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WHATIS

MANASTORM: WORLD OF SHIN’AR?

This book is intended to introduce players and game
masters alike to the planet of Shin’ar, located in the Milky Way
galaxy. The campaign setting takes the basic rules used by the
3.5 and Pathfinder games and expands on them by providing
new races, classes, items, rules, skills and feats. The book will
explain the Manasphere, and its power to fuel magic as well as
restrict it. The world of Shin’ar is broken into 10 expansive
regions to explore. Details are given on the native peoples, lay
of the land, and customs. Everything needed to begin play on
the world of Shin’ar is provided. We hope you enjoy!

CHAPTER ONE: RACES OF SHIN’AR

This chapter describes the new playable races found on
Shin’ar, including their society and relationships with other
races.

CHAPTER TwoO: CLASSES OF SHIN’AR

This chapter describes the new racial hybrid classes
available to play. It also describes the 8 new prestige classes.

CHAPTER THREE: MAGIC & THE
MANASPHERE

This chapter describes the use of mana and the
workings of the Manasphere.

CHAPTER FOUR: ITEMS OF SHIN’AR

This chapter describes new items, magical and
mundane, that can be found on the planet.

CHAPTER FIVE: SKILLS & FEATS

This chapter describes the new skills and feats unique
to Manastorm: World of Shin’ar.

CHAPTER SI1X: REGIONS OF SHIN’AR

This chapter describes the 10 expansive regions found
on the planet and the peoples who inhabit them.

CHAPTER SEVEN: DEITIES OF SHIN’AR

This chapter describes each racial pantheon and the
entities who gain power through worship on Shin’ar.

CHAPTER EIGHT: CREATURES OF SHIN’AR

This chapter describes the new animals and monsters
that can be encountered on Shin’ar.
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ARAVORK

Once members of the Urk, an ancient civilization which imploded - brought down by its own hubris, the
Aravork were refugees, fleeing the destruction on the Southern Continent with many other survivors and making
their way north. The majority of wealth the refugees had was given in bribes to the Vergal for safe passage
through their territories. The refugees found and laid claim to an otherwise untouched territory in the far north,
colonizing there and creating the feudal monarchy known as Eltra. For a time, there was peace, and the citizens
were secure in the monotony of their lives.

Some time later, the ruler of the kingdom, King Alcor, became infected by the whispers of the Archdevil
Garloch and was persuaded to sacrifice the life essence of his own people in a selfish bid to gain power. Rather
than giving this power to the Archdevil, Alcor took it into himself, transforming the entire kingdom into undead or
twisted monstrosity. While those in the noble class remained sentient in their undeath, most peasants became
lesser undead, mindless and otherwise, and easy to control. Few of the citizenry survived this betrayal, but among
them, those who worshiped Parlam were saved, as the God of the Harvest and Trade sacrificed himself for his
followers, transforming them into the bird-like Aravork and, shortly thereafter, experiencing his own rebirth into
Phoenix.

The Aravork took flight to escape this new chaotic regime, finding new homes in the highest mountains and,
with the assistance of the Calvoid their ancestors had saved, forming a new society in which they might finally find
relief.

PHYSICAL DESCRIPTION: The Aravork are a bird-like race of humanoids. Although they lack beaks, their faces and
bodies have taken on bird-like qualities in both physical and
functional ways. Feathers cover the majority of their bodies, with

the exception of from their

cheekbones to their chins and
W m— }h‘ “t
ﬁ

foreheads and their chests.

ARAVORK TRAITS

+2 Dexterity, +2 Wisdom, -2
Constitution Aravork are very dexterous,
but their hollow bones make them weaker
than other races.

Medium Size Aravork are Medium creatures and
have no bonuses or penalties due to their size.
Normal Speed Aravork base speed is 30 feet. Their
flight speed is 60 feet.

Cold Resistance Aravork feathers are thick and
warm, giving them a +2 racial bonus to any
Fortitude save to resist Cold damage.

Alternate Movement (Flight) Aravork treat the Fly
skill as a class skill. Adult Aravork add a +6 to all Fly
skill checks.

Weapon Familiarity Aravork are proficient with the
Shortbow regardless of class.

Languages Aravork begin play speaking Avar'urk
and Calvish. Those with high Intelligence can
choose from the following: Juten, Veri'urk, Zualo,
Kaliv, Auran, Ruskivan, Froak, Meech, Llumnar, and
Tradespeech.

/
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The palms of their hands and bottoms of their feet are bare as well, with most large plumes ending at the
wrists and ankles. An Aravork’s fingernails become claw-like if left unattended for too long a time, and no hair

. sprouts from their scalps. Instead, feathers grow and are found styled in various ways. The color of their plumage
show vivid reds, oranges, greens, and blues. This color is vibrant in their youth, dulling with age and finally turning

- light gray in old age. The Aravork also have prominent wings that first sprout from their shoulder blades at the age
of 9 and are considered functional by the age of 12, at which point they reach maturity. However, the Aravork are a
short-lived race, typically living less than sixty years.

SOCIETY: Found mostly in the north, Aravork society is extremely introverted, neutral to all races but the Calvoid.
Although they remain aloof to outsiders, within themselves, the Aravork form close-knit bonds. Their short life span
further strengthens this bond, with most keeping contact with loved ones throughout migrations and other travels
an Aravork might embark on. Although they have homes in which an individual is more likely to be found at, it is

~ not uncommon for an Aravork to have multiple residencies they go between. Nearly all settlements are found at

* high altitudes, smaller in size than most other races’, but each just as hearty.

' . RELATIONS: Aside from the Calvoid, who helped the Aravork first establish and protect their homes, the Aravork
remain separated from the other races. If an adventurer or wanderer were to stumble upon an Aravork town, they
would be welcomed and treated politely, but any kind of suspicious behavior would not be tolerated.

Outside of their own towns, the Aravork are scarce. Few choose to live away from their kind, although Aravork can
occasionally be found in Calvoid settlements such as Sparks, in the Aquaris Strait. The city-states of Verigal see
Aravork mercenaries used as scouts and
aerial snipers.

ALIGNMENT AND RELIGION: Although the
god Parlam was considered Neutral, his
rebirth into Phoenix following the Eltra
Undeath led him to realign himself as
Chaotic Good. Most Aravork find
themselves in the same alignment, although
some have fallen under the influence of an
Eltra-worshipped Demoness known as Malcathra.
Disguised as the Neutral Evil Santrix, sometimes
called the Crow, Malcathra maintains a sizeable
well of power in her Aravork followers, despite %
how few there are.

ADVENTURERS: Aravork are highly valued as adventurers,
especially in scouting and ranged roles. They can also be
found in mercenary bands, as well, shooting arrows at
enemies as they prepare themselves to dive

directly towards whichever target would least
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expect it. With their powers of flight, the TS
Aravork are a multifaceted race, with 74
unparalleled agility in the open and deadly s

accuracy in a fight.

MALE NAMES: Abtin, Bijan, Borzoo, Davod,
Erwin, Hootan, Milad, Sattar, Yousef, Vahid

FEMALE NAMES: Afsar, Azin, Donya, Farah, Goli,
Golpari, Laleh, Navshin, Vanda, Zahila

SURNAMES: Asadi, Avesta, Fanaei, Gul, Javadi,
- Kazmi, Madani, Mirzaei, Namdar, Resai, Shojaei,
Zundi



The mysterious and beautiful Arryn first arrived on Shin'ar through portals that opened deep underground on
the Zevrish home world. Little more than cave dwelling primitives at the time, the Arryn quickly found themselves
thrust into an alien world for which they were unprepared. For many decades, they were hunted for sport by the
Zevrish and hounded all around the Zava Hills. Their entire existence became defined by their status as prey,
unable to do anything but run. Any time the Arryn thought they were safe; any time when they attempted to
parley with their tormentors, they were attacked. A large group finally fled north to the Arryas Mountains. There,
they discovered an extensive cavern system that was remote and easily defendable. Word spread, and scattered
pockets of Arryn began to make the trek to the mountains and the great cavern they had named Pursa. The Arryn
bolstered the caves’ and mountainside's natural defenses with tactics and implements of war they learned from
their many defeats at the hands of the Zevrish. Soon, the great majority of Arryn left on Shin'ar were able to rest.
As years passed, the new Arryn civilization only grew. Although the Zevrish were constant in their attempts to
breach the mountain, they were repelled time and time again. The Arryn began forming large clans, which later
became known as Families, and started electing leaders by votes of confidence. Some clans grew larger and more
influential than others, and they soon dominated the politics and power in Pursa. Largely confined to the mountain
due to Zevrish blockades and encampments, the Arryn were left alone, allowing their culture to grow. Eventually,
after centuries of conflict, an uneasy truce was made with the Zevrish. This allowed the Arryn to begin to expand
beyond their mountain fortress city.

PHYSICAL DESCRIPTION: Arryn are tall, lanky, slim and very nimble, as well as double jointed, making them adept
at contorting their limbs. They have an elongated head and four arms, with their smaller, thinner

arms located just under the armpit. They have four fingers, including a thumb, on their upper
hands, and two fingers plus a thumb on their lower hands. Arryn have large eyes, small,
upturned noses, full lips with mouths full of opalescent teeth, and high cheekbones. They 8
have bone white skin at birth which takes on a pink hue in their early years and then -
getting darker with age, with the very old displaying dark red skin.

They have an iridescent stripe that runs vertically from their hairline, down
their backs and separating mid-back to run down each arm and legs.
The Arryn typically stand anywhere from 5'10" - 6'5", reaching the
age of maturity at 20 and able to live over 125 years.

£/

ARRYN TRAITS

+2 Dexterity, +2 Charisma, -2 Wisdom Arryn are nimble
and charismatic, but they can be lacking when it comes to
common sense.

Medium Size Arryn are Medium creature and have no
benefits of penalties due to their size.

Normal Speed The base speed for Arryn is 30 feet.
Darkvision The Arryn can see in total darkness up to 60
feet.

Double Jointed The Arryn are adept at manipulating their
long limbs and digits, gaining a +4 racial bonus to Escape
Artist skill checks.

Extra Arms The Arryn gain a +2 racial bonus to all Climb
and Sleight of Hand skill checks, thanks to their extra
arms.

Multiweapon Fighting The Arryn's penalty for fighting
with multiple weapons is reduced by -2 with their primary
hand and -6 with off hands.

Languages The Arryn begin play speaking Arron and
Tradespeech. Arryn with high Intelligence scores can
choose any language with the exception of secret
languages such as Druidic.

ANQ 43 LdVHD



»

e e, S s

oy - -y —

SocIETY: Highly intelligent, cunning, and wholly hedonistic, the Arryn bring a unique perspective on life to the
world of Shin'ar. Quick with a poem or song, always eager to celebrate and dance, the Arryn culture revolves
around having a good time. Nothing is free and everything has a price; the idea of doing someone a favor is

.~ repulsive to Arryn. Every action on the behalf of another must have some sort of payment attached. Coin is, of

. course, always accepted, but anything and everything can be negotiated. Life for an Arryn is spent in the pursuit of
eternal happiness and bliss. Revels and celebrations are constantly happening, and overindulgence in many vices
are common. The noble families control almost every aspect of life in Pursa and it’s satellite communities. The most
" powerful families routinely dominate the politics of the society, bullying or bribing lesser families into submission.

. Once every few centuries, lesser families and commoners rebel against the powers that be. These events have

. come to be known as the Great Upheavals, where anarchy reigns until one family or another establishes order and
the cycle resumes.

A small subset of Arryns forgo the politics and pleasure of their society and, instead, spend their lives
administering the routine daily duties of the community. They are the tax collectors, refuse men, scribes,
magistrates and arbiters. They take no political office and owe allegiance to no family, regardless of birth. The Arryn
have also produced the most well-known and feared espionage and assassins guild, known as Asa-Aier. Made up of
many different races, the guild is controlled by a council of masked leaders who inherit their seats though either
blood or deed. The Asa-Aier, or Never Seen, are forbidden to operate in Pursa, and steep penalties are levied
against any family that breaks this rule. The Asa-Aier work to spy, assassinate, and destabilize any region at
customer's request. They always complete a job and always collect payment for services rendered. Prices are
extremely high, but all Asa-Aier agents are at the pinnacle of their craft, and once payment is made, satisfaction is
guaranteed.

RELATIONS: The hedonistic and selfish lifestyle of the Arryn can be off-putting to some, but they are generally liked
by most races. Though the Arryn control a relatively small amount of territory, they can be found in every corner of
the planet. Small communities of Arryn live in almost every region, and embassies can be found in major cities of
every race; the only exceptions are in those of the Zevrish. When Atlantis halted their conquest of the Zava Hills
and offered a non-aggression treaty, the Arryn were quick to sign, thus bolstering their somewhat shaky truce with
the Zevrish. The Arryn get along best with humans, as they, more than any other race, come closest to level of
debauchery Arryn society can produce.

ALIGNMENT AND RELIGION: The Arryn culture nurtures a chaotic outlook and very self-centered attitude towards
life. Most Arryn identify as Chaotic Neutral, swinging between good and evil as they see fit. Law and order are in
the eye of the beholder, with rules and contracts constantly being re-written and changed with each newly-elected

§ia regime. The Arryn revere Zenuza the Queen of Joy and Sorrow, who teaches her followers to live in the moment
I3 and indulge every pleasure, as one can never know when it will all be taken away. The Arryn sing her praises, recite
fe poems in her honor, and dance to sacred music or celebratory rhythms. Some Arryn, however, heed the word and
;3 calling of Arum the Somber. They speak only when spoken to, doing away with any pleasure-seeking medium in

their lives. These followers are among those who choose the laborious life, administering the civil service vocations
*  that would be otherwise overlooked in a society which is virtually always partying. Shizzar the Mad, claims those

a®  Wwho are unable to cope with the constant noise and distraction. She is prayed to by the confused and fearful,

" begging for a release from their hysteria.

