In its
hibernation, Yggdrasil has rarely bore fruit, but it’s been
known to happen in those odd instances of ichor raining
down from The Great Seal and into the Silver Sea.
Courageous, and often stupid, adventurers have taken
the dangerous trip to Yggdrasil to scale it in the hopes of
recovering some of its fruit.
The Genesis Tree’s influence on the region is not
subtle. The Silver Sea is filled with coral reefs and
kelp forests, and The Worldsbirth Caldera brims over
with jungle flora. There are a variety of sentient plants
native to the region, including the mandragora - a race
of plantfolk humanoids.Under particularly heavy ichor
downpours, Yggdrasil trembles in excitement, causing
massive earthquakes and sending colossal leaves falling
into the Silver Sea.

The Eldest Empire

Considered a myth in the lands beyond the Evermore,
the Eldest Empire is the last remnant of the saurian
race’s prehistoric domination of the younger Thirdborn
races. In city-states that jut defiantly out from the dense
jungle of the Worldsbirth Caldera, the saurian maintain
a tenuously unified military and political power, the only
stable civilization on the continent. The Eldest Empire
holds little power outside of the Worldsbirth Caldera
and none at all in lands beyond the Evermore.
The Eldest Empire has a traditional caste system
wherein each saurian subrace is primarily associated
with a caste representing a certain trade or social role,
while all other humanoids primarily populate the nonperson or slave caste. Humans are treated particularly
poorly in the Empire and are the race least likely to
improve their caste. Other non-saurian humanoids
may change castes if they exhibit exceptional talent or
expertise in a given area, but are never afforded the full
rights and citizenship available to saurian citizens.
The Eldest Empire is ruled by a line of Tyrannos that
pass along the title of the Ever Emperor. The family
claims an unbroken royal line that extends into prehistory.
In recent decades, the Ever Emperor has rallied the
enthusiasm of their subjects by issuing edicts and
mandates designed to build the strength and numbers of
the saurian for a military campaign into The Caul.

Nevermore
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On the Eldest Empire, Humans, & the Origins of the Moon
Before the war between Primals and Firstborn, a human
led rebellion against the Eldest Empire decimated
the land and threatened the extinction of the empire.
Theologians and scholars of the Empire claim that the
rebellion came to an end when the emperor expelled
the rebels and the territory they had seized control
of into the night sky. This, they say, is the origin of the
moon. While the scholar caste of the Eldest Empire is
known for keeping fastidious records of historical events,
their account of this event has been contradicted by a
number of Secondborn who were alive at the time. The
story is the primary justification for the Eldest Empire’s
particularly poor treatment of humans in the present age.

The Caul
Beyond the shores of The Worldsbirth Caldera, The
Caul is a region of densely packed islands in the Amnios
Ocean that surrounds the world’s omphalos. Despite
the Great Seal severely restricting the Evermore’s
generation of new land and sea, maps of The Caul
must be updated every decade or so to account for the
growing distance between existing islands as well as
the generation of new ones. Despite its well-earned
reputation for danger to foreign travelers, The Caul is
filled with busy trading ports that buy and sell goods
coming from every corner of Nevermore.

Port Concate

The single largest city-state in the region, Port Concate
may be the most diverse city in Nevermore. Many
ships leaving for the Inlands make this their last stop
on the way out of The Caul and ships returning to the
Evermore region typically stop here first. Apart from
being the most famous trading port in the Evermore,
Port Concate is also known for its unparalleled
shipwrights. This is the only city where one can
(legally) acquire an everwood ship, a vessel produced
from material harvested from Yggdrasil. Port Concate
technically does not sell any of these vessels, only lease
them. For that reason, any everwood ship that arrives
at Port Concate that is not currently on record as being
leased is immediately confiscated. If the offender is
found guilty of having illegally obtained the vessel, they
are publicly executed.

The Cartography Company

The Cartography Company started off exactly as one
might expect; a professional guild for mapmakers. This
changed a century ago when the guild exercised the
considerable leverage it had over trading companies,
absorbing many of the companies that existed at the
time and, in doing so, becoming the largest trading
company in the world. The organization specializes in
seafaring trade within Amnios Ocean, but dabbles in
land-based trading as far as the Midlands. It brings rare
materials and goods from the Evermore to the Inlands
and vice versa.

Edinnu

Not far from the shores of The Worldsbirth Caldera
there is an island populated exclusively by mandragora,
other plants, and beasts. The island nation has existed
for centuries and has practiced isolation policies since
its inception. Due to their distant relations with nearby
islands and a xenophobic outlook towards outsiders,
little is known about the island except that only

mandragora and their most trusted allies are welcome
there. Rumors persist that the state of Edinnu hires
pirates to procure humanoids, dead or alive, for some
arcane purpose known only to them.

Grandship

A ship the size of a moderate city, Grandship is a
buzzing hive of naval activity. Due to its hulking mass,
the city moves at an incredibly low speed. It sails under
the direction of the Grand Admiral, a Secondborn
named Grandmother Plaguetongue. The Grand Admiral
is elected by the Council of Admirals, a political body
comprised of mercantile and mercenary admirals. The
Cartography Company takes up many of the seats
available on the Council, the other seats being held by
a variety of smaller trade companies and less reputable
types. Pirates are technically not allowed to serve on
the Council of Admirals, but this amounts to little but lip
service in practice.

Saurian
You can read more about the Saurian Race on the DM’s
Guild.

The Inlands

Beyond the Evermore, on the far side of the Amnios
Ocean, are the island nations and coastal powers of
the Inlands. The major political players of the Inlands
have enjoyed the relative peace and stability brought by
the presence of the Janusian Society in the region. All
nations who enjoy the peace and prosperity earned by
allowing their home to serve as a seat of Janusian power
must also endure the ever more restrictive dictates of
that institution.

Kurukshe tra
The Seat of Divination
Hundreds of years ago, what is today the kingdom of
Kurukshetra was a region composed of small states in a
near constant state of war with one another. During that
time, a prophet traveled across the region, even where
battles were raging, and shared his vision of a future
without conflict. When the various military powers of
the area agreed to armistice, eventually leading to the
solidation into a single kingdom, the prophet was hailed
as a god by the people.
Today, Kurukshetra is a sprawling kingdom divided
into territories, each ruled by a raja. These rajas
form a council that sets laws and commits to treaties
and proclamations that bind the kingdom as a whole.
Despite appearances, the rajas are merely figureheads.
In truth, rajas who stray from the dogma of their faith in
the prophet and dictates of the regional clergy often find
themselves in early retirement.
The day to day life of mortal living in Kurukshetra is
largely determined by their caste. At birth, oracles divine
the future of every child, including which caste the child
belongs to. Attempting to change castes or behaving
in a way that doesn’t suit the caste can lead to social
isolation or trouble with the byzantine legal system.
When the Janusian Society settled on the kingdom of
Kurukshetra as its Seat of Divination, it offered a variety
of assurances of its respect for and support of the local
religion. Courtesy of the Janusian Society, sending
stones are common and available to all households. At
a minimum these stones can be used to talk across

long distance to another individual who owns a sending
stone, but some advanced sending stones transmit
images and visual feeds as well. The public is well
aware that everything that happens in the presence of
a sending stone is transmitted to local authorities who
frequently review transmissions for evidence of crimes.
The Seat of Divination is built into a mountain range
that runs from the northwest to the southeast of the
kingdom. The Archmage Diviner Gautam-Tzu who runs
the operations of the Seat is also a priest of the prophet.
Over the course of the last several decades he has been
slowly perfecting various means of surveillance on the
kingdom of Kurukshetra, preparing for a time when
the Society will make sending stones available to all
affiliated states.

