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.
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.
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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
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
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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

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.
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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)
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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.

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
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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.

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
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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.

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.

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.
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