ADVENTURES: The Arryn feel they have much to share with the world of Shin'ar, and in the last few centuries, they
have spread across the globe to do just that. Laughter and song are always on their lips, and the pursuit of
8L adventure and happiness draw fellowships to seek out their employ. However, the Arryn tend to overstay their
_ welcome quite a bit, and can, at times, be tedious and annoying. Most Arryn will refuse to work for or with any
i | ~ Zevrish, though exceptions have been heard of. The Zevrish generations who grew up under Atlantean rule have
3 displayed a new outlook on the relationship their race has with the Arryn and have been seeking to distance
themselves from that shameful past.

Ef1 0 ‘ Arryn belonging to a noble family have surnames,
MALE NAMES: Alborz, Alvid, Babak, Baraz, but commoners do not and typically only having one
Cyrus, Dilshad, Farzin, Horang, Mirza, Nimar name or a general surname. Those of noble blood put

Tel before the family name, and those belonging to a
noble family as a non-blood relative or a subordinate
of elevated status put Das before the family name.

FEMALE NAMES: Arezoo, Azari, Bahar, Dana,
Fariba, Golbahar, Jasmine, Kashi, Parvaneh, Roshana

'SURNAMES: Ahari, Alavi, Andapor, Bihmardi, EXAMPLE: Cyrus Tel Raz or Kashi Das Alavi or Babak
Cyrior, Esfir, Feroz, Hariri, Khatish, Raz, Zesan Nimbleslice




CALVOID

The Calvoid are a near-ancient race who have lived on Shin'ar for millennia; they are the only race who can
claim to have a complete understanding of mana crystals and the radiation they emit, known as the Manasphere.
A deeply magical race, Calvoid society revolves around learning and experimentation, including creating new spells
and wondrous mechanical devices powered by mana. Numerous clockwork automatons can be seen walking the
streets of Calvoid enclaves and defending merchant caravans as they bring their exotic wares to new markets near
and far. The Masters of Mana, as they call themselves, have been responsible for huge leaps in mana research and
experimentation. Their work on understanding, and taking advantage of, the unpredictable mana surges during
Lunar Quickenings have allowed them to invent and perform feats of magical power unreachable by other races.
Though slow to give such findings away, the race as a whole is genuinely dedicated to the science of their studies
and pride themselves on their undisputed mastery of the Manasphere.

PHYSICAL DESCRIPTION: Calvoid have skin the color of fresh dirt with red and ochre highlights. Their eyes are large
and tend to be rich brown, although they are also sometimes gray or black. The race boasts large noses and full
lips, with ears sticking out of their heads like pie plates. Hair color is always light, but often dyed. Female Calvoid
are completely bald, but males have faces full of coarse hair. The beard is always maintained and kept neat, and an
unruly beard is a sign of madness or that all is not well. Typical males stand from 3’2” to 3’6", while females stand
from 3’0” to 3’4”. Calvoid reach the age of maturity at 25 and can live to be up to 250 years old.

SocIETY: Calvoid prefer to live deep underground, in tunnels and near chambers containing large deposits of mana
crystals or other precious ores and minerals. At the height of Calvoid society, there were numerous cities and
enclaves. Their numbers were ten times that of the current population, but countless centuries of warfare and
increasingly dangerous experimentation with mana have left the race's numbers dwindling. The Calvoid people
now cling to a dozen cities and domains, living in extended family clans until they reach the age of adulthood.

CALVOID TRAITS

+2 Intelligence, +2 Constitution, -2 Wisdom
Calvoid are intelligent and hardy, but are
sometimes lacking in common sense and
acumen.

Small Size Calvoid are Small creatures and gain a +1
size bonus to their AC, a +1 on attack rolls, a -1
penalty to their Combat Maneuver Bonus and
Combat Maneuver Defense, and a +4 size bonus on
Stealth checks.

Slow Speed Calvoid have a base speed of 20 feet.
Darkvision Calvoid can see in the dark up to 60 feet.
Industrious Calvoid gain a +2 racial bonus to any
Craft skill.

Magically Attuned Calvoid gain a +2 to saves versus
spells and magical effects, but have an increased
chance for Mana Poisoning with overuse of mana
crystals and exposure to raw mana. Any time a
Calvoid would gain 1 Mana Poisoning point, they gain

2 instead.

Crystal Quality Control Calvoid gain a +4 racial
bonus to Appraise checks when determining the
quality of raw or refined mana crystal.

Language Calvoid begin play speaking Calvish and
Tradespeech. Calvoid with high Intelligence scores
can choose any language they want, with the
exception of secret languages such as Druidic.
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Around their 25" year, Calvoid choose a School to join and remain in for the rest of their life. Each School has its
. own traditions and place in Calvoid society. Rivalries between the Schools, and even between the same School from
- a different enclave, are common. They are as much a part of Calvoid society as their love of knowledge; although

the rivalries are typically good natured, over the years, some have taken on darker tones. It is not uncommon to

problem that falls in another School's wheelhouse.

the small Aravork villages and mountain-top aeries.

have multiple family members from different Schools, and children are encouraged to find a School that they fit
. into rather than following in their parents footsteps. Every aspect of society and life falls under the purview of one
of the Schools. Calvoid are loath to cross established social boundaries, and will even go so far as to refuse to fix a

"~ RELATIONS: The Calvoid mercantile spirit has brought it close to many races. They will trade with any other race
but for the Drazil and Eltrabi; however, allowances have been made in the pursuit of profit. Their closest ties lie
. with the humans, as they have facilitated and nurtured human development through the ages. They also have a
. particularly good relationship with the Aravork that goes back thousands of years. During a darker time in Calvoid
history, the humans who would become the Aravork helped countless Calvoid escape the increasingly brutal and
racist Urk Empire on the Southern Continent. To repay the ancient favor, the Calvoid now help guide and protect

ALIGNMENT AND RELIGION: Calvoid are driven by the pursuit of knowledge and honor long-standing traditions of
clan life and public service. They view the world with a curious eye but still maintain a rigid moral code. Most
Calvoid are Lawful Neutral, preferring the rule of law and long-established traditions to curb the reckless and
sometimes dangerous experimentation that can take place. The Calvoid pray to Kraskar to light their way into
knowledge and creativity, to Odir for protection and defense, and some even pray to Bastir the Reckless when they
attempt something dangerous and want to push their limits.

ADVENTURERS: Young Calvoid are encouraged to leave the safety of the clan and School to see the wider world.
When a young Calvoid reaches Novice level in their School, sometime between their 30t and 40" year, they leave

on an Oram-Tar, loosely translated as a "Far Journey" in Tradespeech. This journey typically lasts a few years, but in
some cases, extend beyond a decade. However, Calvoid who choose to adventure for a longer period of time run

the risk of losing their standing in the hierarchy of their School. Calvoid of lesser clans, or those who do not fit into
the rigid society, often choose the permanent adventuring life. These Calvoid are viewed with disdain by their

peers, but are never outright ostracized.

CALVOID SCHOOLS SCHOOL RANKS
Thaumaturgy & Artifice Neophyte
Engineering & Novice
Architecture Apprentice
Law Keeping & Protection Journeyman
Politics & Religion Master
Invention & Grand Master
Experimentation Sage
Labor & Administration Most Learned
Mercantile & Travel Elder Sage

MALE NAMES: Askur, Balkur, Euridice, Florm,
Galvent, Galvin, Navin, Walver

FEMALE NAMES: Betrice, Calniv, Dursa, Lolla,
Mervis, Shilo, Xora, Zema

CLAN NAMES: Aldenber, Gastormin, Japperdon,
Klondel, Olorvette, Triskun, Vorkras, Zorkdon

SURNAMES: Rather than use surnames, Calvoid
follow their given name with the name of their clan
and School. They put their School rank before their
first name. Separating their given name is vor for
males and vas for females.

EXAMPLE - Grand Master Galvent vor Triskun of
the Sparks Triskuns from Labor & Administration.

SCHOOL RANK ADVANCEMENT

To rise to a higher rank in a School, a member
must pass a series of tests that range from simple
quizzes to the completion of experiments and the
invention of new wonders that benefit the School. To
rise from Journeyman to Master, a Calvoid must turn
in an extensively long and complete thesis on the
Manasphere and its many wonders. A group of Sages
reviews the thesis and grants the rank of Master
depending on the validity of the work turned in.

Grand Masters attain their rank by vote of Most
Learned. Grand Masters run the various divisions
within the School and number few, answering only to
the Most Learned. Should a Grand Master wish to
resign from their leadership role and devote their
time to other things, they can take the rank of Sage.
While having little political power within the School,
they are still greatly respected. The Most Learned
number seven. They serve for life and are chosen
from the ranks of the Sages when one dies. This is
done via a secret ballot vote by everyone in the
School. In times of great upheaval or war, each School
appoints an Elder Sage. The Elder Sages are chosen
from the ranks of the Most Learned to speak for the
School as one voice. This prevents the disruption of
each decision in council sessions with committee
politics and shouting matches.




ELTRABI

DRAMPYR TRAITS

+2 Dexterity, +2 Strength, -2 Charisma The Drampyr
are quick and powerful, but their aggressive nature
can seem off-putting to most people.

Medium Size Drampyr are Medium creatures and
have no bonus or penalties due to their size.

Normal Speed Drampyr base speed is 30 feet.

Darkvision Drampyr can see in total darkness up to
90 feet.

Immunities Drampyr are immune to magical Sleep
and Charm effects.

Magically Attuned Drampyr gain a +2 to saves versus
spells and magical effects, but have an increased
chance for Mana Poisoning with overuse of mana
crystals and exposure to raw mana. Any time a
Drampyr would gain 1 Mana Poisoning point,
they gain 2 instead.

Shadow Affinity Drampyr gain a +2 racial
bonus to Stealth skill checks when partially
(20% or more) concealed in shadows.

Sustenance Hunger Drampyr must consume
at least four pints of blood from a living
creature every 20 days +1 day per
Constitution bonus modifier they have. If
they fail to feed on time, they suffer -2
Constitution per day until they reach 0 and
die. Drampyr gain a +1 on all rolls for one
hour after a full feeding. Partial feedings
(drinking less than four pints) does not give
a bonus, and staves off hunger only for as
many days as the number of pints
consumed. Drinking four pints at
one time is considered a full
feeding and can sustain the
Drampyr for another twenty
days.

Sunlight Sensitivity Drampyr
receive a -1 penalty to all rolls
when in direct sunlight.
Languages Drampyr begin play
knowing Eltra'urk and Draz.
Those with high Intelligence
scores can choose any language
they want with the exception of
secret languages such as
Druidic.

Ny

VAMPYR TRAITS

+2 Charisma, +2 Intelligence, -2 Strength Vampyr
are charismatic and highly intelligent, but they are
weaker and more frail than their dark cousins.

Medium Size Vampyr are Medium creatures and
have no bonus or penalties due to their size.

Normal Speed Vampyr base speed is 30 feet.

Darkvision Vampyr can see in total darkness up to
90 feet.

Immunities Vampyr are immune to magical Sleep
and spells that trap or destroy the soul.

Magically Attuned Vampyr gain a +2 to saves versus
spells and magical effects, but have an increased
chance for Mana Poisoning with overuse of mana
crystals and exposure to raw mana. Any

point, they gain 2 instead.

Ever Alert Vampyr senses are
hypersensitive and they receive a +2
\\ racial bonus to Perception skill checks.

Sustenance Hunger Vampyr must
consume at least four pints of blood
from a living creature every 20 days +1
day per Constitution bonus modifier
they have. If they fail to feed on time,
they suffer -2 Constitution per day until
they reach 0 and die. Vampyr gain a +1 on
all rolls for one hour after a full feeding.
Partial feedings (drinking less than four
pints) does not give a bonus, and
staves off hunger only for as many
days as the number of pints
consumed. Drinking four pints at
one time is considered a full feeding
and can sustain the Vampyr for
another twenty days.

Languages Vampyr begin
play knowing Eltra'urk and
Tradespeech. Those with high
Intelligence scores can choose any
language they want with the
exception of secret languages such as
Druidic.
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The Eltrabi are perhaps the most infamous race of people on Shin'ar. Made up of the ruling Vampires and two
distinctive half-breeds, the Eltrabi's past is full of dark secrets and darker alliances. The two races are the dark
skinned and devil-horned Drampyr and their light skinned and ethereal cousins, the Vampyr. Both are the result of
breeding programs instituted by the Eltra, the vampire nobility of the nation of the same name. 2,000 years ago,

* the humans of Eltra were transformed into undead creatures when King Alcor cast a forbidden spell at the behest
- of the Archdevil Garloch and transferred the life essence of his subjects into himself, elevating him to godly status.
. The majority of the nation were transformed into all manner of undead, but the aristocratic ruling class were

- transformed into powerful vampires.

Being unable to breed among themselves anymore, the vampire nobles sought out nearby Drazil enclaves to
begin experiments in breeding a new form of life. The magical nature of the Drazil's existence allowed them to

. breed with the vampires, and thus the Drampyr were born. With the success of the Drampyr, the Eltra began to

breed with captured and enchanted lllumnarus, creating the Vampyr race. The two races are able to breed among
themselves, but not with each other. In some circles, Drampyr and Vampyr not born of a vampire parent are
treated with disdain. Both new races have an inherent dislike of each other, but obey their vampire progenitors in
all things. The Drampyr outnumber the Vampyr five to one, but both races occupy an equal and elevated, albeit

. second-class, position in Eltra society.