Ola’moku
The Seat of Transmutation
The people of Ola’moku have a myth that the islands
they live on once dreamed of being turtles. The islands
yearned to swim the waters of the Amnios Ocean,
following the warm waters wherever they went. They
dreamed that they might be what they weren’t for so
long that the mud and clay of the land learned to dream
too and when the people of Ola’moku applied the clay to
their bodies, they could become whatever they dreamed.
The people of Ola’moku have always prized peace
and diplomacy over warfare, so when the Janusian
Society requested permission to build the Seat of
Transmutation on the island chain, they agreed. The
elders of the Ola’mokuan people saw the agreement as a
sign that the Janusians were preordained to live among
them when the dreams of the islands came to be and
they finally swam the waters of the Amnios. Today, the
island chain circles the Evermore in a clockwise pattern,
always following the warm seasons, leaving the nation
stuck in a perpetual summer.
The society of Ola’moku is egalitarian and lacks
enforced hierarchies, making the Janusian Society a
cultural mismatch. While the natives of Ola’moku hold
regular celebrations and share food and resources
freely amongst the community, the Janusians practice
the same secrecy and guarded self-interest they do
everywhere else. This has led an unusual situation
where the two groups seldom interact with one another,
despite sharing a geographical region.
Archmage Transmuter Deandra Adoa leads the Seat
of Transmutation. From here, she constantly creates
new animal life, often by combining various parts of
other beasts or by simply changing their sizes. The
campus has zoological exhibits everywhere, showcasing
her creativity and talent. Even the structures of the
campus are imbued with the magic of transmutation,
having multiple possible configurations they can
transform into.
On the smallest island of the Ola’moku is a culinary
school operated under the supervision of Paupei,
the Secondborn god of brewing and cooking. The
Secondborn is famous for his unquenchable thirst,
insatiable appetite, and hog-like appearance. Paupei
distrusts the Janusian Society and secretly trains chefs
in a style of transmutation magic practiced by the
ancient people of Ola’moku, hoping to use them to curtail
whatever designs the Society has for his island home.
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Talamh an Lae
The Seat of Abjuration
The island nation of Talamh an Lae consists of a large
island and its surrounding smaller islands, the majority
of which are off of the main island’s southern coast.
The people of Talamh an Lae are deeply religious and
emphasize personal behavior as a reflection of familial
virtues. Abroad, Talamh an Lae is known for its export
of whiskey, grains, and root vegetables.
What Talamh an Lae is most notorious for, however,
is its proximity to the watery grave of Amorsera.
Approximately once a decade, a monster of colossal
proportions climbs out of the depths of the sea to attack
the island nation. In the past, Talamh an Lae relied on
the combined military strength of its various warlords
and their armies. Today, the Janusian Society equips
an elite unit of Talamh an Lae imperial soldiers with
golema, giant golems operated manually by one or more
pilots, to battle the creatures.
Talamh an Lae is ruled by the high druid Emperor
Midoritoko from the capital city of Emerarudo. Despite
Talamh an Lae’s status as the Seat of Abjuration, the
culture of the island empire is at odds with the culture
of the Janusians. The predominant religion of Talamh
an Lae is an animistic faith that honors the Primals
as creators and rejects the Janusian Society’s efforts
to subjugate and control their corpses. It is unlikely
Emperor Midoritoko would have ever agreed to host the
Seat of Abjuration if not for the island empire’s need for
military support in their ongoing battle to defend the
land from giant monsters.
The campus for the Seat of Abjuration is on the
outskirts of Emerarudo. The Emperor has forbid
the Janusians from owning more than one-tenth the
operational golema they have gifted to his military, but
this is a rule the Janusians have discreetly broken. They
are able to do so because of the extensive efforts of the
previous Archmage Abjurer Gendo Anno, who dedicated
the last decade of his life to creating a massive network
of underground facilities to be used for defense and
experimentation. Since his death one year ago, his
replacement has not been named, causing a power
vacuum that has turned many ambitious abjurers
against one another.

Amorsera

The sea bed near the southern coast of Talamh an Lae
is the resting place of Amorsera. A dense coral reef
has formed around her comatose body, occasionally
suffering massive structural damage when she twists,
restless in her sleep. While her presence is most
strongly felt when she gives birth to one of the horrific
kaiju, or giant monsters, that attack the island nation
above, her influence is found most persistently in the
deep waters. Horrifying aquatic creatures of all sizes
swim solitary or in schools, only occasionally venturing
away from their birthplace to haunt other waters in the
Amnios Ocean.
Amorsera’s influence on the region is greater than just
the spawning of monstrosities. The people of the island
nation have the primal’s proximity to thank for their
unusual fertility which, perversely, has allowed them to
survive and rebuild in the face of nonstop attacks from
her offspring. In addition, it has led to an adventurous
culinary tradition in Talamh an Lae society, with chefs
vying to impress the upper classes by serving sashimi
made from ever more obscure and grotesque specimens.
Nevermore
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The Midlands

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.

Pemali theia 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 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.

The Outlands

Stretching past the Midlands are the Outlands. Total
night falls over the Outlands for a period of three
months out of the year, and even regular nights are far
longer than they are elsewhere, making up at least 16
hours of the day. The Outlands host the ancestral homes
of the dwarves and the elves, but most of what remains
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of their strongholds has been reduced to dust and
broken masonry. With the sealing of the Evermore, the
drip of ichor is so thin in the Outlands that plantlife in
any given region is scarce, sickly, or both. At the far end
of the Outlands, the world ends abruptly.

The Coaquoian Federation
The Seat of Necromancy
The Coaquoian Federation rides across the plains of the
Outlands, following the migration patterns of beasts and
looting the ruins of the ancients. Long ago, the various
tribal nations that make up the federation would war
and negotiate individually. After the Great Seal was
placed and resources became scarce, a great treaty was
signed by a majority of Outland’s nations, thus forming
the Coaquoian Federation.
Most tribes are ethnically homogenous, with the
majority of tribes made up of high elves, wood elves,
and dwarves. Each of the tribes can trace their history
back to the strongholds and city-states they once lived in
before resource scarcity made sedentary communities
impractical. Every tribe in the Coaquoian Federation
has the right to loot the ancestral lands of other tribes
within the federation, and as a matter of diplomatic
etiquette, the looters are expected to divvy a portion of
their spoils to the tribe to which the ruins once belonged.
The council of lawmakers that governs the federation
came to an agreement with the Janusian Society decades
ago. The society would establish the Seat of Necromancy
in federation lands and, in exchange, the Janusians would
provide material support to the federation. This support
started with food stuffs but now comes predominantly
in the form of free labor. The Janusian Society turns
criminals and captives of non-member tribes in
Federation territory into mindless undead, supplying
hordes of workers to perform monotonous and labor
intensive tasks for the Janusians’ “partners.”
While this influx of labor was initially met with
hesitation, the Federation’s peoples soon embraced
and celebrated their boon. After a time, however, the
convenience of reduced labor led to a level of societal
decay. Finding themselves with a surplus of free time,
tribesmen of the Federation found themselves passing
the time by throwing great, drug-fueled parties. The
Janusian Society supplied the tribesmen with their
party favors, happy for the opportunity to beguile the
tribesmen into lives of addiction and reliance on the
Society. Many older members of the Federation lament
the hold the Society has on their youths, who are
gradually throwing aside individual tribal tradition in
favor of the ideal of a singular, roving nation.
This state of affairs suits Archmage Necromancer
Caina Thum just fine. Spending centuries controlling
massive hosts of undead servants and holding a Seat
in the Janusian Society has left the Archmage with a
distaste for beings and situations outside her sphere
of control. Having lengthened her lifespan hundreds
of years past its natural limit through the use of magic,
Archmage Thum revels in sowing misery for the people
of the Federation whenever the urge takes her. Since the
Coaquioan Federation has no cities of its own, the Seat of
Necromancy is a massive caravan of mobile laboratories
and wagons filled with arcane equipment, all drawn by a
wide assortment of reanimated bestial skeletons.
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The Empire of Kaba Chaka
Land of the Red Earth
Kaba Chaka is a small empire in the southern Outlands.
In Common, Kaba Chaka translates literally to “the land
of red earth”, and is so named for the region’s unique
rust colored soil. Unlike most other civilizations in the
Outlands, Kaba Chakan territory is blessed with robust
plant and animal life. The people of Kaba Chaka believe
this is the blessing of a god who dwells within the earth
beneath them, a being they call Camazotz.
Kaba Chaka is a theocratic empire. Its leader is
Emperor Nacam Chilan, a vampire and high priest
of Camazotz. While the majority of clergy are mortal,
becoming a vampire is a requirement to enter the
upper echelons of the theocracy. Unlike other parts
of the world, vampires in Kaba Chaka are not feared
as predators. Instead, they are admired as the holy
executors of Camazotz insatiable appetite. The most
prestigious burial rite a citizen of Kaba Chaka could
hope for is to become sustenance for the vampirepriests of Camazotz.
Historically, Kaba Chaka has focused heavily on
expanding their empire. Modern Kaba Chaka’s focus lies
more in the bolstering their military. This shift in focus
was caused by an extended war with the Coaquoian
Federation, backed by the Janusian Society. Under
Janusian direction, the Federation is now routinely
attempting to purge border settlements of the Empire.
These attacks have encouraged Emperor Nacam Chilan
to develop and form military units and inquisitorial
agencies with the explicit goal of fending off Janusian
attacks and influence.

The End of the World
The surface of Nevermore is a plane ending in jagged
edges on all sides. Little can be seen beyond the end of
the world but blackness, stars, and the moon. If one were
to step over the edge, they would find themselves swept
up in the astral winds and carried off into the Beyond
until they expired from dehydration, starvation, or old
age. There are legends among the people of the Outlands
that foreign worlds can be reached if you take an sailing
vessel over the edge of the earth and sail the astral winds
into the Beyond. There is, however, no charted courses
nor recorded histories of any such voyage.

The Beyond

The people of Nevermore know little of the Beyond. If
the gods know more, they aren’t telling. It is an abyss lit
only by distant stars and the moon.