PHysICAL DESCRIPTION: The Drampyr have dusky gray skin, and can have any color hair or eyes. However, bright
blues and purples are common. They have small black horns that grow from their foreheads in configurations in
twos and threes and sharp, pointed canine teeth. The Vampyr are light-skinned with gold highlights, with
any color hair, but bright blondes and silver are most common. They always have eye e
colors in the shades of red, yellow, or orange and long pointed ears. They
also sprout vampire-like fangs. Vampyr stand anywhere from 5'5" - 6'5" :
while Drampyr tend to be shorter at 5'0" - 6'0". Both races mature at -

the age of 25 and can live over 200 years. ]

SOCIETY: The Eltrabi have a unique position in Eltra society. The kingdom is run by the
vampire nobility, now numbering just over 300 of the originally transformed Eltra. Their
Drampyr and Vampyr descendants are considered to be below the ruling
Vampires in hierarchy, and they, in turn, command allegiance from the other
monstrous races that make up the rest of the kingdom's
citizens. The society revolves

around the constant plots-within- m

plots of the noble families and their -@P
pawns. Recently, the expansion of

territory through any means necessary has been the
topic of macabre masquerade balls and dark-
themed dinner parties.

The Eltra, along with their Drazil allies,
have begun to expand south into Verigal. The
Kingdom of Eltra has expanded it’s borders
into the Nation of City-States and jointly
administers the town of Eltra-Menco with
their southern neighbors.

While the Drampyr mostly serve in roles
most suited to their skills and are often in
command of undead legions or put in charge
of sensitive espionage missions, the Vampyr are the
most commonly seen Eltrabi outside of Eltra and /
Verigal. They are more suited to ambassador /
and mercantile roles in nations which have not /
outright banned them from entering.




RELATIONS: The Eltrabi are widely hated and feared throughout Shin'ar. Only certain Drazil factions are willing to
co-operate with them - namely, those who worship Garloch. Recently, with the established foothold in Verigal, a
handful of smaller human villages have also fallen under the influence of the Eltrabi and their vampire masters.
The Kalarin and Frode attack Eltrabi on sight, as will most Meek'ah, especially those from the Flooded Forest.
Illumnarus have a deep-seated hatred for Drampyr and treat Vampyr as abominations. The Alterians have signed a
non-aggression pact with Eltra, and as a result, Vampyr can be seen in the Zava Hills and attending chariot races in
Sprata.

ALIGNMENT AND RELIGION: The Eltrabi are born into a life that revolves around the domination and enslavement
of others; a life where personal power is prized and aggressive behavior is rewarded. Most Eltrabi identify as any
non-good alignment, with Neutral Evil and Lawful Evil being the most common. Eltrabi who seek to distance
themselves from the wickedness of their existence or don’t care to tow the line of their vampire progenitors are
rare, and they tend to follow more chaotic alignments. The Eltrabi worship two deities, chief among them being
Alcor the Eternal Tyrant.

The God of Hatred and Undeath is responsible for the killing spell that transformed the Eltra into undead
monstrosities thousands of years ago. Eltrabi also worship Malcathra, the Maiden of Pleasure and Pain. Her
worship attracts those who gain pleasure through the infliction of pain and letting oneself indulge in carnal lusts
and gluttonous pleasures.

Through the alliance with the Drazil, a small fraction of Eltrabi have begun to worship Garloch, the Archdevil of
Ambition and Cruelty. This cult is slowly gaining strength and one day seeks to subvert the worship of Alcor
completely - something the Archdevil himself has been trying to accomplish since he was double crossed by Alcor
so long ago.

ADVENTURES: Eltrabi adventurers are rare, and those who heed the calling mostly do so alone or in groups of like-
minded individuals. Most races will refuse to work or partner with an Eltrabi, especially since finding an Eltrabi that
will keep their word or complete a contract is difficult, unless it is in their best interest.

Most Eltrabi found abroad are in the employ of their noble house or on an errand as an agent of the Queen of
Eltra. Some Eltrabi, mostly Vampyr, have forsaken their birthplace and seek to make a name for themselves, away
from the taint of their birth. Stories of Vampyr sorcerers or traveling minstrels helping beleaguered villages or
saving waylaid travelers routinely make the rounds around a campfire.

MALE NAMES: Aleron, Azriel, Corbin, Elwin, Ingram, Leon, Nodin, Silvan, Telone
FEMALE NAMES: Amaris, Calliope, Feronia, Indodel, Jevera, Lilith, Niamh, Selene

SURNAMES: Azzuddin, Bravvalo, Caal, Hywish, Kyzer, Nystrom, Raabe, Tzeng,
Wackot, Yacobe
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FRODE

The Frode are a short, amphibious people who resemble large bipedal frogs. Thousands of years ago, they

. were a primitive hunter-gatherer society whose ice and snow igloos dotted the northern shore in what would
eventually be known as The Bleek. A chance encounter with a lost Eltra sorcerer would change their fate forever.
After saving the nobleman'’s life and helping him return to Eltra, the sorcerer betrayed their kindness by returning

| to the village with an army of men. The Frode were overcome, and brought back to Eltra in chains. Sold as slaves

. among the increasingly sadistic and cruel noble families of Eltra, the race was subjected to magical experiments

~ meant to make them more docile and resistant to the frequent beatings and tortures their masters devised. Soon,

\ their language was forbidden, they were given new names, and all aspects of their culture was outlawed. Centuries
. passed, and the Frode's lives as slaves became the only one the race could remember. When King Alcor cast his
killing spell to take the life force of his citizens, the Frode were spared, in part because they were not considered
subjects of the realm. However, according to the Frode, it was the power of Fro'kella, the goddess whom they had
began to secretly worship that spared them.

3 The cruelty and deprivation visited on the Frode by the newly-transformed Eltra

nobility persisted for another thousand years before one young Frode maiden stood
up to her vampire master and killed him. Word spread quickly, making the simmering |
flames of rebellion flare into existence once again, hotter than ever before. The
young maiden freed as many slaves as she could, using what she called "divine
assistance" to kill dozens of other vampires and their undead minions. The legend
tells that she sacrificed her life as the final component to fuel a spell that knocked the
vampires into a torpor, which allowed many hundreds of Frode to escape west into
the mountains of Eltra.

FRODE TRAITS

+2 Wisdom, +2 Dexterity, -2 Strength The Frode are quick on
their feet and brimming with common sense, but the magical
experiments done on them in years past has sapped some of
their natural muscle density.
Small Size The Frode are Small creatures and gain a +1 size
bonus to their AC, a +1 size bonus on attack rolls, a -1
penalty to both Combat Maneuver Bonus and Combat
Maneuver Defense rolls, and a +4 size bonus on Stealth
checks.
Slow Speed The Frode base speed is 20 feet.
Augmented Healing The Eltra experimentations have
given the Frode the ability to heal 2 hit points per
character level with a full nights rest.
Augmented Breathing Frode can hold their breath
b - for up to ten minutes before needing air.

BEE  Agile Swimmers Frode gain a +2 racial bonus to

3 - Swim skill checks. All Frode consider Swim to be a
B class skill.
' Pious Life (Optional) A Frode in good standing with Fro'kella
gain a +3 racial bonus to attack rolls vs Undead for 24
hours after fasting and praying for 12 hours.
Languages Frode begin play knowing Froak and 7
Meech. Frode with high Intelligence scores can %
choose the following: Tradespeech, Juten,
Calvish, Ruskivan, Avar'urk, Eltra'urk, Goblin, Giant,
Kaliv, Necril, Arron, Sylvan, Veri'urk, and Celestial.
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For years a guerrilla war was raged, ending only when the Eltra decided to cut their losses and let the
remaining Frode go. However, before they released their remaining slaves, further experimentation occurred,
creating the Fro'desh to hound and chase the Frode west.

The newly-freed people came upon a swamp filled with tribal Meek'ah villages, the Fro'desh and other Eltrabi
horrors on their heels. A pact was quickly made, and the Meek'ah and Frode stood together to repel the swarm of
evil which descended upon them. Once the Fro’desh were fought off, the Frode continued west into an area of
forest within the swamp. They cemented their defensive pact with the Meek’ah and, together, the races created
the Kingdom of the Flooded Forest.

PHYSICAL DESCRIPTION: The Frode are completely hairless, with smooth skin that can be any shade of green. They
each have a unique polka dot pattern on their heads, and while no two are exactly alike, patterns run similar in
family groups. Their spots can range in color from off-white to yellow, red, or in some cases, orange. Females have
smaller spots than males, as well as more of them. Frode have webbed feet and hands, large eyes, and two slits for
nostrils which they can close if submerged underwater. Frode are short, with both sexes ranging from 3’5” to 4’0”.
Frode children reach maturity early, around the time of their first spawning, which can happen anywhere from
ages ten to fourteen. Frode spawn up to four times in their life, typically laying six to ten eggs each time, and they
can live up to 100 years old.

SOCIETY: Frode society is deeply religious. Twice a day, a call to prayer is issued: once in the morning, and another
in the early evening. All Frode are expected to attend at least one of these prayer sessions, but most go to both.
Many times a day, blessings are given and prayers are spoken to Fro'kella and her many Saints. Deeply xenophobic
and cautious, the Frode do not let any other races into their borders unless they are heavily guarded and screened
by church officials. Even after a merchant caravan or adventuring party is cleared, they are rarely allowed outside
the city of Sez'frez at the edge of their territory.

The need for such paranoia is warranted by the constant schemes and outright attacks from the Eltrabi over
the years. The Meek'ah majority who live in the kingdom have deferred to the Frode for leadership and guidance
for centuries, and while they were the original inhabitants of the forest and swamp, they have grown accustomed
to the Frode way of life. The Frode have a compulsory militia program for all young Frode and Meek'ah. Those who
have reached maturity serve in the kingdom's army for ten years and are then on call and ready to muster for the
rest of their lives. Young Frode, after a year of militia training, go forth into the eastern swamp and mountains to
hunt the undead in a holy ritual. Meek'ah do not participate, but veteran Meek'ah officers often accompany the
young ones on this journey for protection. After fasting and praying for three days, the young Frode venture forth.
They do not return until they have destroyed an undead being. Luckily, and in part due to their proximity to the
Kingdom of Eltra, the swamp and mountains are teeming with mindless undead. The ritual is mandatory for all
Frode, and one in twenty don't make it back. Those that do make it back find that they have a spiritual connection
with their goddess which had often not existed before.

Young Frode are expected to mate and spawn as soon as they are able, and arranged marriages based on
social standings and the urging of church officials is very common. This pressure to pro-create in Frode society is
their way of dealing with the high attrition rate they’ve seen in the centuries fighting Eltra.

RELATIONS: The Frode are deeply suspect of any and all other races, with the only exceptions being the Meek'ah
who dwell in their kingdom and the humans living in the Jute settlement on the banks of the nearby Starfall Sea.
Very few foreigners are allowed further than the city of Sez'frez and its immediate environs. Trade relations with
the humans of Siimas and a mutual defense pact with the Arctic Owl tribe of Rusk are about as far as the Frode
wish to go in entering the affairs of other races.

ALIGNMENT AND RELIGION: The strict, regimented, and deeply religious life of the Frode has built a society based
on law and order. Following the rules and not speaking out against the powers that be are ingrained in every
young Frode as soon as they leave the spawning pools. Most Frode are Lawful, Good or Neutral. Some identify
more as Neutral Good and but very few choose to live as Chaotic Good.

Unscrupulous and evil Frode exist, but they are too few in number to affect the lifestyle or mindset of the race
as a whole. The Frode worship Fro'kella the Protector, Goddess of Freedom, Justice, and Valor. It is not debated
whether she was worshiped by them before enslavement, thousands of years ago, or if she came about during
their bondage. To the Frode, she has simply always been there to protect and usher them towards salvation. In
addition to the Goddess, a number of Saints are revered by the Frode as divine messengers and agents of her will.
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The Saints currently number twelve, and the church is debating canonizing another. Every aspect of Frode life
revolves around the church. Nothing is done without the consultation of a priest or priestess. Recently, a small cult
- has formed, dedicated to a Frode Saint that was never officially recognized by the church. The cult of Krozan meet
. in secret and long for the monopoly the church of Fro'kella has on the Frode people to be torn down. Power and

. ambition is worshiped rather than justice and mercy. Only the most devout and powerful cult members know that
Krozan is actually the Archdevil Garloch in disguise.

.« >3 ADVENTURES: Like most races, young Frode long for a different life; one where their lives are not controlled by the

. elders and the church in almost every aspect. To curb the rebelliousness of the young, the church has decreed that

I. any Frode who has undergone the Quoark-Do (Spirit Hunt) ritual can have their militia service waved and choose to
travel the world instead, promising to return to the Flooded Forest after a period of at least four years, though they

are not to exceed eight years away from home. A surprising number of Frode who choose to do this return world-

. weary and battle-hardened, ready for the social responsibility the church puts on its people.

MALE NAMES: Alister, Albert, Amis, Davis, Dicun, Holden, Eustace, Gavin, Lawrence, Kole, Lester, Wynton
FEMALE NAMES: Alfreda, Baylee, Beverly, Chelsea, Eda, Haylie, Joyce, Kendal, Tyson, Whitney, Winfred
SURNAMES: Ackermen, Adkins, Banister, Baxter, Cantrel, Eldred, Langdon, Martin, Randolf, Rey, Wigherd

Aﬂ THE 12 SAINTS OF

iy FRO’KELLA
A Saint Cuthbert the Wise
Saint Lester the Kind
Saint Alfreda the Silent
Saint Selmey the Bold
Saint Reymond the Suspicious

Saint Korden the Thrice
Resurrected

(1|1 I i Saint Winfred the Faithful
i i !m Saint Peter the Martyr
ui (i Saint Albert the Builder
r‘... __“i Saint Agatha the Healer
' Saint Margery the Pure
! Saint Aldephis the Redeemed

THE GRAND CATHEDRAL OF FRO'KELLA .
THE MERCIFUL; FRO’ZEK, KINGDOM OF
THE FLOODED FOREST




HUMAN: ESTANYAN

The Estanyan people have gone through multiple cultural changes over the centuries. Thousands of years ago,
they were coastal fishermen living in crude grass huts along the southern shore of what is now Verigal. Some time
later, they were assimilated by the Vergal who had run from the disastrous war with the Urk Empire on the
Southern Continent. The Vergal often interbred with the Estanyans and the two people lived peacefully. Over time,
however, the simpler Estanyans bristled under the well-meaning yolk of the more civilized Vergal and waves of
people began moving west to find a new homeland of their own.