El-ahrairah
The Moon
The moon, named El-ahrairah, rises as the sun sets and
sets as the sun rises. Historians claim El-ahrairah once
danced freely across the sky, but with the crippling of
the Primals and the placing of the Great Seal, it settled
into a regular pattern. El-ahrairah is typically colored
a pale blue or shades of off-white, but certain celestial
events paint the moon different and sometimes new,
strange colors.
Most mortals are unaware that El-ahrairah is not
just a distant orb circling Nevermore, but also a world

of its own. The moon has a special relationship with
Nevermore, serving as the connective tissue between it
and all other worlds in existence. El-ahrairah is dotted
with ancient pyramids, each housing a portal to another
world, and each protected by a tribe of Thirdborn that
consider themselves equal parts citizens of Nevermore
and the realms their pyramids connects to.
Unlike Nevermore, El-ahrairah is a sphere. The half
that faces Nevermore is mostly jungle, while the half
that faces away is predominantly desert. The majority of
the flora and fauna of the moon resemble those found
in the Worldsbirth Caldera, but a variety of life forms
have taken root on El-ahrairah from the many worlds
that intersect Nevermore. There are also a substantial
number of undead on the moon, the decrepit remnants
of an ancient race of Thirdborn so powerful and
heretical that the Primals and Firstborn united to smite
them from existence.

Orsia El-ahrairah
The Seat of Conjuration
In the lush jungles of the moon, a single city rises.
Orisa El-ahrairah was originally established as a trade
city between the various tribes of the moon and, more
rarely, traders from Nevermore and elsewhere. In
the intervening years it became an important neutral
ground for disputes between the peoples of El-ahrairah
and eventually became the Seat of Conjuration for the
Janusian Society.
Orisa El-ahrairah has little in the way of governance.
The peace is kept by following traditions set down by
the tribes of the past. When a dispute must be settled or
an issue resolved, the city’s most reputable merchants
hold council with the tribal elders to determine the best
course of action. One such meeting was how the people
of Orisa El-ahrairah determined that the best way to
stymie the efforts of the Janusian Society was to allow
them to establish the Seat of Conjuration in their city.
Archmage Conjurer Atlas Um’airumel heads the Seat
of Conjuration. Like their predecessors, the Archmage
has struggled to achieve the ambitious goals of the
Society. The Archmage suspects, but cannot prove, that
many of the setbacks their projects face are the result
of sabotage. The Archmage is correct. The people of
Orisa El’ahrairah work under the direction of the moon
goddess to thwart the Janusian Society’s efforts to find
other worlds to colonize and exploit for resources.
Nearly every day is a holiday in Orisa El’ahrairah,
each celebrating a different world. The first day of each
year is a special holiday where tribes from across the
moon converge on the city alongside extraplanar guests
to promote peace between worlds and share relevant
news. Every other day of the year, the visitations of
people from other worlds are highly regulated and
diplomatically sensitive affairs.

The Golden Ci ty
Heaven
Built into the far side of the sun, the Golden City
is home to the gods. When the Firstborn won the
war against the Primals, Ialdabea commanded the
construction of a paradise wherein the Firstborn and
their allies could enjoy their hard fought victory. That
paradise was filled with sweeping skyscrapers of gold
and sprawling opulent gardens.

Despite the name, the Golden City is not a major
metropolis. It is a series of manors and estates
belonging to the Firstborn and appropriately helpful
Secondborn. The Thirdborn that live in the Golden
City are expected to stay in the servants’ quarters when
possible, out of sight when not possible, and always out
of the way. An ignorant observer might see the Golden
City and think it was an immaculate, though sparsely
populated, rural countryside.
As it is built on the side of the sun facing away from
Nevermore, travel to the Golden City is difficult and
dangerous. The far side of the sun is a flat surface,
but the side facing Nevermore is spherical and
erratically spits gouts of flame into the Beyond. Should
unwelcome guests make it past those dangers, they
would have to contend with irate gods and their loyal
servants. None have.

On Primals

The first beings pulled themselves from the sea of
chaos and stars with ego and force of will alone. Willing
themselves to exist apart from the madness that
surrounded them, they defined what they were and what
they were not. Their confluence initiated the Worldsbirth
and created the Firstborn. The Primals instigated the
creation and ordering of all things that exist, yet this
instinctual drive to create, define, and remake eventually
put them on a collision course with the free-willed beings
they had populated the cosmos with.
Although thought to be immortal, Primals depend
on an ichor rich environment to respire and sustain
themselves. When the Great Seal was placed over the
Evermore, the flow of ichor into the world slowed to a
drip and the Primals could not heal the wounds their
Firstborn children inflicted upon them. Their strength
waning and injuries mounting, the Primals began to
fall one by one. The Primals remain where they fell to
this day, their bodies oozing mystical afflictions on the
land and empowering the worst of their Thirdborn great
grandchildren with Torment.

Amorsera
Appellations: The Beast With Two Backs, Gaea.
Associations: Animals, Divergence, Dwarfism,
Gigantism, Relationships, Reproduction
Covered in fur, scales, and feathers, Amorsera had the
appearance of a hundred beasts bred together. She
towered over everything, including the other Primals.
Lesser beasts fell off of her like fruit, some multiplying
in number and spreading across the earth, others living
as the single specimen of their kind. This constant
spawning earned her the epithet The Beast With Two
Backs. She is also known as Gaea, though this name is
used primarily by her apologists or those who use the
name to call attention to her more positive qualities.
While her passing through a region could bring great
bounty in meat and animal byproducts, it could also
bring an infestation of predatory or nightmarish beasts.
Today she rests at the bottom of the ocean near the
island nation of Talamh an Lae. Fishers in the region
keep their eyes open for tendrils of blood rising from the
depths of the water. These rising rivers of gore portend
the birth of a monstrous kaiju - a giant offspring of the
slumbering Primal. Many of these kaiju die stillborn
or drown in the black waters of the sea, but when they
survive to make it to the surface, they leave destruction
and death in their wake.
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Koios

Tezcatlipoca

Appellations: The Illumination of the Cave, the
Supernal Thought.
Associations: Directions, Etherealness, Intangible,
Mazes, Plans, Thought

Appellations: The Blackness & The Beyond, The Enemy
of Both Sides.
Associations: Boundary Crossing, Death, Fear, Madness,
the Night Sky, Self-Destruction

Koios was a being of great stillness. When he came
into existence he traced the walls of his own mind,
drawing a great maze with no beginning and no end.
Although he was rarely present, his will and thoughts
were known to anyone who wished to hear them. As the
most restrained of his Primal siblings, Koios might have
escaped the wrath of the Firstborn had he not taken the
advice of his sibling, Tezcatlipoca, in the twilight of the
war to gather the Primals and create the Apocalypse
Beast. For the crime of plotting to end the world, Koios
was put to the sword.
Records clearly show that Koios was defeated by
the Firstborn, but his body seems to have disappeared
from the face of Nevermore. Some scholars speculate
he rests in the ethereal realm that borders the physical
world. High ranking members of the Janusian Society
know this was once the case. Just over three decades
ago, the remains of Koios were used to construct a
second ethereal plane parallel to the physical world
known as the Labyrinth. The Labyrinth overlaps the
leylines and mystical nodes of Nevermore, serving as
a connective web between places and items of magical
power throughout the world.

Tezcatlipoca came into existence with a deep loathing
for existence. It did not seek the peace of oblivion,
though it yearned for it. This was because it wanted to
ensure that when oblivion finally came, everything that
existed was swallowed up alongside it. The Blackness
& The Beyond hated its Primal siblings, hated their
Firstborn children, but, most of all, hated the world
created by its relatives. When the war broke out, it
became known as The Enemy of Both Sides, inflicting
senseless and brutal casualties with apocalyptic joy,
exhibiting no loyalty to one side or another.
Although Tezcatlipoca is believed to have been defeated
during the war, its body has never been discovered. Some
believe that Tezcatlipoca is the only Primal to have truly
died, though remnants of his power still manifest in
Nevermore, including the Tormented. Others believe his
grave-prison exists beyond the reach of light in the night
sky. Even among those who practice faiths that worship
Primals, Tezcatlipoca is considered a dangerous figure to
invoke or praise. Cultists of The Enemy of Both Sides are
universally shunned by decent folk.

Orodruin
Appellations: The Furnace of Creation, The Heart that
Beats Fire.
Associations: Artisans, Crafting, Fire, Forges, Metals,
Mountains, Permanence, Volcanoes
Orodruin took the shape of a massive volcano
containing a forge where wonders were beat into shape
from the Primal’s own mystical metal veins. Although
he is most famous for the exquisite craftsmanship of
his handmade works, Orodruin also made blueprints
for advanced machines and devices, some of which he
completed. It is believed that Orodruin fought the most
fiercely of all the Primals and might have been their best
hope for winning, but after finishing the armor for the
Apocalypse Beast, the creature raged while Orodruin
dressed it and shattered all of The Furnace of Creation’s
fingers. With no ichor to regenerate his wounds, he sat
down in the lands of the south, never to rise again.
Orodruin is known today for his exceptionally
cool mountain springs in an otherwise blistering hot
region. He still contains a multitude of magical metals
found nowhere else in Nevermore, but his mines are
treacherous and some believe that, should you manage
to extract any ore from him in the first place, you’ll
be cursed. Miners note with superstition that highly
successful operations are often followed by ominous
plumes of smoke rising from Orodruin’s peak.