After fifty years of wandering west and crossing dangerous territory, the Estanyans happened upon the wide
and flat fertile plains of the Cashan Peninsula. Cashan was thinly populated by primitive humans of fair skin who
came from the north, as well as countless Centaurs, Gnolls, Goblins and Ogres. The Estanyans quickly asserted
themselves and began to carve out territory. They beat back the monstrous races and adopted many of the
Centaur’s ways, even beginning to worship the Centaur god as their own. The small human villages were conquered
and integrated into the Estanyan’s new nomadic culture.

Over the following centuries, the Estanyan population grew, primarily thanks to the abundance of wildlife and
fertile land in their new territories. Mobile villages sprung up across the prairie and their new culture began to take
on even more aspects of their Centaur neighbors. However, the friendship was short-lived, as religious disputes and
fights over food sources and territory began to plague the two races. These conflicts would last for many centuries.

A thousand years later, shortly after the coming of Atlantis, a wave of conquest
overcame the Cashan Peninsula. Most Estanyan tribes fell quickly, with some submitting
to the overwhelming force of the newcomers and others fighting to the last man.

P Eventually, all Estanyans were made subjects of the new Empire of
Alteria. In the years since the conquest, most Estanyans have
l adapted to Atlantean rule. Although they are still fierce nomads at
heart, the former-wanderers now serve their Atlantean masters from
walled cities and towns, often moving between holdings in a way to
appease the old ways and the time when the Estanyans were truly free.

PHYSICAL DESCRIPTION: The Estanyan people have tan skin and black
or dark brown hair. Some Estanyans have fairer skin and light hair.
Estanyans can have any eye color, but brown is most common. Estanyans
always wear their hair long in a ponytail. It is only cut once every twelve
years, at a religious ceremony.

ESTANYAN TRAITS

+2 to One Ability Score Estanyans gain a +2 bonus to one ability

score of their choice at creation.

Medium Size: Estanyans are Medium creatures and receive no

bonuses or penalties due to their size.

Normal Speed Estanyans base speed is 30 feet.

-Mounted Lifestyle Estanyans are at ease in a saddle as they
are on their own two feet. They receive a +2 racial bonus to

Ride skill checks. The Ride skill is counted as a class skill for all

Estanyans.

Bonus Feat Estanyans gain an extra feat at level one.

Weapon Familiarity Estanyans train with Shortbows and Slings

at an early age. They are considered proficient with a Shortbow

and Sling. They also treat the Bolas as a Martial Weapon.

Languages Estanyans begin play speaking Estan and Alterian.

Those with high Intelligence scores can choose any languages

they want, with the exception of secret languages such as

Druidic.
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However, hair is never cut shorter than shoulder length. If an Estanyan is bald, they are either an outcast or
criminal. Females will typically wear multiple ponytails and braids, while men only have one long ponytail or braid,

. along with long, drooping mustache and thin beards. Estanyan males typically stand around 5'4" - 5'10". Females

. are slightly shorter at 5'0"- 5'8". Estanyan culture dictates maturity for their children at age twelve and they can live
a typical human life span.

SOCIETY: Many Estanyans still attempt to live a nomadic lifestyle despite the Empire of Alteria’s wishes. Wealthy
B Estanyans own large number of horses and multiple residencies within various towns and cities. They move their

. household a few times a year between these holdings. Some choose to live completely immersed in the new
* Alterian culture and live a pseudo-Atlantean lifestyle, while others still cling to the old ways, living in mobile villages
across the plains. No matter how the Estanyan lives, they are all fiercely prideful of their heritage and culture.
f Although most Estanyan villages and towns show great Atlantean influence, the key parts of Estanyan culture still
. prevail. The horse is dominant in their thinking, their life, and their culture. Every Estanyan learns to ride a horse as
soon as they can walk. The number of horses one owns and the quality of the stock denote your station in Estanyan
& society. The Atlanteans encouraged this and elevated Estanyans who owned the most horses into positions of

. power. Wealthy Estanyans and tribal chiefs form the local aristocracy and send their representatives Sprata to
- speak for their people.

~ RELATIONS: Estanyans rarely mixed with others. Some would trade with the Jute and Zevrish but without any
frequency or flourish. The tribes in Eastern Cashan would often come into conflict with the Zevrish over territory,

. and for centuries, lightning-quick Estanyan raids into Zevrish villages and towns would take place. Since their

.~ assimilation into the Empire of Alteria, the Estanyans have found themselves thrust into a society that not only

welcomes outsiders, including monstrous humanoids, but also encourages trade with multiple races and

communities. Now Estanyans are often found shoulder to shoulder with other races in packed Alterian bazaars and

arenas.

‘:.

ALIGNMENT AND RELIGION: The life of a nomad and the worship of Alo'staz the Thunderer has a majority of
Estanyans following a Chaotic Neutral alignment. Those who have adopted a more Atlantean life identify as more
Lawful Neutral. Of course, as with any human civilization, any and all alignments are represented. The God of
Horses, Speed, and Honor is revered by the Estanyans and multiple shrines dot the plains. Estanyans never before
worshiped in temples, and none were built to Alo'staz before the coming of Atlantis. The Great Thunderer now has
£ an enormous temple complex in Sprata, adjoining the Great Alterian Hippodrome where imperials go and watch the
£ much loved chariot races and athletic competitions.

ADVENTURES: Estanyans often left the tribe to wander the world. Many communities know the benefit of Estanyan
scouts and light cavalry. Quick and agile, an Estanyan in an adventuring party fills a number of key roles. Estanyan
adventures can be found in all corners of the world, from dust-choked ruins to the rooftops of Verigal villas, and
even dark caves of humanoid tribes, looking for plunder and great stories to take back home.
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MALE NAMES: Akhat, Asaf, Charl, Farit, Marat, Megdet, Rinal, Rustam

FEMALE NAMES: Chulpan, Ghabdulla, Halida, Musa, Renata, Sara, Shahib, Timait,
Zemfira

SURNAMES: Basharav, Bragin, Gavrilov,
Izmailou, Kahmatova, Sadigoua, Tarilko, Tazieff,
Yakhin



HUMAN: JUTE

Humans of Jute ancestry are a hardy and pragmatic lot. Centuries of bondage under dragon overlords and their
subsequent rebellion have instilled a great sense of personal freedom and racial pride. Although some might find
this pride of freedom in opposition to the feudal serfdom their society revolves around, the system works - for
now. Recent generations have bristled under the stern and occasionally brutal hand of the noble class; the Houses
born from the rebellion against the dreaded Wyrms. Despite the resentment from lower classes, this nobility has
shaped the Kingdom of Jutan into a prosperous nation, the second-largest human dominated territory on the
planet and the largest country on the Western Shore.

The Jute were far more savage before their enslavement by the dragons, constantly raiding up and down the
coast against one another, and even as far south as the Cashan Peninsula. Now, the Jute build castles and
strongholds; redoubts and citadels. They hold tournaments to test the skills of each new crop of young knights,
both noble and common-born. They feud between themselves over territory and gold, much like the hated
dragons did, when they were brutally subjugated and used as slave soldiers so long ago.

PHYSICAL DESCRIPTION: The Jute are fair of skin and their hair color is typically light shades of blondes, reds, or
browns. Black hair is uncommon, and can be seen as an ill omen by the
superstitious. Eye color also tends to be light, with a myriad of blues, greens and
browns. Jute men grow large, bushy beards, but recent fashion among
the nobility is to shave all but a tuft on the chin. Jute are tall,
with men reaching heights of 5'8" to 6'5" and women
reaching from 5'6" to 6'0". Jute society dictates g -
maturity for its young at the age of 13, and they ,'l"
typically live a normal human life-span.
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SOCIETY: Jute society is built on the foundation of a strict
social hierarchy. At the head of the kingdom is the ruling
family, directly followed by the Jarls and Counts. Below them
are the middling nobles and bannermen to the ruling houses.
Next are the the lesser houses and wealthy citizens, with the peasants,
or "citizen serfs", falling beneath all others and making up the majority of
the populace.

JUTE TRAITS

+2 to One Ability Score Jute gain a +2 bonus to one ability score
of their choice at creation.

Medium Size The Jute are Medium creatures and have no
bonuses or penalties due to their size.

Normal Speed Jute have a base speed of 30 feet.

Healthy Living Though times can sometimes be lean for some
Jute, the land itself wields a bounty of healthy food. Jute gain a +1
racial bonus to Fortitude saves at level one.

Bonus Feat Jute gain one extra feat at level one.

Skilled Jute gain an additional skill rank at level one and one
additional rank whenever they gain a level.

Languages Jute begin play speaking Juten and Tradespeech. Jute
with high Intelligence scores can choose any language they want,
with the exception of secret languages such as Druidic.



» 1 -
e e—— - e f bl o s

Prior to the coming of the dragons, the Jute were mere raiders and marauding savages. Following their
enslavement, the dragons instilled a firm, new sense of discipline, turning the Jute into slave soldiers which were
used as fodder in their ever-growing wars with one another for wealth and territory. After the Rebellion, there was
. a brief regression into barbarism before the thriving monarchy the Jute now know came to fruition. Since then, it
has endured numerous hardships, from both internal and external sources.

RELATIONS: The Jute get along well with other races. There is a sizeable Meek'ah population in Jutan, as well as a
handful of small Calvoid enclaves. Drazil and lllumnarus cities are also in close proximity, with the Drazil acting as an
infrequent thorn in the side and the Illumnarus primarily remaining aloof and indifferent to the goings-on of the
Kingdom. Jute craftsmen are renown for their weapons and armor, with frequent caravans being sent from places
such as the Kingdom of the Flooded Forest and the Empire of Alteria to purchase completed items. They also collect
large shipments of Jutan steel, smelted from the iron-rich mines that dot the northern reaches of the country.

. ALIGNMENT AND RELIGION: The Jute, like most human societies, have the potential for great evil or boundless
good. Typically, Jute nobility lean towards Lawful alignments of any kind. The rest of the populace is made up of all
¢ alignments. Their religion provides a pantheon of deities, chief of which is Marvela, Goddess of Justice and Light.
She leads a group of Goddesses known as the Trinity. Her companion goddesses are Dhalla, Goddess of Life, Love,
' and Family, and her sister, Tralla, Goddess of Nature and the Wilderness. A pair of devil-sired demigods, Xemish
and Vemish, are worshiped by cultists and marauders. Welkor, God of Survival and Revenge, is worshiped by
mountain men and deep snow trappers. It is to him the Jute pray for a short and forgiving winter, as well as the
swift death to those who wrong them.

ADVENTURERS: The race can be found around the world searching ancient
ruins, guarding caravans or working as hired bodyguards and
mercenaries. A Jute’s boisterous laugh and rowdy manner can
often be heard in taverns and alehouses all across Shin’ar.

MALE NAMES: Afli, Alrek,
Anskar, Arnis, Dorvi, Flokki, Ivor,
Knorr, Knutt, Klyppr, Melsant,
Osvifv, Ragnar, Rallo, Sighvat,
Skapti, Thorvid, Throndr, Torf

FEMALE NAMES:
Arnleif, Asta, Borghild,
Brunnhilde, Grima, Haldora,
Korfinna, Largatha, Marthine,
Pernilla, Renulfa, Ulfrun, Velaug,
Yver

o SURNAMES: Bergman, Bjornson,
Erikson, Knutson, Lofgren, Lothbrok,
Lundquist, Moller, Narldotter, Stanz, Vistok,
Whylmyr

GRIMA YVERSDOTTOR - SHIELD MAIDEN OF JUTAN
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HUMAN: VERGAL ‘

The people of Verigal, often referred to as the Vergal, originally came from the l{
Southern Continent and were briefly part of the ancient civilization of Urk. Thousands ||
of years ago, they were a peaceful people who made their livings by fishing and *
farming north of the savanna. The mighty Empire of Urk began trading with the
Vergal, but after a mostly one-sided conflict, the Urk took control the small Vergal
holdings and folded them into the Empire. A great many of Vergal fled rather than be
subjugated and braved the stormy Aquaris Strait. These emigrants landed near an area
that they would call the Aquaris Sea, where they encountered the primitive Estanyans. i
The Estanyans were quickly and peacefully assimilated by them into a labor class.
Dozens of villages sprang up, slowly growing to become towns, then powerful cities.
Each Verigal city rules itself and its immediate environs. Verigal has never been
unified, though it has been attempted three times in the country's life. Each time, one
of the city-states began to conquer and cajole the others, often with disastrous
outcomes. The Vergal people are united in customs and worship, but they are fiercely
independent and loyal to their respective cities. In the land of merchants and
mercenaries, coin is king, and the city-states of Verigal bow to no other.

ANQ 43LdVHD

PHYSICAL DESCRIPTION: The Vergal people have lightly tanned skin with the
exception of those living in the northern cities, most of whom have a fairer

complexion. Their hair is always a dark color, and both sexes delight in dyeing and
sculpting it into fascinating geometric shapes, with men maintaining short, neatly
trimmed beards. Both sexes also enjoy the use of copious amounts of cosmetics

and perfumes. Vergal can have any eye color, but brown or hazel is most common.
Males typically stand 5'5" - 6'0", while females stand slightly shorter at 5'0" - SN
5'10". Vergal culture dictates the age of maturity at 15 and they can live a typical /#SA
human lifetime. ¢ /

SocIETY: Wealth and politics are the twin pillars of Vergal society. The two go \ _ i,
hand-in-hand and every citizen, regardless of city-state, strives to outdo their j’ 2
neighbor in opulence and personal power. Slavery is legal in all but two cities,
and even in those, a form of indentured servitude exists. The great villas and
enormous building projects the region is known for were built on the backs of
countless slaves and downtrodden. Each city-state is run by a council which
elects a leader from various factions within the city.

VERGAL TRAITS

+2 to One Ability Score Vergal gain a +2 bonus to one ability
score of their choice at creation.

Medium Size Vergal are Medium creature and have no bonuses
or penalties due to their size.

Normal Speed Vergal base speed is 30 feet.

Bonus Feat Vergal gain one extra feat at level one.

Good Eye Vergal know how to spot a fake and gain a +2 racial
bonus to Appraise skill checks.

Smooth Talk Verigal society thrives on haggling and double talk;
their language is spoken quickly and with sweeping gestures. As
a result, they gain a +2 racial bonus on Bluff skill checks.
Languages Vergal begin play knowing Veri'urk and Tradespeech.
Those with high Intelligence scores can choose any language

they want with the exception of secret languages such as
Druidic.
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The number of Council Members, what groups lead these Councils, and term limits vary by city. Factions also

. vary, though some large and influential ones span multiple cities. City-states often ally and war with each other;
. three centuries ago, a disastrous war engulfed more than half of the Verigal cities and laid waste to numerous

towns and villages due to this in-fighting.

In the wake of the war, the remaining leaders agreed to never again attack or lay siege to another city-state.

Instead, opposing forces meet on a chosen field and do battle. Since then, numerous mercenary bands have

formed, selling their allegiance to one city-state or another. Other ways cities do war is by disrupting a rival's trade;

. . piracy on the Aquaris Sea is common, and caravans being waylaid before they reach their destination is a tactic
* used to destabilize a rival. Once one city has the clear advantage over another, be it by choking trade or defeating a

rivals army in the field, a conference is called and mediated by the church of Aquaris, as the church remains neutral

. to the politics of the country.

Concessions are made and treaties are signed; treaties never last longer than five years, and in that time, both
cities’ holdings are free from attack. This rule has only been broken once, and the city of Havor was set upon by no
less than eight other cities, sacked and burned, with its people sold into slavery.

Vergal society is one of extremes, where great wealth and power separate the populace from each other and
each city-state does things in their own way.

RELATIONS: The Vergal welcome any race who is willing to spend coin into their city, with the sole exception of the
Drazil. Most city-states are cosmopolitan enough for many races to be seen wandering about and Verigal cities
often form trade alliances and business ventures with foreign delegations. Southern city-states see more traffic
from the Southern Continent and Sytash and Zula are more numerous there. One northern city-state has entered
into a non-aggression pact with Eltra, and has secured a lucrative trade agreement with the kingdom of undead.
Vampyr agents, and even the occasional Eltrabi Vampire noble can been seen from time to time in that city-state’s
territory. The majority of Verigal cities have banned Atlanteans from entering, but not other specific races that
make up the Empire of Alteria. The Vergal fear the power of Atlantis and their strength in trade. The councils also
remember the swiftness in which they conquered the Cashan Peninsula to the west, fearing a time when the
Empire turns its eyes further east.

ALIGNMENT AND RELIGION: The Vergal people share a common pantheon, though few cities worship in the same
way. The great hustle and bustle of the cities leads most Vergal to have a more chaotic outlook on life, though they
are by no means random or unpredictable and all alignments can be found among the Vergal people. Many laws
and customs make for a rich culture and each city and its council interpret those customs as it fits into their society.
Aquaris is the primary deity of the pantheon, worshiped by all Vergal. The Lord of Water and Life's church remains
neutral to the politics of the region, and his temples can be found in every city. Zephyr the Skylord is worshiped as
the God of Travel and Trade. His church is widely influential in numerous cities and quite rich thanks to the many
lucrative ventures it oversees. Yarla, the Goddess of Beauty and Happiness, is very popular with both the haves and
the have not's. Her church is responsible for great festivals and galas, and twice a year, they sponsor all-night revels
in which both the wealthy and the poor debauch themselves in large mass orgies of excess. The final member of
the pantheon is Typho the Destroyer. His cult is small compared to the organized churches but they are numerous
and sponsor many pirate gangs, as well as bloodthirsty mercenary companies.

ADVENTURES: Verigal is the largest human-dominated country on the planet, and its people can be found
everywhere. Merchants can be found all over the world, on both land and sea, and in almost every port. Vergal
adventurers are numerous and come from many different backgrounds. The adventurous life is attractive to the
poor, and many Vergal heroes come from the slums of the city-states. Young aristocrats also try their hand at
adventuring, and enough fortunes are made that many "spare heirs" travel the world in the hopes of getting out
from beneath their families shadow and become independently wealthy.

MALE NAMES: Alejandro, Alonso, Bruno, Enrico, Giorgione, Giotto, Inigo, Luchino, Marco, Philberto, Rosso,
Sandro, Tinto

FEMALE NAMES: Anna, Catharine, Delfina, Diane, Godiva, Izabella, Lizbeth, Lucrecia, Manuela, Margret,
Marie, Olivia, Silva, Sofia, Valintina

SURNAMES: Aligheiri, Azpilota, Cano, Comnena, Cusa, Falvetti, Fernandez, Luca, Marino, Martin, Mele,
Mestas, Montaging, Morales, Piacenza, Romero, Rossi, Rubio, Siena, Vinchi, Zullo




HUMAN: ZULA

Humans of Zula ancestry have been on the planet of Shin'ar for over 8,000 years. They made their home deep
within the Great Jungle on the Southern Continent, often warring with the primitive Goblins and Fey who also
claim the dark interior and southern jungle. After centuries of battle, dozens of tribes, nearly half the human
population of the Great Jungle, would move down river to a fertile basin. Sometime later, the strongest of those
tribes would form the Empire of Urk. The Urk, who no longer considered themselves Zula, would subsequently
began to make war on their cousins in the Jungle, enslaving them. Skirmishes and raids continued until the Urk had
enslaved one in every twenty Zula on the Southern Continent. The slaves, or Baka, as they called themselves, still
clung to their Zula culture and deities, bringing their way of life to Urk.

When the Urk Empire fractured and collapsed, many of the

Baka fled north into the grasslands and emerging on the coast.
There, they settled in old Vergal villages and towns which were
vassals of Urk. The original Zula, the Ondonga, still live a

_ primitive life in comparison to the other tribes. They dwell
- in the Great Jungle’s interior and northwestern grooves.
pw A third, distinct tribe has risen in the last few centuries.
. Known as the Ver'wija, this newer tribe lives mostly on
) the northern and eastern edge of the Great Jungle, as
K well as on the small island chain in the Aquaris Strait
? nearest to Eastern Verigal.

PHYSICAL DESCRIPTION: The Ondonga have dark brown
skin and dark eyes with curly, black hair that they

constantly keep cut short on the scalp. The Ondonga often
paint their faces and arms with intricate designs. The Baka have
light brown skin and wavy, black hair. Baka of both sexes ritually
tattoo their faces at the age of maturity. The Ver'wija have tanned
skin and long curly black hair. Freckles are common among the
Ver'wija. While the Baka and Ondonga typically stand anywhere from
5'0" - 6'5", the Ver'wija come in at around 5'0" - 5'9". The age of
maturity is 12 in all three tribes, and are able to live a typical human life

span.
ZULA TRAITS

+2 to One Ability Score Zula gain a +2 bonus to one ability
score of their choice at creation.

Medium Size Zula are Medium creatures and have no
bonuses or penalties due to their size.
Normal Speed Zula base speed is 30 feet.
Bonus Feat Zula gain one bonus feat at level one.
Nature Born Zula gain a +2 racial bonus to Survival skill
checks due to their close bond with nature.
Poison Resistance Thanks to the many venomous and
poisonous insects and plants that cover the southern
continent, Zula receive a +1 racial bonus Fortitude saving
throws against Poison.
Languages Zula begin play speaking their tribe’s version of
Zualo and Tradespeech. Baka and Ondonga Zualo are the
closest and share many of the same root words and phrases.
A Ver'wija speak more of a pigeon Zualo and Veri'urk. Zula

‘) with high Intelligence scores can choose any language they
want, with the exception of secret languages such as
Druidic.
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SOCIETY: Few shared customs among the tribes still exist, and the three tribes are mostly distinct in their individual
- cultures, and share their mutual descent from from the original Zula. The Ondonga live in the jungle in large family
- groups, counting dozens of villages and towns in their territory. They, above all, still live as closely to their
ancestor’s way of life deep under the canopy of the jungle. The hunt is everything to them, and both sexes learn
early how to hunt for game and defend their holdings from hostile forces. In the Ondonga tribe, when a male child

. reaches the age of maturity, they are sent to live with their uncles on their mother's side for a period of three
years.

" 1 The uncles teach the young men how to woo a female, as well as how to properly conduct themselves in the
. tribe’s ways. The boys also apprentice to one of their uncles in a profession and begin to learn the ways of the
sacred Hunt. Women are allowed to own property apart from their husbands, but are subject to the will of their

" oldest male relative until they marry.

' The Baka have grown into a prosperous and industrious people. Living on the savannah and northern coast,
they raise large herds of livestock and create great rugs and tapestries valued around the world. The Baka allow
women to own property, but only as 50/50 owner with their husbands. Among the Baka, wealth and social standing
is elevated by how many cattle and sheep one owns. However, Baka who live in the coastal cities measure wealth

in coin, and those who control the textile industry are often in positions of power.

The Ver'wija have grown into a successful fishing and sailing culture who virtually rule the eastern coastlines
and waters. They live in walled towns and secluded villages, patrolling the coast in their sleek and streamlined
boats. Shipwrights and expert sailors are revered by the Ver'wija. Songs of distant lands explored and fierce storms
braved are sung to their young, raising every child to dream of being a captain of their own vessel.

RELATIONS: The Ondonga tribe is the most secluded and therefore the least likely to interact with other races. They
have received visitors and have traded with other races, mainly the Sytash and Vergal, but recently, a large group of
Ilumnarus descended upon the Great Jungle in search of a new home away the dreaded Drazil. Ondonga villages in
the area have welcomed these newcomers, even fighting beside them against Goblins and Stazi that frequent the
area. The Baka and Ver'wija tribes see much more of the world. The Ver'wija have a long history with the Vergal,
and the two often interbreed and marry. The Baka mostly keep to themselves but they often see other races in
their coastal cities, looking for sought-after Baka textiles and leather goods. The secluded Baka communities on the
western coast of the Southern Continent have come under the thumb of Alteria, and relations between Atlantis
and the Baka have been strained since.

ALIGNMENT AND RELIGION: The Baka adhere to some Urk customs they were forced to assimilate to so long ago.
That way of thinking has lead the majority of them to identify as Neutral, primarily either Good or Evil. The
Ondonga and their self-proposed isolationism tend towards true neutrality. The Ver'wija culture and lifestyle lends
more to chaotic thinking. All Zula worship the same pantheon, chief among them being Hiccune the Huntsman.
Zula pray to him before the hunt, to bless their herds, and light their way with moonlight. Ardell is who they pray to
when they celebrate, love, and laugh. Last of the pantheon is Vesh, the World Serpent. Zula who pray to it are on
the fringe of society, and hold nothing but hate and murder in their hearts.

]
]

ADVENTURES: Zula from any tribe can be seen all over the wider world. The oldest race of humans to continually
live and thrive on Shin'ar, chances are every corner of the planet has seen at least one Zula in the region.
Adventurers of this race are well known, and many stories of exotic lands and great adventure are told about them.
pl There is even a children's book, translated into many languages, about a Zula warrior named Mondli and his
. . adventures around the world. It was written centuries ago by an unknown author in Cathage. Mondli's Fables can
be found on the bookshelves of thousands of homes and dozens of lands.

MALE NAMES - Ondonga: MALE NAMES - Baka: MALE NAMES - Ver'wija:
Behk, Buyisime, Dumisani, Bayisine, Bilunda, Cyril, Jol, Phipda, Ahmed, Bruki, Elins, Jemal,

EHE Lindelani, Mondli, Nkosinath Tenda Nahom, Oliyad
FEMALE NAMES - Ondonga: FEMALE NAMES - Baka: FEMALE NAMES -
Gugu, Kwethine, Mbali, Narisha, Gashar, Hula, Kishar, Sakma, Ver'wija: Beza, Emeliya,
Ntombi, Petula Tukumbi, Ususa Fruta, Meaza, Sarem, Yabsira
SURNAMES: Alfolayan, Ibori, SURNAMES: Adoula, Lissouba, SURNAMES: Adarkwa,
M’Balla, Tshivhumbe Milongo, Tsiba, Youla Agyemang, Akuna, Appiah,

Baffour, Botchwey, Kodjoe
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ILLUMNARUS

The Illumnarus are a proud and powerful race descended from magically-created beings known as the Lluruth.
Although the Lluruth began as a peaceful race, the chaotic activity brought on by the planet's Lunar Quickenings
opened multiple portals to other planes and worlds, eventually leading to exposure to all manner of beings and
philosophies. The most influential of which was a powerful Archdevil known as Garloch who became aware of these
portals and the life beyond, then began to exploit it. Corruption began to spread, seeping into the most powerful

until they and the uncorrupted Lluruth were at odds.