Tiamat
Appellations: The Mother of Dragons, The Primordial
Crone.
Associations: Age, Dragons, Lineage, Parentage, Pride,
Reptiles
Of all the Primals, Tiamat elicits the most sympathy
from Thirdborn. Despite her monstrous appearance, a
massive dragon with over a dozen heads, Tiamat is most
famous for being the mother of Lusephar. Lusephar
who married his half-sister, Lusephar who committed
matricide, Lusephar who left the weapon he struck her
down with embedded in his mother’s undying corpse.
The spear he struck her with was so great in size it
became known as the Tower of Heaven.
The Tower of Heaven is a white stone and gold
trimmed building rising nearly a mile out of the broken
ribcage of the Mother of Dragons in the lands north of
Styrnia, a region aptly named Tiamat’s Fall. Her body
is surrounded by the bones of almost every dragon
who has ever lived. Dragons return to Tiamat when
they know their lives are nearly over. Those that die
in war or far from her are transported there by their
families. Dragons believe any of their kind who are laid
to rest elsewhere will roam the world as a hungry spirit,
afflicting their kin with ailments and misfortune.

Yggdrasil
Appellations: The Genesis Tree, The Root of Creation.
Associations: Flora, Ichor
Yggdrasil took the name the Root of Creation when
it planted herself on the very spot of the Worldsbirth,
remaining there ever since. It grew large over the
Evermore, showering its fruits down upon the races
that made their home in the Caldera. It watched in the
early days of the Eldest Empire. It shuddered in pain as
the earth tore up around it and flew into the night sky. It
drank deeply of the ichor flowing from the distant sea
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into the world. Then the Great Seal was placed on the
sky above its limbs and Yggdrasil fell into a deep sleep.
The Genesis Tree’s last act before going comatose
was to create a race of sentient plant people to undo the
Great Seal. Although Yggdrasil remains asleep within in
The Worldsbirth Caldera, its agents move through the
world, avoiding attention and gathering information. On
rare occasions, when the ichor swells around its roots,
Yggdrasil can be heard sighing across The Worldsbirth
Caldera and strange fruits borne from its limbs fall to
the lands and waters below.

Primal Apocrypha

There are many apocryphal stories told of the Primals.
Among those, legends of the Apocalypse Beast and the
Tormented are the most widely known, and commonly
accepted as truth.

The Apocalypse Beast
When the Great Seal was placed upon the Evermore,
the Primals became addled as they choked on the
ichorless air. It was at this time that Tezcatlipoca
came to its brother, Koios, and suggested a plan. The
Blackness and The Beyond had seen the shape of a
creature forged by the world’s creators that would
herald the end of time. If the Primals could create such
a beast, surely they could control it as well, and then the
war would be won.
Koios was rightly hesitant to accept the counsel of
The Enemy of Both Sides, but such was the desperation
of the Primals that they accepted the plan. Koios
organized the Primals to create Tezcatlipoca’s vision,
and the Apocalypse Beast was born. It was, however,
impossible to tame.
The Apocalypse Beast set upon a path of destruction
that likely would have destroyed every living being, if
not the world. Koios, mournful of the role he had played
in its creation, sacrificed himself in a bid to destroy
the Apocalypse Beast, a plan requiring a temporary
ceasefire from either side of the war. Even with their
combined might, the Apocalypse Beast was not
destroyed, but cast into a slumber. With every passing
hour, the Apocalypse Beast regenerated the wounds
dealt to it, and so a Secondborn was tasked with
continuing to wound the creature in perpetuity to keep it
from waking again.
Many believe that one day the Secondborn tasked
with jailing the Apocalypse Beast will fail in his duties
and the creature will again walk the earth. On that day,
Nevermore will be doomed.

Torment
The Primals’ rest, if it can be called that, is fitful.
They experience the consistent agonizing pain of
asphyxiation and rarely drift close to consciousness.
In the rare moments when they do, they may become
aware of a distant relative whose rage and pain and
hatred mirrors their own. In a desperate attempt to
lash out at a world that’s allowed them to languish in
pain for millennia, a Primal may send a portion of its
power to that distant relative.
When this happens, the recipient of that power is
known as a Tormented. So named both for the ongoing
torment experienced by the Primals and the torment the
new recipient will soon inflict upon the world around it.
Most Tormented exhibit the worst qualities of mortals
before they were empowered: hate, violence, narcissism,

greed. With a fraction of the power of a Primal, their
petty villainy can transcend to new heights. A child
abuser might become a literal troll with the ability
to compel children to do as he wishes out of fear. A
serial killer may lose her face, only able to take on the
identities of those she kills and, even then, only for long
enough for her to discover those people had what she
never can.
The true curse of the Tormented is that it is a tragedy
for all involved. The Primal will not get the revenge, and
certainly not the rehabilitation, it wishes for.The people
the Tormented will harm suffer from the depravity
of their empowered assailant. Even the Tormented
themselves are cursed. The power the Primals impart
is laced with grief, regret, and self-loathing. Whatever
power the Tormented gains will be hedged by a lifetime
of discontent and frustrated ambitions.

On the Gods

The Firstborn and Secondborn kin of the Primals are
collectively referred to as gods. Where the Primals are
singular beings who will themselves into existence, gods
are nuanced, consistent, and born from progenitors. In
contrast to the handful of Primals in existence, there are
hundreds of Firstborn and thousands of Secondborn.
Gods who fought loyally against the Primals during the
war retreated with Ialdabea to the Golden City, where
they now spend most of their time. Gods who refrained
from participating in the war or who sided with the
Primals remained in Nevermore.

Firstborn

The Firstborn are the children of the Primals. Firstborn
generally inherit the nature of their Primal parents,
but in the intersection of those themes, embody
something new and different. While the Primals were
single-minded and self-absorbed, the Firstborn hold
broader interests and goals and, while certainly largely
narcissistic, yearn for relations with others.
Records of the war indicate that the Firstborn were
mostly united as a host against their Primal progenitors.
Following the sealing of the Evermore, their victory in
the war, and the construction of the Golden City, most
Firstborn retired to the Golden City. The majority of
Firstborn have remained in the Golden City ever since.
Below is an incomplete list of Firstborn, accompanied
by descriptions.

Ialdabea
The Queen of Heaven, Goddess of the Great Seal & the
Golden City
Lineage: Daughter of Orodruin and Koios
Divine Domains: Arcana, Commerce, Forge
Had it not been for the Great Seal, Ialdabea would have
been a bit player in the war between the Firstborn and
the Primals. She was not as well known or well loved as
many other Firstborn, and inspired few adherents to her
name. The Great Seal changed those things. Effectively
putting a stopper on the wellspring of ichor the Primals
relied on to use their divine powers, she created a small
reserve of ichor only she could access. As the Primals
fell one by one, she tapped that reserve to build the
Golden City and was subsequently crowned the Queen
of Heaven for her part in winning the war.
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Today, Ialdabea is the central figure in the most
widespread religion in Nevermore, the Church of the
Golden City. The church’s adherents worship Ialdabea
first, Lusephar second, and all other Firstborn after
that. Secondborn who dwell in the Golden City are
seen as demigods and lesser gods blessed by Ialdabea’s
mercy for their virtue. The church is a highly structured
organization with its leadership claiming to be in regular
communion with the goddess.

Lusephar
The Lightbearer, King of the Golden City, God of
Righteousness
Lineage: Son of Tiamat and Orodruin
Divine Domains: Light, Love, War
When the war between the Primals and the Firstborn
first broke out, Lusephar took no side. As it dragged on,
he did everything he could to broker a peace between
the two sides. When his half-sister placed the Great Seal
and the Primals discovered that their fight was now to
the death, he persisted in his diplomatic efforts. It was
only when his mother Tiamat had cornered his half-sister
and lover, Ialdabea, that Lusephar finally struck a blow
against a Primal. His mighty spear tore through Tiamat’s
chest, piercing the earth and binding her to it, where she
now lies in a perpetual cycle of decay and regeneration.
Lusephar is worshipped as a god of noble virtue,
peace, and when necessary, righteous justice. Now
married to his half-sister, Ialdabea, they rule the Golden
City together, though he is perceived to hold less power
in the partnership. Dragons despise Lusephar for his
betrayal of their matron, his own mother, and delight in
opportunities to take out their disdain on his followers.

Lamora
The Crooked Warden, The Golden Hand, God of
Conspiracy and Deceit
Lineage: Son of Tezcatlipoca and an unknown mortal
Divine Domains: Knowledge, Prophecy, Trickery
Stories from the war between the Primals and the
Firstborn make Lamora out to be a rogue agent, aiding
and thwarting both sides in various instances but rarely
inflicting any violence. As a courtesy, and to avoid
whatever mischievous consequences he might levy,
Ialdabea invited Lamora to dwell in the Golden City at
the end of the war. To her relief, he declined. This does
not stop him from occasionally visiting, although rarely
under his own identity.
The majority of thieves guilds in Nevermore recognize
Lamora as their patron, and most serve a double
purpose as cults in service to him. Those that act as both
thieves guild and cult are led by a cleric of Lamora who
sacrifices their own identity, taking on the mantle of the
“Goldenhand”. In addition to typical knavish activities,
Goldenhands often direct their guild-cults to acts of
sabotage and espionage against the Janusian Society.

Terratertius
The Garden and the Gardener, Goddess of Beasts and
Greenery
Lineage: Daughter of Amorsera & Yggdrasil
Divine Domains: Arcana, Life, Nature
Terratertius was the first Firstborn created by the
Primals and had a unique familial bond with the titans.
Despite whatever personal relationships or affections
she held for the Primals, as the war began to heat up
and the level of destruction caused by the Primals
threatened those elements of Nevermore she fostered
and cared for, she joined the Firstborn in their war.
Since the end of the war and the placing of the Great
Seal, Terratertius has suffered a great ailment. Other
Firstborn note that she seemed slower, aged, and most
alarmingly often talks at length and in detail about
events that have never occurred.
Druids and rangers who do not worship the Primals
often direct their piety towards Terratertius. Even
among Primal-worshippers, Terratertius is sometimes
viewed as a potential ally of the fallen titans. Her
mysterious affliction following the end of the war is seen
by some Primal cultists as evidence of her regret and
misery over having turned on her creators.

Vaalbara
The Warlord, The Primalborn, God of Violence and War
Lineage: Son of Armorsera, Orodruin & Tiamat
Divine Domains: Knowledge, Nature, War
Vaalbara is unique among the Firstborn, being the
offspring of three Primals, rather than two. From the
moment he was born, Vaalbara fought and laid claim
to whatever he liked. Some myths say Vaalbara himself
started the war between the Primals and the Firstborn,
while others state that he was always looking for a
reason to fight, and the war between the Primals and
Firstborn presented just such an opportunity. When the
collective host of Firstborn chose Ialdabea to be their
ruler, Vaalbara challenged her to combat for the title.
With the help of her half-brother and husband, Lusephar,
she bested Vaalbara, who has spent the millenia since
skulking in the distant corners of the Golden City and
occasionally returning to Nevermore to incite wars.
Saurians believe Vaalbara is their common ancestor
with the Tyrannos tracing their right to rulership back
to him. Vaalbara is often worshipped by Saurians,
soldiers, and nomadic raiding cultures that emphasize
his personal strength and resolve. As part of their daily
prayers to him, champions and clerics of Vaalbara plead
with their god to make all of Nevermore his empire.

Varuna
Lord of the Deep and the Far, God of Sea and Sky
Lineage: Child of Koios and Tezcatlipoca
Divine Domains: Darkness, Knowledge, Tempest
King of Giants, Lord of the Deep and the Far, Varuna
has many titles and an ego to match them. He is a
warden, scouring the heights of the sky and the depths
of the sea for gates to other planes that should not
or cannot exist. In appearance, he always stands half
again as tall as the tallest person in view and his skin
varies from light blue to midnight black. When the war
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between the Primals and Firstborn broke out, Varuna
was quick to join the fight. During the war, a rivalry
started between Varuna and Vaalbara that continues to
this day. While Varuna might otherwise be jealous of the
power consolidated by Ialdabea and her king, Lusephar,
this rivalry with Vaalbara spurred him to become an
enthusiastic supporter of their dynasty.
Although he owns a palatial estate in the Golden City,
Varuna tends to spend his time traveling the far corners
of Nevermore. Rangers and paladins particularly
concerned with ridding the material plane of extraplanar
interference worship Varuna. He has long abandoned
his responsibilities as king of the giants, a sign of his
displeasure with their behavior during the war and after.

Secondborn

Secondborn is primarily a taxonomic description for the
offspring of the Firstborn but is also used for a variety
of reasons to describe a particularly powerful Thirdborn
or a being of approximate status and unknown origin.
As the Firstborn brought the Secondborn into the world,
it was clear that the spark of magical power inherent
to them based on their Primal parentage would fade
with each successive generation. When the Secondborn
began to have children of their own, the mortal races,
the Thirdborn, were created.
Below is an incomplete list of Secondborn,
accompanied by descriptions.

Camazotz
Gaoler of the Apocalypse Beast
Lineage: Unknown
Divine Domains: Darkness, Death
With a history lost to time, no Thirdborn knows if
Camazotz is truly a Secondborn or something far
stranger. It is said that the Firstborn nearly won the war
when they completed the creation of the Apocalypse
Beast and turned it against their progeny. A promising
soldier with a voracious appetite noticed that the
Apocalypse Beast’s wounds closed and flesh knit
quickly. While Firstborn and Secondborn swarmed the
Apocalypse Beast, Camazotz, the promising soldier, was
commanded to eat its flesh. Somewhere in the Land
of the Red Earth, buried deep beneath the earth and
aftermath of myriad wars between the mortal races,
there is a hollow. In that hollow, were someone unlucky
enough to uncover it, they would find the Apocalypse
Beast, constantly on the verge of death yet never dying;
and next to him, Camazotz, forever gorging himself on
the new flesh and gore generated by the Beast.

El-ahrairah
Goddess of the Moon
Lineage: Daughter of Lamora and Ialdabea (who was
deceived)
Divine Domains: Gates, Grave
El-ahrairah was once floating in the darkness of the
night sky, peering into the distance at her grandfather,
Tezcatlipoca. His hunger was evident by the cracks
he made in the night sky, attempting to bring about a
terrible end to Nevermore, where all worlds that exist
or could exist inhabited the same location. El-ahrairah
ran from one corner of the sky to the next, repairing

cracks, until the day the moon appeared in the night sky.
She made it her home, befriended the people there, and
trained them to help her seal away the many worlds that
Tezcatlipoca hoped would bring about the end of time.

Glashan
God of the Sea
Lineage: Son of Terratertius and Varuna
Divine Domains: Love, Tempest
Glashan has a reputation for mischief that comes
close to rivalling that of Lamora. When Glashan is
not pursuing a whirlwind romance that will inevitably
end in a broken heart (not his, of course) or living to
excess on one of his parent’s estates in the Golden
City, he is harassing sailors with storms and turbulent
waters. For this reason, it is considered unlucky to sail
without having a woman aboard, the prettier the better,
and especially lucky to have a beautiful woman as the
captain. Glashan stays the worst of his mischief for all
male crews and occasionally even offers direct aid to
captains he favors. He is known to be the father of the
sea elves.

Hekate
Goddess of Magic
Lineage: Daughter of Lamora and Lusephar (who
was deceived)
Divine Domains: Arcana, Knowledge
As a child of Lamora, Hekate is not welcome in the
Golden City. Instead, Hekate travels Nevermore in her
hut which walks on chicken legs and floats even in the
most turbulent waters. She is worshipped as a patron
of hedge wizards and arcane spellcasters, but hates the
Janusian Society. As she travels, she trains up regional
mystery cults of magical knowledge and indoctrinates
them against the Janusian Society. These regional cults
often have positive and even coordinated relationships
with the thieves guilds and cults of Lamora found in
every seat of the Janusian Society.

_

_

Manat & Zurvan
Goddess of Madness
Lineage: Daughter of Terratertius and Lusephar
Divine Domains: Madness, Prophecy
Born under the given name, Zarnā, this Secondborn
was always odd, possessed by a greater version of the
madness that would later afflict her mother. Abandoned
by both her parents, Terratertius out of fear for what
she saw in the child and Lusephar as he was more
interested in pursuing his half-sister Ialdabea than
caring for his child, she eventually fell into the care of
Lamora. After the Great Seal was placed, Zarnā stopped
responding to that name and instead only responded
to Manāt or Zurvān. As Manāt, she claims to see the
history of this world and all the worlds that preceded
it. As Zurvān, she issues prophecies about the future
of Nevermore, it’s unavoidable destruction, and it’s
inevitable rebirth.
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Sirafil
God of Music
Lineage: Creation of Ialdabea and Lusephar
Divine Domains: Prophecy, War
Sirafil was lovingly sculpted out of pure brass by
Ialdabea and came to life when Lusephar tore a rib from
his own body and gave it to Sirafil to use as a horn. It
is said that the sun rose and set over 30 times while
the newly animated Sirafil played a magnificent song
on its horn. When Sirafil stopped, it was given a holy
purpose by the Queen of Heaven - to be the eyes and
ears of Heaven and to rouse the Apocalypse Beast from
its catatonia should the Firstborn ever be cast from the
Golden City.

Tarasaemu
Heir to the Throne, Goddess of the Sun
Lineage: Daughter of Ialdabea and Lusephar
Divine Domains: Light, Forge
Tarasaemu is one of the youngest Secondborn living
in the Golden City, having been born only after the
construction of the city and Ialdabea’s coronation. When
the gods assembled to offer gifts to the newborn and
heir to the throne of the Golden City, Varuna, wishing
to outdo all others, gave the infant possession of the
Sun. The light blinded her instantly. Varuna dotes on
the demigod regularly. At first it was out of guilt for his
thoughtless gift, but some now believe he is attempting
to court her.

Trismegistus
God of Magic
Lineage: Son of Ialdabea and Lusephar
Divine Domains: Arcana, Death
Trismegistus, a bastard child of Ialdabea and Lusephar,
has been missing for centuries. A god of magic and
war, he used his arcane and martial talents to fight
for the Firstborn in the war. Long after the war ended,
he taught mortal wizards the basics of magic. One of
his pupils, Janus, believed Trismegistus was hoarding
the most powerful magics so that the Thirdborn
would remain dependent on the Golden City for good
fortune and safe lives. To this day, the ultimate fate
of Trismegistus is unknown, but given the rise of
the Janusian Society and Trismegistus’ more recent
association with death, few believe he is still alive.