ILLUMNARUS TRAITS
+2 Charisma, +2 Intelligence, -2 Constitution Illumnarus are
charismatic and intelligent, but frail and weaker than most
other races.
Medium Size lllumnarus are Medium creatures and have no
bonus or penalties due to their size.
Normal Speed lllumnarus have a base speed of 30 feet.
Low-Light Vision Illumnarus can see twice as far as humans in
conditions of dim light.
Keen Senses lllumnarus, ever wary of danger and
deception, gain a +2 racial bonus to Perception and
Sense Motive skill checks.
lllumnarus Immunities lllumnarus are immune to
magical Sleep effects, as well as spells that trap or
destroy the soul.
Unstable Lighting lllumnarus' inherent bio-
luminescence causes any dark surroundings
to become a low light area. The light can / ,
vary in brightness based on mood, but it ,/
always provides, at the least, low light.
Ilumnarus can suppress this light, if they choose to, for
up to 1 hour + 1 hour per Constitution modifier (if any).
An adult lllumnarus gives off light akin to candle light
in terms of brightness and radius.
Magically Attuned Illumnarus gain a +2 racial bonus
to saves versus spells and magical effects, but have
an increased chance for Mana Poisoning with
overuse of mana crystals and exposure to raw
mana. Any time an lllumnarus would gain 1 Mana
Poisoning point, they gain 2 instead.
Made From Mana Whenever an Illumnarus
is adjacent to another Illumnarus, they
receive a +2 competence bonus on level
checks made to overcome spell
resistance. lllumnarus also receive a +1
racial bonus to their caster level for all
level-dependent variables such as
duration, range, and effect.
Languages lllumnarus characters
begin play speaking Llumnar and
Draz. lllumnarus with high
Intelligence scores can choose any
language they want, with the
exception of secret languages such
as Druidic.
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A civil war broke out, sending Garloch's corruption throughout the population. Divine intervention meant to
save the race proved fruitless after Naltia, the Goddess of Life, absorbed the corruption that had seeped into the

- hearts of her children and gave birth to Brhuaal, a chaotic and amorphous entity made from the taint which Naltia
- had withdrawn. Those Lluruth who remained corrupted were transformed, taking on demonic alterations to their

. appearance and skin the shade of dusk. Those whom Naltia had saved were given a small portion of Rital's divine
essence to protect them as they fled the newly-made monstrosities, granting the lllumnarus an inner glow so long
as they lived, as well as a deeper connection to the Manasphere. Although their numbers now dwindle, it is not for
* lack of health or ability; the lllumnarus are hunted, even now, as the Drazil target and raid enclaves, driving them to
. extinction. Despite the elder lllumnarus' beliefs in seclusion providing protection, many younger lllumnarus have

. begun attempting to connect with other races, hoping to gain both trade and assistance in their endless conflict
with the Drazil.

. PHYSsICAL DESCRIPTION: The lllumnarus typically have extremely pale skin colors, nearly translucent in the soft,
candle-like glow that comes from within. Their hair color ranges from light auburn to silver-gold, but in each
generation, there is a portion of the population born with bright red hair who are said to be gifted with a great
destiny. lllumnarus eye colors are always a shade of blue, from as pale as the early morning sky to as dark as the
deepest depths of the ocean. The lllumnarus stand rather tall in stature, willowy and fragile at first glance, with
sharp cheekbones and elongated ear helices. They vary in height from around 5'10" to 6'5" in both males and
females. A long-lived race, Illumnarus reach maturity at the age of 40 and can live for several hundred years.

SOCIETY: A rather secluded people, the Illumnarus are spread thinly throughout the world of Shin'ar, a relic of
times long passed. While most parts of their culture have remained the same since the Schism of the Lluruth, many
changes have still arisen nonetheless. Within cities of crystal that have been created and manipulated through their
extensive magical abilities, the lllumnarus remain close to their families, often living in the same residence for the
majority of their lives. The only exceptions being those who dedicate their lives to their deities and leave their
families at adolescence to pursue their beliefs. With their long lives, most lllumnarus become extremely adept at
their chosen vocations, dedicating their hard work to the community's benefit. The few large enclaves which
remain are ruled by councils of the people, and a leading Council based in Ritvel, as well as semi-divine overseers
who ensure the mistakes of the past which lead to the corruption of the Lluruth are not repeated. Magic sits at the
heart of life within the enclaves, with even the most mundane tasks aided by magical tools or spells.

RELATIONS: Although the lllumnarus have only recently attempted civilized contact with other races, such as the

i Jute, they have a long history with older races such as the Meek'ah, who are considered allies, and Kalarin, who
Py, have harbored a distrust of the race since the abandonment of their territory and former allies against the Drazil.
:i 3 Shortly after the Atlanteans ended their conquest of the Cashan Peninsula, a number of lllumnarus also fled to the
£ B southern continent to take refuge in the Great Jungle. They formed tentative alliances with the Zula against the
-g;—" Stazi, insect-like beings, who live in the mountains and desert of the continent. Talks have only just begun with the
;3 Jute, once the slaves of dragons, made to attack the Illumnarus before their own rebellion. The only races with

i B

whom the Illumnarus are hostile with are the Drazil, the Drazil-Eltrabi hybrid race, the Drampyrs, and the
Atlanteans who had slaughtered the lllumnarus enclave in the Cashan Peninsula years ago upon their arrival to
Shin'ar. The sister race to the Drampyrs, the Vampyrs, are met with abhorrence and disgust, considered
abominations in the eyes of the lllumnarus. Although they would not be met with immediate hostilities,
cooperation between the two races in any instance would be unlikely at best and impossible at worst.

L ALIGNMENT AND RELIGION: As with all races, the lllumnarus can vary in temperament. However, since their
N . transformation following the Schism of the Lluruth, no lllumnarus has been known to commit to the path of evil.
. While elders lean more towards neutrality, newer generations have moved towards Neutral Good, seeking more
i | - than just their own preservation in life. There are only two deities whom the Illumnarus worship, the first being

3 Rital, and the second, Naltia. Born of pure mana, both were worshiped by the Lluruth, their own creations. While
Rital is the embodiment of Protection, Law, and Order, Naltia is the manifestation of Healing, and Mercy. Thus,
when corruption began to influence a large number of Lluruth in the aftermath of one Lunar Quickening, Naltia
chose to absorb the taint into herself in order to save the people she had cared for and watched over. Her choice
birthed the a new god, Brhuaal, who embraced the corrupted Lluruth as their own, transforming those corrupted
into the Drazil. To save the remaining Lluruth from the now-monstrous beings, Rital imparted a portion of his own
power into each, granting them a personal connection to the Manasphere and a glow which would only end at their
death.




Those first Lluruth who became lllumnarus are known as Sinelasair. Few of the Sinelasair - referred to as ‘Elder
Flame’ in Tradespeech - remain, as most having been slaughtered by the Drazil. The descendants of the Sinelasair
gained centuries of life, but they did not retain their immortal health. It is believed that when an lllumnarus dies,
the power Rital originally bestowed in the race transforms them into beings of pure light and a portion of their
consciousness is absorbed back into the Manasphere.

ADVENTURERS: Although many lllumnarus are encouraged to remain together within the enclaves, adventurers
can be found across the world due to how widespread the race has become. If an Illumnarus chooses to
adventure, it is only permitted after they have apprenticed in the vocation of their choosing and before they have
lived two hundred years, as after reaching two centuries of life, they are expected to continue their familial line if
they have not already done so. The dangers of adventuring have caused Elders to discourage it, lest the young be
lost before they can reproduce and aid the race's survival. The past few generations have resisted this decree,
believing that their race could thrive if it were to venture out more often and gain more useful skills than they can
within the enclaves. Support has grown for the latter way of thinking, leading to more adventurers with each turn
of the seasons.

MALE NAMES: Alum, Arvan, Belor, Danzi,
Dermot, Emon, Lorthen, Malor, Petron, Tuvien, Xormin
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FEMALE NAMES: Alisha, Aoife, Balmora, Cerc’e,
Kalrish, Katarina, Laurr, Petra, Sasha, Shannon, Sinead

SURNAMES: Aldon’te, Buachalla, Caltris,
Cionaoith, Far’und, Floinn, Naroth, Orr, Pro’tra, Santer

ELDER FLAMES (SINELASAIR)

There are still living a scant few dozen pure Llur
alive on Shin'ar. These individuals are virtually
immortal and can only meet their death due to
extreme trauma and violence. These SINELASAIR,
or Elder Flames, are all that is left of the first
Lluruth to be given Rital's light. They often hold
positions of high honor in lllumnarus communities,
protecting the enclaves and counseling the leaders
with thousands of years of wisdom and sage advice.

Some Elder Flames choose to wander the
planet, not protecting a single community of their
people, but instead locating and safeguarding
Lluruth relics to keep them from those who might
abuse the immense power they wield.
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KALARIN

The feline Kalarin have a long history of conflict and warfare. Thousands of years ago, they lived in harmony

. with the ethereal Lluruth and peaceful Kalarin villages dotted the countryside where their magical allies raised their
crystal enclaves. During the civil war and subsequent Schism that split the Lluruth into the Illumnarus and Drazil, the
B Kalarin were unwittingly drawn into the centuries-long conflict. The lllumnarus eventually abandoned their holdings
: . to the Kalarin and retreated west, to more defensible territory. The Kalarins continued the fight and, through

| courage and guile, managed to repel the Drazil, forcing them from the Kala Valley.

No longer a peaceful society of farmers and herders, the Kalarins were forced to become a military dictatorship
ruled by the Lord High General. Numerous dynasties followed, under which the Kalarin fought themselves as much
. as they fought invaders. 400 years ago, however, the current ruling dynasty closed all borders and began to focus
on uniting all of the Kalarin provinces and people under one rule. The borders were reopened 50 years ago at the
request of a new Merchant Caste and the influence of the church of Urman, God of Wealth and Trade. Now Kalarins
can once again be seen across the world, while the admittance of other races into the Kala Valley has brought the
country out of its self-imposed quarantine and onto the world stage.

PHysICAL DESCRIPTION: Kalarin are covered in soft fur, with longer hair at the wrists, ankles, and head and shorter
fur on their chests down to their navels. Fur color ranges widely, but females generally have darker fur than their
male counterparts. All kinds of patterns of stripes and spots can be seen on Kalarin bodies, but large family groups
feature distinctive markings. Their eyes are large and lightly colored, most often a shade of blue or green. Males
tend to be taller, stronger, and broader of chest, standing 5'0" - 5'10". Females are more nimble and lithe, standing
4'5" - 5'6". Kalarin cubs reach maturity at twelve and can live up to one hundred years.

SocCIETY: Kalarins live in a caste system that is strictly enforced by a government police. It
is almost impossible to rise in station but much easier to be cast down. The highest
castes are those of the Warrior, Priest, and Noble, all of which have some
intermingling through marriage. However, those of the lower
castes, Laborer, Servant, and Craftsmen are seen as lesser beings
and are never allowed to marry those whom are considered their
betters. There are only two castes which do not fit into the
traditional system: the Merchant caste and the Undesirables.
Members of the Merchant caste rose in station in the last hundred
years with the discovery of the Surguano plant and its healing
properties; now, the plant is cultivated primarily by the church of
Urman and by church-sponsored farmers.

KALARIN TRAITS

B8 +2 Dexterity, +2 Charisma, -2 Wisdom The Kalarin are nimble
~ and graceful, but also tend to be overly curious. [
Medium Size Kalarins are Medium creatures and have no |
bonuses or penalties due to their size.

Normal Speed Kalarin have a base speed of 30 feet.

; Low Light Vision Kalarins can see twice as far as humans in

8 | -~ conditions of dim light.

' Agile Beings Kalarins receive a +2 racial bonus to Acrobatics
skill checks.

Inherent Stalkers Kalarin receive a +2 racial bonus to Stealth
skill checks.

Languages Kalarins begin play speaking Kaliv. Kalarins with
high Intelligence scores can choose from the following:
Tradespeech, Draz, Llumnar, Alterian, Meech, Froak, Calvish,
Veri'urk, Juten, Aquan, Auran, Ignan, and Terran.




Some Kalarins of higher casts see the Merchants as upstarts. Others, like the current Lord High General, have
welcomed their influence and influx of coin they have brought the kingdom. The Undesirables, however, have
always been a thorn in the side of civilized Kala society. These are the poor, the sick, the homeless and the
criminals. Often used as little more than a slave labor force, people of this caste can never hope to rise above.
Some purists of higher castes even refuse to touch or speak to any Undesirable.

It is important to note the role female Kalarin have in society. Female Kalarin, even those of higher castes, are
always viewed as inferior to males. There are no females belonging to the Warrior caste whom are allowed in
combat, and those found in the Priest caste are generally relegated to lesser roles. This attitude has been
changing, albeit slowly, as more and more Kalarins leave Kala and are seeing first hand the cultures of other races.

RELATIONS: The Kalarin have only recently opened their borders to other races for the first time in 400 years. The
Merchant caste and their Warrior and Priest caste guards can be seen all over the world, trading Kalarin wares for
goods not seen in Kala for centuries. Even though their borders are open, the Kalarin restrict movement by
foreigners within the country to certain provinces, primarily those in the eastern and central valley. Humans,
Meek’ah, Arryn, Aravork, and Calvoid can be seen in the border towns and villages. Eltrabi and Drazil are attacked
on sight and Illumnarus are viewed with open disdain and suspicion, as the Kalarins have not forgotten the
abandonment of the Illumnarus thousands of years ago. However, the lllumnarus are now returning to the Kala
Valley in droves in search of their ancient ruins and holy places.

-

ALIGNMENT AND RELIGION: The Kalarin are very proud and have a strong sense of personal honor. Their militaristic
dictatorship and harsh caste system manages to keep the majority of the populace in line. Because of this most
Kalarin are Lawful Neutral, sticking to the letter of the law rather than the intent or consequences. The church of
Roarvan the Pridefather dominates Kalarin life. Each Kalarin home has a shrine to him, while every province has a
major temple to the chief god of their small pantheon. The church of Urman the Golden has risen from a small
provincial cult to a major player in Kalarin politics.
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The small following of Sylo the Silent Sister has shrines in all major cities and towns. Though her worship is
small, it is beneficial to the populace as a sanctuary for the unwanted and a holy refuge for females who have been
expelled from their caste or have run away from an abusive life. The cult of Khaaz took shape during the Night
Wars versus the Dratzil. In this time, some Kalarins were seduced and corrupted by the evil influence of the Drazil,
and began to worship a being of darkness and hatred. His cult has been wiped out countless times, only to o1
resurface again and again.

ADVENTURERS: Since the opening of the borders, thousands of Kalarins have spread out from Kala to the
surrounding kingdoms and cities. While seeing a Kalarin adventurer is still uncommon, it is no longer the stuff of
rumor. Deeply curious about the world that they knew nothing about, many young Kalarin, regardless of caste,
have begun to seek out the adventuring life. Adventuring Kalarin
women have learned that most societies treat their females
differently, and these views have begun to slowly make it back to
Kala.

MALE NAMES: Abhey, Ajeet, Cala, Casksu, Cedi, Faiz, Flak,
Harjot, Jai, Jav, Mahi, Moh, Saaz

FEMALE NAMES: Adi, Ami, Daka, Des, Gurleen, Hana,
Hasi, Kerat, Nij, Nadi, Wafa, Wahida

SURNAMES: Anand, Bedi, Borah, Chawla, Dube, Kapoor,
Kumar, Lalla, Lanka, Mangal, Mangat, Rao, Reddy
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 The great book of Koda preaches that the Upper Castes should remain pure, not muddying the clear

"W

MARKINGS OF THE CASTES

The Kalarin people ritually tattoo their faces in ways that mark their station in society. The area to be tattooed
is shaved, then treated with an alchemical solution in order to hinder the growth of new hair. Females tattoo their
cheeks, while males tattoo their foreheads. Kalarins acquire their first tattoo at the age of twelve. Unmarried
Kalarins of either sex tattoo a single square, either on their left cheek (female) or between the eyebrows (male).

. When they are married, a single dot is placed within the tattoo. Kalarin marriages are for life, as there is no concept
- of divorce in their culture. Arranged marriages are common in the upper castes, but are almost never done in the

lower castes. When a female marries into another caste, her husband's caste tattoo is inked onto her right cheek.
All tattoos are given by the Naitkata Pulsa, the government body responsible for the policing of the nation's castes

. and adherence to the sacred book of Koda.

UPPER CASTES

Movement between Upper Castes is permitted, and marriages between the castes are
encouraged. However, marrying a member of the Lower Castes is not only frowned upon, but illegal.

water of ruler ship and protection of the race with those of inferior upbringings and lifestyles.
Punishment for being cast down in station is public beating, eviction, seizure of property, and
possible forced labor. For both the Warrior Caste and the Noble Caste, outcasts are forced to have
their Caste tattoos completely filled. However, those cast out of the Priest Caste leave their tattoos
unmarked, but are given a new tattoo above both eyes labeling them a heretic.

The Warrior caste tattoo a single triangle above their square. When they join the army, a second
triangle is tattooed above their left eye. As they gain rank, more small triangles are tattooed above their
eye. Only males are allowed to fight in the army, making up the entirety of the officers and soldiers.
Females of the Warrior caste act as nurses, cooks, assistants, and secretaries in the army. When a
member is discharged from service, a single dot is tattooed inside their first triangle. Discharged Warrior
caste often leave the army into semi-retirement and are expected to report for duty if needed.

The Noble caste tattoo a circle above their square. When they enter bureaucratic service, they
tattoo another circle overlapping their first, and inside both are placed symbols for what municipality and
function they serve. Noble Caste members have been known to serve in their positions for life, and each
noble family has been in charge of certain areas for centuries. Males fill superior positions in all
municipalities. Females of this caste are secretaries, assistants, scribes, and rarely, low level city officials.

The Priest caste tattoo three dots in a triangle pattern above their square. If they belong to the
church of Roarvan, the dots are connected by thick lines. If they belong to the church of Urman, the dots
are enlarged. Very few members of the church of Sylo can claim to belong to the Priest caste. The Silent
Sister's church is considered a cult by the Dominion, albeit one they allow to exist - so long as it stays on
the fringes of society. The Pridefather's church has forbidden the persecution of Sylo's worshipers, but
they also refuse to readily accept their place in the caste. The small percentage of Sylo worshipers who
belong to the Priest caste tattoo a single diamond above their square, rather than a triangle. Cultists of
Khaaz do not belong to the Priest caste. Males hold all positions of power in the churches, with the
exception of Sylo's, where the women out number the men twenty-to-one. The highest females hope to
achieve in the caste is head of small shrines and backwater temples.

Not all Kalarins who use divine magic or belong to a church are considered members of the Priest
caste. But those who do belong are always in the positions of power and influence in the faith.

LOWER CASTES

Members of these Castes can never hope to rise in station. If, for some reason, they leave the caste they were
born into, their tattoos are not marred in any fashion. It is possible to lower in station and hope to rise back up. If,
however, they are cast down as an Undesirable, a single X tattoo is given to them above their right eye. It is
uncommon, but accepted, for movement between these castes. Labor Caste members do sometimes rise to the
Craftsmen Caste, and Servants can marry off into Labor or Craftsmen families.




The Craftsmen caste tattoo an upside-down triangle above their square. People of this Caste include anyone
who creates something for a living, and while it used to include those who sell things as well, the Merchant Caste
has since rose up and dominated that facet of life. The farmer is considered a member of this caste. Craftsmen
Caste control guilds and co-operatives devoted to their chosen field, but they still abide by the strict laws of the
Koda and answer to the Noble Caste.

Males outnumber females in guilds ten to one, and females are never allowed in positions of power within the
guilds. Females often assist the males in the creation of their wares, and many female smiths are hailed as masters
of their craft, however, those same smiths could never own their own shop and their work is often sold by their
fathers or husbands. Members of Craftsmen Caste can move to the Merchant Caste, but this is less common today
than it was a 100 years ago.

The Labor Caste tattoo an oval above their square. People of this Caste include any profession where one
works outdoors and or engages in strenuous activity to earn a living. Miners belong to this caste. Those who work
as farmhands belong to this Caste, while the farmers, themselves, belong to the Craftsmen Caste. Labor caste
members are not allowed to form guilds or unions and are at the mercy of the Craftsmen and Merchant Caste they
work for. Very few females that belong to this caste work outside the home and to see a female of the Labor caste
working in a field is a sign that the family is not doing well. Females are seen mostly working as cooks and serving
girls in Merchant Caste run establishments or as laundry workers.

The Servant Caste have tattoos matching the geometric shape of the Upper Caste family they work for
(Warrior, Noble, or Priest) with the family name above it. Servant Caste families work for Upper Caste as maids,
butlers, drivers, cooks, etc. They live with their employing family, but they are not slaves and are paid for their
services; however they generally serve the Upper Caste family for life. Members of this Caste are treated well, as
the Koda teaches, but they are always considered lesser members of society and are never allowed to forget that.
Males and females serve equally, but males serve in roles that gain them the most independence and access to
Upper Caste families.

THE UNDESIRABLES

These caste members do not tattoo their faces beyond the coming-of-age square. People of this Caste include
the poor, criminals, and those belonging to any profession that is considered unclean to the soul. Those who do
work for a living are found in graveyards, as waste collectors, and those who earn coin by the hunting of monsters
and other vermin. These people are not allowed to own property, they are not allowed in certain establishments,
and the places that do accept them only do so after dark. Around large cities, shantytowns and tent villages rise,
each full of Undesirables whom are forbidden from renting or owning dwellings inside the city. The entirety of the
caste is dominated by various criminal organizations that vie for control over the vice industries that help keep
most of these people in the gutter. It is possible for an Undesirable to rise to the Lower Caste. It is also possible for
others to be thrown down to this Caste, stripped of everything they have. The punishment for any Undesirable
impersonating an Upper Caste member is the burning of the face with alchemical acid that resists any healing by
magic. Some of the more rigid of Upper Caste members will refuse to talk to or even to acknowledge the presence
of an Undesirable.

MERCHANT CASTE

Members of this Caste tattoo a wagon wheel design above their square. If they originated from the Craftsmen
Caste, the wheel encompasses the original Craftsmen caste tattoo. The Merchant Caste rose from the Craftsmen
Caste more than 100 years ago, and with the permission of the Naitkata Pulsa and the then Lord High General,
broke off. Members of this Caste include any who make a living selling the wares of others, as well as those who
facilitate the transport of goods and services. For now, the Caste is regulated by the laws of the Koda and
administered by the Noble Caste. Caravans are protected by Warrior and Priest Caste members, while a portion of
all profits made by the merchant is given over to those Upper Caste families who back the enterprise. Sometimes
called the Middle Caste, merchants are considered socially above any Lower Caste member but never hold any
position of political power like the Upper Caste. They are wealthy but have little influence in the Dominion.

Members of the Merchant Caste are only allowed to marry within their Caste or with the Lower Caste. Males
run all aspects of the business, while females are regulated to much lesser roles - however, the women are given
the job of overseeing the hiring and firing of underlings, as it is generally thought that female Kalarin have more
skill in reading people and their intentions. Those who fall on hard times have been known to join the Lower Caste,
and their tattoos are marked in such a way that describes their failure. Former Merchant Caste who fall down to
the Undesirables are often found in control of criminal empires and enterprises.

ANQ 43 LdVHD

o Ly




MEEK'AH

The Meek'ah are the only sentient race on Shin'ar to have evolved on the planet. Short of stature, but not on

intelligence and cunning, the diminutive Meek'ah are often underestimated and enslaved. They can be found in

great numbers in any temperate climate, island chain, or swamp. Thought to originate in the Southwest
Archipelago, they swiftly moved throughout both continents establishing small communities as they went.

, Because of their size, the Meek’ah have often come under the heel of larger races. Many communities have

. been conquered, freed, and re-conquered numerous times throughout history. Large populations of Meek'ah can

I be found in Jutan, Alteria, Verigal and the Flooded Forest. Only in Jutan and the Kingdom of the Flooded Forest are
. they considered equals. They have been enslaved or, at best, made a permanent servant class in both Alteria and

" Verigal. Scattered pockets of free Meek'ah exist, but they tend to stay small.

. PHYSICAL DESCRIPTION: The Meek'ah are a short reptilian race with a series of very smooth scales as their ‘skin’.

& Meek'ah hailing from the Western Shore tend to have greenish-brown scales, while those from the South and East
tend to show more reddish-brown coloring. All Meek'ah are hairless with red eyes, but males are slightly taller with
" more rounded snouts full of square, blocky teeth, and females being of slighter build with a more narrow snout.
Some Meek’ah have small horns or ridges located on their face or arms. The Meek’ah are born from eggs, with a
typical gestation period lasting six months. Meek'ah mothers give birth to 2 to 5 eggs at a time at least twice in a
lifetime. An adult Meek'ah stands just under 3 feet tall and reach maturity at the age of twenty. They can typically
live over one hundred and fifty years.

MEEK'AH TRAITS

+2 Dexterity, +2 Wisdom, -2 Strength Meek'ah are
quick on their feet, but they lack the muscle density of
larger races.

Small Size Meek'ah are Small creatures and gain a +1
size bonus to their AC, a +1 size bonus on attack rolls, a
-1 penalty to their Combat Maneuver Bonus and
Combat Maneuver Defense, and a +4 size bonus on
Stealth checks.

Normal Speed Meek'ah are quick for their size and can
move up to 30 feet.

Low Light Vision Meek'ah can see twice as far as
humans in conditions of dim light.

Augmented Breathing Meek'ah can hold their breath
up to 10 minutes before needing air.

Poison and Disease Resistance Due to life in swampy
marshes and the proximity to many natural toxins and
plants, Meek'ah receive a +2 racial bonus to all
Fortitude saves vs Poison and natural disease. They
receive no bonus against magical diseases.

Natural Swimmers Meek'ah learn to swim very early
and gain a +4 racial bonus to all Swim skill checks. They
consider Swim a class skill.

Languages Meek'ah begin play speaking Meech. They
get one additional bonus language based on which
region they hail from. Western Shore Juten. Verigal
Veri'urk. Alteria Alterian. Flooded Forest Froak. Those
born in other regions can choose one local dialect for
free. Meek'ah with high Intelligence scores can choose
from the following languages: Tradespeech, Atlantean,
Estan, Goblin, Gnoll, Giant, Arron, Zava, Bej'urk, Zualo,
Veri'urk, Sylvan, and Draconic.
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SocCIETY: Meek'ah society can differ from region to region. Meek'ah from Jutan and the Western Shore tend to
live a life of serfdom, toiling away in wheat fields, serving noble houses, or tending and cultivating rare herbs in the
Dragonblood Swamp. In Jutan, Meek'ah are free and full citizens of the realm, with a few Meek'ah noble houses
and two Meek'ah always representing their people on the kingdom's council. Meek'ah who live in Verigal are free
as well, but they treated as second class citizens. Although they are given a small sense of autonomy, the Meek’ah
are never allowed to rise in status. In Alteria the Meek’ah are slaves. Bought and sold by their Atlantean masters
and the other races who make up the Empire, they are the second most numerous race found in Alteria, but have
no voice in the region’s politics. Some are able to win or purchase their freedom, but such instances are
uncommon. Only Goblins are looked down upon worse than Meek'ah in the Alterian Empire. In the Kingdom of the
Flooded Forest, Meek'ah share equal status with the Frode. Through mutual respect and a common enemy, the
two races co-exist and flourish. Although the kingdom is ruled by the Frode, the Meek'ah are as much part of the
politics and society as their amphibious compatriots. Other Meek'ah communities tend to live a tribal or semi-
nomadic lifestyle and keep themselves hidden as much as possible.