On The Janusian Society

The Janusian Society was founded by Thirdborn in
the aftermath of the war between the Primals and
the Firstborn. In its earliest days, the Society was a
small conspiracy that resented the destruction and
chaos caused by the war and sought to claim the
power necessary for the Thirdborn to protect their
own interests. As it grew from a cabal of like-minded
anti-theists, the Janusian Society became less singleminded in its pursuit of that goal and focused more on
the accumulation of magical knowledge and power for
its own sake.
Nevermore
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For the majority of its existence, the Janusian Society
was headquartered in the Caul. Around 400 years ago,
a Secondborn attempted to conquer and consolidate
the various peoples of the Caul into a single nation
under her command. The Janusian Society, long
content to simply collect artifacts of power and mystical
knowledge, moved against the Secondborn. Within a
year, she was destroyed.
This catalyzing moment had two primary effects.
Firstly, it taught the Janusian Society that if they were
going to fulfill their founding ideals they would have to
expand their efforts into more practical and political
arenas. Secondly, it forced the Secondborn to take note
of the power of the Society and recognize the threat it
represented to the autonomy they had enjoyed in the
many years following the war.
In the millenia since, the Janusian Society have
contracted with city-states and nations across
Nevermore to establish campuses in exchange for
the material, mystic, and technological support of the
Society. To the public, the Janusian Society presents
itself as an organization of higher learning and magical
power that seeks to advance the security and prosperity
of the Thirdborn. Privately, they work towards the long
term goal of usurping complete control of Nevermore
from the Primals, the Firstborn, the Secondborn, and
even their fellow Thirdborn.

Special Projects
The Janusian Society does not rely on the success of
any one plan to achieve its long term goals. Instead,
the Society is always pursuing a variety of avenues of
increasing and cementing its political and magical grip
over Nevermore. These special projects vary in size.
Some rely on the coordination of thousands of members
across multiple Seats while others are carried out by
only a handful of Janusians.
Despite outside appearances, the Society is not an
entirely unified organization. Its individual members
jockey for wealth, power, and prestige. This internal
politicking sometimes leads its members to pursue
projects without alerting the wider Society of their actions.
Other times a project is broadly known to the Society, but
some specifics are withheld or misrepresented.
Detailed here are a variety of special projects. Some
of these were completed in the past while others are
under active development today.

Common

One of the first innovations the Society created was
a powerful working of divination, enchantment, and
transmutation magic that resulted in an easy to learn
language today known as Common. This special project
was completed out of necessity when the Janusian
Society was based in the Caul and needed a shared
language amongst its members. Originally, it may have
been intended to be a language for the exclusive use of
the Society, but the ritual magic that had made Common
so easy to learn prevented it from being withheld from
non-members. Today Common is spoken in all corners
of Nevermore, though it remains most predominant in
regions with a strong Janusian Society presence.

Hidden Highway

One of the incentives the Janusian Society used to
entice nations to allow them to build Seats in their
borders was the promise of nearly instantaneous access
to goods, services, and people around the world. The
Hidden Highway, a flowery epithet for a network of

teleportation circles created, maintained, and protected
by the Janusian Society, allows the Janusian Society’s
allies to transport goods safely and immediately across
huge distances.
The teleportation circles that make up the Hidden
Highway are heavily regulated both by the Janusian
Society itself and by whatever local government a given
teleportation circle falls under the control of. These
regulations are put in place to minimize the disruption
that such technology might have on a region. For
example, there is usually a large fee associated with
individual transportation through one of the circles to
prevent the lower classes from freely relocating to a
region with greater prospects.

The Labyrinth

When the Great Seal was placed over the Evermore, it
dammed the constant flow of ichor from the Evermore
into the world. This greatly diminished the power of
the Primals and had the side effect of weakening many
forms of magic that relied on ichor to function. The
biggest completed project of the Janusian Society to
date, the Labyrinth, is a demiplane running parallel to
Nevermore that allows the Janusian Society a measure
of control over the flow of ichor. Built from the comatose
body of Koios, the Labyrinth is also a place where the
Janusian Society stores the vast library of knowledge it
has accumulated over its history.
Most Janusians interact with the Labyrinth only
indirectly, usually through an ichorOS device. By
manipulating the Labyrinth from Nevermore, a
Janusian can learn how to cast spells the Society has
documented, quickly and easily search for information,
and access personas. Personas are artificially created
arcane intelligences, each one attuned to pieces of
Janusian Society infrastructure, and by accessing
them a Janusian can exert control over that section of
infrastructure. For example, a Janusian can connect to
the Labyrinth to contact Trod, the persona that operates
the Hidden Highway, and direct it to activate a specific
teleportation circle in that network.
It’s a tightly kept secret amongst high ranking members
of Janusian society that they maintain a fortress city
within the Labyrinth. Labyrinthia, as the fortress city is
known, is where the Archmages who rule the eight Seats
meet to dictate policies and resolve disputes. The city is
populated by a small number of Labyrinthian Guards,
the secret police of the Janusian Society, and various
constructs and homunculi that carry out the mundane
tasks necessary for the city’s upkeep.

The Golden Road

The founding goal of the Janusian Society was to free
the Thirdborn from the existence of beings whose power
was so great they could dictate the fate of Nevermore
without their consultation. The special project known
as The Golden Road is the inevitable conclusion of the
pursuit of that goal. When The Golden Road is complete,
the Janusian Society will have created a physical artifact
that links Nevermore to The Golden City.
The Janusian Society likely has all the knowledge
and materials necessary to complete this project. The
Society’s hesitation to complete the project has to
do with ensuring that they are fully prepared for the
war against the Firstborn they plan to initiate when
they breach The Golden City. With the Primals laying
in ruin across Nevermore, only the Firstborn pose a
threat to the Society’s desire to be the guiding force of
Nevermore’s future.

Factions in Nevermore

There are many factions in the world of Nevermore
vying for power and influence. These groups can be
divided into two broad categories, major factions
and minor factions. Major factions have worldwide
influence and vast resources, but their size can make
it difficult to rise through the ranks. Minor factions are
regional groups with fewer resources but their members
have an easier time establishing themselves.
The vast majority of people in Nevermore do not
belong to a faction. They are focused on living their
own lives and pursuing their own agendas. Only the
most ambitious and ideologically motivated pledge
themselves to one of these groups. Factions offer paths
to personal power, wealth, and influence, but demand
much in return.
The culture and organization of every faction is
unique. Joining a faction can be as formal as applying
to enroll at a Janusian Society campus or as informal
as a thief giving a cut of their spoils to the thieves guild.
Generally, members advance in rank by advancing the
goals of their faction and executing their superiors’
orders. As they gain renown within their faction,
members can earn titles that grant them greater
benefits and responsibilities.
The major factions in Nevermore are as follows:
• The Church of the Golden City, composed of priests,
templars, and lay worshippers who revere the
Firstborn and their allies who live in the Golden City.
• The Janusian Society, a wizard’s guild with campuses
in eight major cities across Nevermore.
• The Worldsbirth Cult, a loose-knit group that believes
the Firstborn were wrong in their decision to
incapacitate the primals.
• Ten Thousand Fingers, a thieves guild and cult
dedicated to to the trickster god Lamora.

Faction Backgrounds

If you would like to begin play as a member of a faction,
each group has a background you can select. This
background grants you a small amount of renown
with your faction and the option to take on a title. Each
background also provides equipment, proficiencies, and
languages frequently used by members of that faction.

Ti tles & Renown
Renown is a measure of your reputation and influence
within a faction. You can earn renown by fulfilling the
orders of your superiors, obtaining valuable resources, or
pursuing the goals of your faction. You can lose renown
by acting against the interests of your faction, defying a
superior’s orders, and committing acts your faction finds
unacceptable. Specific factions may have alternative or
additional ways of gaining and losing renown.
Members of major factions can have a maximum of
100 renown. Minor factions often have a lower ceiling as
their smaller scale doesn’t allow them as much influence.
Titles are positions, formal or otherwise, within a
faction. Each title offers its holder new responsibilities
and benefits. To gain a title you must meet a
prerequisite level of renown and impress upon someone
capable of bestowing the title on you that you are
worthy of it. As with renown, each faction has their own
preferences and methods in how they bestow titles.
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If your renown decreases below the amount required
for a title you hold, you do not necessarily lose the title.
Instead you will be scrutinized more closely by your
faction and, should they find evidence to support the
decision, stripped of your title. You can also lose a title
by failing to fulfill the responsibilities required of you or
by abusing the power it grants you.

Major Factions

The following major factions have members all across
Nevermore. They are all-encompassing movements,
with each having membership levels reaching hundreds
of thousands or more. Joining a major faction provides
you with a number of the resources available to the
group and the opportunity to claim greater influence
with the group, but also exposes you to the constant
social and political conflicts they engage in.

The Janusian Socie ty
The Janusian Society was founded in the wake of the war
between the Primals and the Firstborn as an organization
dedicated to empowering the Thirdborn. Primals,
Firstborn, and Secondborn were all seen as unreliable
at best, parasitic at worst, and the Society’s goal was to
liberate the Thirdborn from their influence. To that end,
the Janusian Society began to research magic.
Early on, the organization was an informal movement,
existing more as a philosophy spreading among
spellcasters. Over time the Society’s goals fell into place
and their ambitions grew, membership became a more
formal affair. For hundreds of years the Janusian Society
explored the limits of magic and developed a reputation
as willing defenders of Thirdborn communities. Then,
suddenly, all of the masters of the Janusian Society
vanished. Many outside the group assumed that its time
was waning.
Nearly a decade later, the masters began to reach
out to the ruling class of civilizations around the world
with an offer; house a Seat of the Janusian Society in
exchange for magitech infrastructure and protection
from external supernatural threats. Many nations were
open to the Society’s offer, and so they chose the best
eight among them and commenced construction of
their campuses. It has been nearly 50 years since the
partnerships were made. The nations who accepted
the Seats have prospered while their neighbors
struggle under the yoke of despotic Secondborn and
Tormented without the benefit of the Society’s magic
and technology.

Faction Goals

Despite public perception, the Janusian Society is not
pursuing a grand conspiracy for world domination.
In truth, they are pursuing dozens. The Society was
founded on the premise that it would help the Thirdborn
live free of the powerful supernatural denizens of
Nevermore. That is still an element of their actual
purpose, and it’s the image they project for outsiders,
but it is not the entirety of their goals.
The highest echelons of the Janusian Society have
a number of options they’re considering to fulfill their
goal. Creating a worldwide thaumocratic government
ruled by the leaders of the Janusian Society is the most
obvious of them. They are also considering alternatives
like unsealing the Evermore, invading the Golden City,
and reverse engineering a Primal loyal to the Janusian
Society. In the end, the leaders of the Janusian Society
Nevermore
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are interested in controlling the fate of Nevermore by
whatever means necessary.
On a smaller scale, the eight Seats compete against
each other for prestige. They do this by running high risk,
high reward experiments and working against each other
to recruit the best magical practitioners and inventors
in Nevermore. Researching new spells with broad
applicability, inventing magitech devices that improve and
streamline society, and eliminating regional threats are
all ways individual Seats can gain prestige while pursuing
the Janusian Society’s broader goals.

Playing a Character in the Janusian Society
Alignment: Usually lawful, often neutral
Common Classes: Bard, magus, scholar, warlock, wizard

You might enjoy playing a character in the Janusian
Society for any of the following reasons:
• You’re interested in playing a character with an
expertise in artifice and technology.
• Your excited to play a graduate of an elite wizarding
school.
• You like the idea of conspiring against members of
your own faction for personal gain.
• You want to be an ambitious spellcaster bent on world
domination.

View From the Outside

The general public’s perception of the Janusian Society
varies. In nations that house Seats, they are generally
viewed favorably for the protection and prosperity they
bring. However, not all citizens of those nations believe
the Society is as benevolent as it appears. Critics of
the Janusian Society in nations with Seats cite the
Janusian Society’s undue influence on the culture and
government of their nations. They see the Janusian
Society as an external entity threatening to homogenize
their cultural identities and traditions.
The Church of the Golden City has an adversarial
relationship with the Janusian Society. The Church
worships the Firstborn and believes in their holy right
to rule Nevermore. This stands at direct odds with the
philosophical kernel from which the Janusian Society
sprung. Although there is almost never any violence
between these two factions, they each lobby hard in
attempt to sway the public opinion to support their ideals.
The Worldsbirth Cult also has fundamental
ideological disagreements with the Society. Unlike the
Church, however, the Cult does occasionally come to
blows with the Society. The Janusians are very curious
about Primal resting places and often go on excursions
to harvest elements of the comatose Primals’ bodies.
This practice is abhorrent to the Cult, and when they
find the Society engaging in it, they do everything in
their power to drive the Society out of the region.
Most members of the Ten Thousand Fingers have
no interest in or conflict with the Janusian Society.
The leadership of the Fingers, including the Firstborn
Lamora, are intent on dismantling the Janusian Society
and stripping it for parts. Despite their endgame of
destroying the Janusian Society, the Ten Thousand
Fingers rarely come into open conflict with them.
Instead, they prefer to employ their areas of expertise namely espionage, sabotage, theft, and assassination - to
prevent the Janusian Society from completing too many
of its objectives too quickly.

Janusian
You are a student of the arcane laws that govern magic.
You may have joined the Janusian Society for any
number of reasons. Did you want to unravel the mystical
threads binding reality together? Do you plan to achieve
personal power by becoming a potent spellcaster? Or
were you impressed by the Janusian Society’s goal of
improving the lives of Thirdborn with technological and
magical innovations?
Whatever your reason was, the Janusian Society
is a vast machine within which you are a very
small cog. Since you’ve joined the Society, you’ve
discovered that behind its monolithic exterior it is a
tangled web of personal ambitions, secret plots, and
internal espionage. The meek dedicate their efforts to
supporting members of the Society they find worthy.
The enterprising find a way to use the conspiracies of
others to come out on top themselves.
Skill Proficiencies: Arcana, Artifice
Tool Proficiencies: Machinist’s tools
Languages: Gnostic
Equipment: Three books, a Janusian robe with a patch
indicating the Seat you attended, a component pouch,
ink, an ink pen
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Seat of Study

There are eight Seats of the Janusian Society, each
corresponding to a school of magic and located in
different nations. Sometimes students attend a Seat
because it is the closest school in their region, other
times because they had the resources to travel far
enough to attend the school that focused on their
preferred style of magic. Regardless of their individual
reasoning for attending their Seat, Janusians feel a
sense of loyalty to their alma mater and often see
graduates of other Seats as rivals.
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Seat of Study
Seat of Abjuration, Talamh an Lae
Seat of Conjuration, Orsia El-ahrairah
Seat of Divination, Kurukshetra
Seat of Enchantment, Pemalitheia Republic
Seat of Evocation, Styrnia
Seat of Illusion, Sabara Jamil
Seat of Necromancy, the Coaquoian Federation
Seat of Transmutation, Ola’moku
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Feature: Janusian Recrui t

You begin with 10 renown in the Janusian Society and
can choose to begin with a title if you wish. In addition,
you learn one cantrip of your choice from mending,
message, or prestidigitation. Intelligence is your
spellcasting ability for this cantrip.

Suggested Characteristics

Members of the Janusian Society are both educated in
the ways of the arcane and indoctrinated to forward
the political goals of the faction. Janusians often
find one element of the society they find particularly
compelling, whether that be its attempts to master
magic, to improve the lot of the Thirdborn, or to create a
worldwide thaumocratic government.
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Personality Traits
I treat every disagreement as a debate I must win.
I am always trying to find new practical
applications for common spells and cantrips.
I am fascinated by conspiracy theories and often
assume a situation is much more complex than it
really is.
When I’m up against a challenge, I take my time
and thoroughly research all possible approaches
before taking action.
I understand magic, I understand machines, but I
can’t for the life of me understand people.
I don’t believe there’s any problem magic can’t solve.
Emotions are a weakness, so I don’t have them.
Everything I do is guided by reason and logic.
I have absolute faith in the infallibility of my plans,
and so should everyone else!
Ideals
Prosperity. All mortals will benefit when we are
united under a benevolent thaumocratic world
government. (Law)
Independence. The Thirdborn shouldn’t bow
in subservience or worship of the Secondborn,
Firstborn, or Primals. (Any)
Progress. Inevitable advancements in magic and
technology will solve all the world’s problems in
time. (Law)
Loyalty. If I am loyal to the Janusian Society, it will
be loyal to me. (Any)
Control. People don’t know what they want, or even
what they need. As a Janusian, I have to protect
them from their own worst impulses. (Any)
Discovery. Learning to master the arcane laws of
the universe is the birthright and destiny of the
Thirdborn. (Any)
Bond
I’ll rub my personal successes in the face of my old
teacher, who often told me I lacked vision.
I will become an archmage, no matter the cost.
I’m jealous of the successes of one my peers in
my graduating year. I always try to outdo their
accomplishments.
There is a priest who gives sermons on the street.
We meet regularly to try to convert one another
- the priest tries to convince me to worship the socalled “gods,” and I attempt to promote the values
of pride and reason.
A good friend of mine went missing at the same
time several potent magical items and tomes
disappeared from one of the Society’s archives. I’m
looking for my friend and the missing objects.
A Secondborn wronged my family. Now that I’m a
capable spellcaster, I’m looking for revenge.
Flaws
My ambition supersedes my moral compass.
I have blind faith in the good intentions and
upright conduct of the Janusian Society.
I look down on everyone who isn’t a member of the
Janusian Society.
My field of magic is more demanding and
important than the rest, and I let people studying
those fields know about it every chance I get.
My enthusiasm for unraveling mysteries is more
powerful than my common sense.
I’ll say or do anything to save face with my
superiors in the Janusian Society.
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Renown in the Janusian
Socie ty

The Janusian Society has a well defined hierarchy.
Newcomers to the organization gain rank by proving
their value and loyalty to those above them. Students
work to impress their teachers who are working to
impress the archmages. This often means pursuing the
goals of the Janusian Society as a faction but, at times,
can mean participating in clandestine power struggles
between the archmages and their masters.
Alternatively, demonstrations of arcane or mechanical
genius, preferably in the form of invention of new spells
or technology will also earn a member renown. “Guile
is a poor substitute for greatness” is a popular saying
in the Janusian Society though, admittedly, it is usually
repeated with at least a hint of bitter irony.

Ti tles in the Janusian Socie ty
Many of the titles available to members of the
Janusian Society relate to its function as a provider of
education and magitech infrastructure. Others, such
as the Labyrinthian Guard and Hierophant titles,
are unknown to the wider public and low ranking
members of the Society, representing the secret
motives and goals of the faction.

Graduate of the Socie ty

Requires: 10+ renown

You are a student who graduated from a Seat of the
Janusian Society in good standing. You must pay a
monthly due of 1 gold piece to the Society. In return,
you receive room and board at each of the Janusian
Society’s Seats and access to their substantial student
libraries (which contain scrolls and spellbooks with 2nd
level spells and lower). At your alma mater, you can rent
common magical items for a flat fee. Returning common
magical items in poor condition or failing to return them
at all may cause you to lose this title.

Apprentice Magi technician

Requires: 15+ renown, proficiency in Artifice and
machinist’s tools

The majority of the Janusian Society is made up of
students, teachers, administrators, and arcane theorists.
Without magitechnicians, however, the Society’s power
would be greatly diminished. These members create
and maintain the arcano-technological wonders that
have brought relative ease and prosperity to the nations
that house Seat campuses.
You are an apprentice magitechnician, which makes
your primary responsibility the routine maintenance of
machinery. This includes ensuring that teleportation
circles remain clean and functional, arcane circuits
continue to carry power to machinery throughout the
cities, and thaumaturgically fueled lights keep the
cities lit. This work takes approximately 12 hours a
week. In exchange, you are given free room and board,
a salary of 1 gold piece per week of work, and you are
able to borrow up to three common magic items at a
time from your Seat’s treasury without cost. Unless
dire circumstances demand otherwise, you can take
sabbaticals from work whenever you like, although you
will receive no salary while away from work and you
must return any borrowed magic items before the start
of your leave.
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Theorist’s Assistant
Requires: 20+ renown

You have impressed a Janusian Society theorist enough to
be made one of their assistants. As a theorist’s assistant,
your official duties include researching topics, running
experiments, and interpreting results as directed by the
theorist you work for. Your unofficial duties include spying
on other theorists, sabotaging or stealing their work, and
running counter-espionage for your own theorist. All of
your work is directed by the theorist you work for, though
enterprising assistants may act for the benefit of their
theorist without being asked.
Theorist’s assistants have free room and board and
make a salary of 5 gold pieces per week of work. You
can borrow an uncommon magic item and up to three
common magic items at a time without cost from the
Society’s treasury, provided you claim they are part of
the research you’ve been directed to complete. Finally,
you have access to the theorist’s assistants stacks,
which contain scrolls and spellbooks detailing spells
up to 4th level.

Journeyman Magi technician

Requires: 30+ renown, proficiency in Artifice and
machinist’s tools

You have achieved a degree of technical skill that
sets you apart from your peers. You are no longer
responsible for routine machine maintenance. Instead,
you direct a small team of up to ten apprentice
magitechnicians. In addition to their normal duties,
you can make special requests of them, provided they
do not put them in physical danger or threaten their
relationship with the Society. You have free room and
board and make a salary of 15 gold pieces per week,
regardless of whether or not you’ve done any work. You
can borrow any number of common magic items and
up to three uncommon magic items from the Janusian
Society’s treasuries. As a final benefit, you have an
ichorOS device. While attuned to and wearing this
device, when you make an ability check that adds your
proficiency with machinist’s tools, your proficiency
bonus is doubled.
Your responsibilities to the Society include training
apprentice magitechnicians, building machinery from
scratch, and designing new models of existing magitech.
You can take sabbaticals whenever you wish, but if you
abandon your responsibilities in excess of three months
out of a year, you may be stripped of this title and its
benefits.

Preceptor of [Topic of Study]
Requires: 30+ renown

You have established yourself as a credible authority on
a topic of magic, technology, or an intersection of the
two and have been given the opportunity to lecture at
one of the Seats of the Janusian Society. Most often the
position of preceptor is offered to graduates of the Seat
at which they would teach, largely due to the cliquish
and conspiratorial nature of the Society as a whole. Well
regarded preceptors sometimes travel to other Seats
to lecture, occasionally even moving to a new Seat on a
permanent basis.
Your responsibilities to the Society include providing
10 to 20 hours a week of lectures on your topic of
expertise for one semester each year. In exchange,
you are provided room and board, a salary of 10 gold

pieces per week, and access to the preceptor stacks at
the Janusian library. These stacks contain scrolls and
spellbooks detailing spells up to 6th level. As long as
you can justify how it is related to your topic of expertise,
you can give students any “assignments” you want including those that personally benefit you.

Labyrinthian Guard

Requires: 30+ renown

The general public is unlikely to have ever heard of the
Labyrinthian Guard, even through rumors, and low
ranking members of the Janusian Society are inclined
to believe they’re a myth. This elite force is the secret
police and special ops of the Janusian Society. The
secret of their existence is so well kept because their
operations are based out of a demiplane accessible only
by Janusian Society members with the right clearance.
At the center of this demiplane is the true capitol of
Janusian power, Labyrinthia.
Upon being recruited to the Labyrinthian Guard, you
are given an ichorOS device. In addition to its normal
functions, you can use the device in combination with any
teleportation circle in Nevermore to enter the Labyrinth.
You are given free room and board, magical arms and
armor, and a monthly salary of 30 gold pieces. You are
able to leave the Labyrinth for up to one month a year,
with the understanding that you will be observed by other
undercover Labyrinthian Guards during your sabbatical.
You are responsible for cleaning up the messes
made by the Janusian Society. This includes containing
conjured creatures run amok, destroying evidence of high
crimes committed by Society members, and putting down
experimental new applications of necromancy. You may
also be called to eliminate Society defectors and surveil
real or perceived enemies of the Janusians. When you are
given a mission that takes you outside the Labyrinth, as
nearly all missions do, you will be given a false identity,
a sum of money for mission related expenses, and the
opportunity to request additional magical items you feel
will be vital to the mission’s success.

Grand Vizier

Requires: 60+ renown
For most members of the Janusian Society, the height
of influence they can reasonably attain is the title of
grand vizier. Each Seat has a single archmage but can
have as many grand viziers as its archmage chooses.
Grand viziers are responsible for running the day to
day functions of the Seat, including everything from
oversight of personnel to allocation of funds. Archmages
may choose to elevate someone to the position of grand
vizier when they’re impressed with the candidate’s
spellcasting abilities, wants to keep a close eye on a
rising star within the Society, or sees the candidate as a
would-be rival who might be placated by the numerous
opportunities for embezzlement and other potential
abuses of power that being a grand vizier affords.
As a grand vizier your responsibilities are to tend
to the various administrative tasks required to keep
your Seat running, as well as attending a number of
weekly or monthly meetings to provide council for the
archmage on how to proceed with affairs relevant to the
Seat or the Society. In return, you are given a home on
the Seat grounds, between 100 and 250 gold pieces a
month, and access to the vizier stacks in the Janusian
Society libraries, which contain scrolls and spellbooks
detailing spells up to 8th level. Additionally, you can

make reasonable requests of nearly everyone without
a higher title than you that attends your Seat without
receiving any sanction or oversight.

Archmage

Requires: 80+ renown
Each Seat of the Janusian Society is headed by a single
archmage. After a long career filled with successes in
magic, technology, and politicking, you have become one
of those eight archmages. Each archmage has complete
and final say over the staffing and operational decisions
of the Seat they rule, though they seldom exercise that
power, preferring to leave such mundane details to
grand viziers and other bureaucratic administrative
types. Instead, archmages focus their time and energy
directing ambitious secret projects, jockeying for favor
with the Magi Supernal, and directing their lackeys to
run espionage and counter-espionage operations against
their fellow archmages and sometimes even their own
grand viziers.
As an archmage, your responsibility is to maintain
a functioning Seat with all that entails. Your
compensation is access to the Labyrinthian libraries
containing scrolls and spellbooks detailing spells up
to 9th level, a mansion on the Seat grounds, 1,000
gold pieces per month, unlimited access to all nonlegendary magic items in possession of the Society, and
the authority to give directions to nearly anyone in the
Janusian Society below your rank. Those that fail to
follow through on your orders can be expelled from the
society, should you choose to do so.

Magi Supernal

Requires: 100+ renown

You have impressed the hidden masters of the Janusian
Society so much that you’ve been invited to join their
ranks. Your intelligence and personality are stored in
a crystal in Labyrinthia and projected back into your
body. The most powerful magics known to exist protect
these crystals from harm. Should you ever die, so long
as the crystal remains intact, you can be projected into
a golem or other suitable vessel. Most Magi Supernal
eventually give up inhabiting physical forms, preferring
to spend their endless lifetimes directly interfacing with
the Weave.
The existence of the Magi Supernal is almost entirely
unknown to all but grand viziers, archmages, and the
Magi Supernal themselves.

Nevermore

19