There are a handful of universal beliefs and customs shared between any and all Meek'ah enclaves, regardless
of region or social status. Protection of the home and their young is paramount, and much of daily life revolves
around these things. Meek'ah are vegetarian, and cultivation of a variety of foodstuffs and agriculture is not only a
necessity but a favored vocation and field of study for many.

RELATIONS: Meek'ah are slow to open up to non-Meek'ah for rather obvious reasons. They are inherently loyal
and submissive thanks to years of enslavement and being at the mercy of larger and more powerful races. They
get along best with the Frode and any other race that treats them as an equal. Rusk barely tolerate the race, and
most humans (non-Jute) see them as inferior and a untrustworthy nuisance at best. They get along well enough
with Illumnarus and Arryns but are hated by the Zevrish for a centuries old-defeat by the Meek'ah who hail from

the Southwest Archipelago.

ALIGNMENT & RELIGION: The Meek'ah can be of any alignment, but most fall into two camps: those who follow
the Nest Mother, and those who follow her son, the Trickster. The worship of Kythlu the Great Protector is
prominent in all Meek'ah communities, as her teachings have kept the Meek'ah safe and alive in spite of incredible
odds and the frequent conquests by other races. Shessrok the Sneak-Thief gathers young and impetuous Meek'ah
to his banner by promising a better life through the exploitation of the larger races, as well as the accumulation of
great wealth. Further disenfranchised Meek'ah have begun to turn to a dark and savage god; one of pure malice %
and hate, Savok the Silent Sickness seeks to reclaim all of Meek'ah territory by the poisoning and murder of

everything else.

ADVENTURES: Whether they toil in the fields, sweep up a shop, or work in their master’s villa, the adventuring life
is very appealing to most young Meek'ah. The race is very prolific and numerous, found in all corners of the planet,
and Meek'ah are welcome into most adventuring parties as excellent thieves, wily sorcerers, and nimble fighters.
More than one Meek'ah fable told to young hatchlings involves one who left the nest to seek fortune and fame
and returning to free his people from the oppressive boot of one race or another.
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MALE NAMES: Alssek, Carvessk, Falvorss, Forskee, Galvness, Hapk, Kentrok, Korvess, Phalzek, Tevssor ‘ <
FEMALE NAMES: Aliss, Corviss, Dalrok, Desrok, Haptress, Harless, Lorness, Paltress, Reskek, Zorkok
SURNAMES: Fel'Tress, Ken’Troness, Kol’Trem, Mal’Tronk, Mel’Krok, Orm’Ssek, Pal’Tronvek, Sor’Sess, Yar’Sek
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RUSK

The Rusk have roamed the northern tundra for countless centuries, thriving in the frozen hills of the Northern

. Tip where other races would be doomed to die. The Rusk do not keep written records, and as such, nobody knows

. how long the they have been on Shin'ar. However, myths from various tribes describe the race wandering through a
portal chasing a large herd of arctic buffalo and settling in a new land. Large, fierce, and intimidating, the Rusk

- dominate the tundra and northern shore. They are a tribal people, and each tribe follows a different totem animal.
Each animal is an aspect of their creator god, Krum. Within the Rusk tribes strength and honor are prized, while

. weakness and mercy are not tolerated. They are fiercely territorial, and have been known to kill trespassers on

- sight. Only in the last few generations have young chiefs and open-minded shamans allowed trade with other races,
and some tribes have gone as far as forming alliances with the Frode and the Empire of Alteria. Rusk can be

- extremely loyal to those they respect or those who demonstrate great strength and battle prowess. They are prized
as bodyguards and mercenaries around the world.

PHYSICAL DESCRIPTION: The ape like Rusk are covered in shaggy hair which ranges in color from pure white to
. dark gray. They often paint their faces and dye their hair before battle or on holy days. While females have
straighter, shorter hair, males always sport longer wavier hair. Eye color tends to

be light, but grays and black are not uncommon. Rusk have sharp, pointed

teeth in addition to their large flat molars to better chew their diet of meat and (

thick roots. They have short legs, great, barrel chested bodies, and long arms {

that end in meaty hands. Males stand tall at 6'5" to 7'5" and females are L

somewhat shorter at 6'0" to 6'8". Rusk mature at the age of <

ten, but they are short lived, with the oldest and wisest DN

only living sixty winters.

RUSK TRAITS

+2 Strength, +2 Constitution, -2 Charisma The
Rusk are large and powerful. Their gruff
manner can seem off putting to some.
Medium Size The Rusk are Medium creatures
and gain no bonuses or penalties due to their
size.
Slow Speed The Rusk's short legs and large
bodies are somewhat encumbering, making
their base movement speed 20 feet.
Low Light Vision Rusk can see twice as far than
8 humans in conditions of dim light.
»  Thick Skin Rusk have an extra layer of fat
and muscle which gives them a +1 natural
AC bonus and a +2 racial bonus to resist
4 Cold damage.
Eet Fierce Looking Rusk gain a +2 racial bonus
EBF to Intimidate skill checks due to their large
1 stature and famed battle prowess.
¥3 Weapon Familiarity Rusk begin play
proficient with battle axes, heavy picks, war
BEE " hammers, and mauls.
Languages Rusk being play speaking Ruskivan.
Those with high Intelligence scores can
choose from the following: Tradespeech,
Zava, Juten, Draconic, Alterian, Giant,
Goblin, Veri'urk, Froak, Abyssal, and
Calvish.



SocIETY: The Rusk have a tribal society and each tribe has its own way of doing rituals that the race, as a whole,
share. There are eight tribes of Rusk: Snowcat, Polar Bear, Arctic Rabbit, Wolf, Elk, Arctic Owl, Tundra Snake, and
Caribou. The Caribou tribe was subverted by a trio of dragons who fled Jutan during the rebellion. This tribe now
belongs to them and call themselves the White Wyrm Tribe.

The Rusk tribes roam their territory in the autumn and winter months, when the tundra can be the most
brutal. In the spring, each tribe starts making their way to Ruska, the Gathering Place. Ruska is located in the
south-eastern part of the Gorlan Hills, and is thought to be close to the site where the portals to their home world
opened so long ago. There are few permanent buildings in Ruska, consisting mostly of wooden long-houses and
squat stone storehouses. The largest permanent building is the arena where young Rusk prove themselves each
summer. Summertime is when all tribes, except the White Wyrm, come to Ruska to meet on sacred and neutral
ground so they can explore alliances, trade, and gather without fear. It is strictly forbidden to take the life of
another Rusk while in Ruska. Any Rusk who breaks that sacred law forfeits their life, and their family’s place in the
tribe. The tribe is everything; it is life, love, security, and a source of fierce pride for every Rusk.

Intermarriage between tribes is common, and it is a favored way of cementing alliances for the coming winter.
Tribes are ruled by a Chief and a Sub-Chief. The Sub-Chief is normally the Chief’s eldest child, regardless of sex. Only
those born into the Tribe can rule it. This is something that Krum himself decrees and is one of the highest laws of
the Rusk. Females are treated as near-equals in Rusk society. There are things females are not allowed to do, such
as hunting, but females can, and do, fight in battle and participate in decisions that affect their family and tribe.

RELATIONS: The Rusk are an extremely territorial people. To be caught on Rusk tribal land was as good as a death
sentence in the past, however, recently, some tribes led by charismatic and forward-thinking chiefs have begun to
relax. They have begun to talk to trespassers and even letting some go after it is determined that they have noill
intention towards the tribe. Two tribes in particular, the Snowcat and the Arctic Owl, have gone so far as formed
alliances with other races. The Snowcat have sealed a trade pact with Alteria, mining precious gems and growing
rare herbs which they then trade to Alteria for strong wine and magical items. A detachment of Zevrish hoplite
accompanies an Estanyan aristocrat and his assistants in living with the tribe full time. In exchange, a war band
accompanies the Chief’s second son in Sprata.
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The Arctic Owl Tribe have formed a defensive pact with the Frode against a growing Troll menace in the
Eastern Gorlan Hills. Overall, the Rusk respect strength and despise weakness. They get along well with the Zevrish o1
and respect the Jute who come to trade in Ruska every summer. They don't like Meek'ah and are put off by 3
Illumnarus, who they see as weak and frail.

ALIGNMENT & RELIGION: The Rusk mainly worship Krum, the Animal Father, through his vassals, the tribal totems.
Rusk tribes are Chaotic, and while some lean towards good, others tend to prefer neutral or evil. Rusk also revere
Krum's daughter, Vid, also called “The Ice Princess”. She is venerated during the winter months and prayed to when
a Rusk has died. In addition, a new power has emerged in the last few centuries: Omra the Wanderer is worshiped
by the White Wyrm tribe at the behest of their dragon overlords; his demonic taint has since spread to four other
tribes, but those worshipers do so in secret.

ADVENTURES: Rusk rarely leave their tribe, but it is not uncommon to see one rampaging through some ruin or at
the vanguard of a mercenary company. While some Rusk leave to follow a strong warrior or someone they
respect, others leave to repay a life debt owed, and some simply leave to seek out the wider world. For whatever
reason they might leave, the Rusk are considered a double-edged sword in any adventuring company. Their size,
strength, and ferocity are prized, but their stubborn and chaotic personality, along with their lack of basic hygiene, _
keeps them limited to mercenary or bodyguard work. So long as a Rusk gets to fight, drink, and drink while
fighting, they are happy. i
SURNAMES: The Rusk take the name of their tribe
for a surname. This is the name they give to outsiders, or

MALE NAMES: Adelbert, Andris, Fenec, those they do not trust.

Fredek, Joska, Peterke, Vidor

Amongst themselves they use names they get from

FEMALE NAMES: Angyalka, Aranyu, Druda their peers at their ninth birthday, known as their
; d ! ! “naming day”. This name is more of a descriptive name

based on their life and personality.
EXAMPLE: Andris of the Arctic Rabbit is also Andris
Never Backs Down.
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SYTASH

The rodent-like Sytash roam the Great Desert of Urk in large tribes, protecting the limited resources found in

- one of the harshest environments on Shin'ar. Thousands of years ago, the Sytash were humans of Urk, the first and

greatest human civilization on the planet. When the empire fractured and collapsed in a catastrophic magical storm

.4 that turned the fertile Urk river basin into a parched desert, the Sytash were transformed by the god Shytan into

. their present form. It was one which would allow them to survive in the new desert terrain and protect them from

* further harm. The new race quickly formed tribes along existing familial lines and began to establish a new desert

~ culture, albeit one rooted in ancient Urk custom. They began to roam from oasis to oasis, ruin to ruin, contending

.. with the hated Veshian, a race of snake people who were also formerly humans of Urk decent, for supremacy of
the desert.

PHYSICAL DESCRIPTION: The Sytash are covered in short, coarse hair that ranges in color from all shades of brown
and gray to black. They have dark eyes and small protruding buck teeth, with large oval or disk-like ears that keep
them cool in the desert heat. Males grow long mustaches that they elaborately braid and dye. Typical Sytash stand
5'0" to 5'10", reach maturity at age twelve, and can live up to eighty years.

SOCIETY: Sytash are a wandering tribal society, moving from one oasis or ruin to another many times a year. A
Sytash tribe on the move is a sight to see, with many hundreds of people and animals in a miles-long train across
scorching sand. Most of the tribes are friendly to one another, but all are wary of outsiders. One vital rule of the
race is to never kill another Sytash. Tribal disputes do happen, but non-lethal methods of resolution are employed,
as killing another Sytash in anger or deceit is punishable by exile. However, there are gangs of outcasts, exiles, and
cultists that are a constant thorn in the side of the tribes. Sytash culture is very closed off from the rest of the
world.

SYTASH TRAITS

+2 Dexterity, +2 Wisdom, -2 Strength Sytash are
very nimble and wise, but weaker than other races.
Medium Size Sytash are Medium creatures and
have no bonuses or penalties due to their size.
Normal Speed Sytash base speed is 30 feet.
Low Light Vision Sytash can
see twice as far as humans
in conditions of dim light.
Poison Resistance Sytash
gain a +2 racial bonus to
Fortitude saves vs. Poison.
Nimble Footed Sytash suffer
no movement penalty for
running on sand.
88  Water Retention Sytash bodies are
BEE  able to store and process water

P  better than other races, allowing
| them to last twice as long before succumbing
" to extreme thirst and dehydration. This
effectively gives them a +8 racial bonus to
resist the detrimental effects of dehydration.
Languages The Sytash begin play speaking
Bej'urk and Veshian. Sytash with high Intelligence
scores can choose from the following languages:
Tradespeech, Calvish, Veri'urk, Zualo, Gnoll, Llumnar,
Goblin, Giant, Meech, Abyssal, Infernal, Ignan, and
Terran.
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The majority of life and social rituals are performed away from outsiders, and females are never allowed to be
unveiled in the presence of non-tribe members - especially non-Sytash. Women are treated as near equals, a
holdover from the progressive Urk culture they hail from, and so long as they are married, a woman has the same
rights as a man. Unwed girls answer to their closest male relative. Widows can remarry after a two year period of
mourning and men can remarry after one year, but there is no concept of divorce in their culture. However, both
men and women are allowed to take up to two other spouses. Inter-tribal marriage is common, with the wife
joining her first husband’s tribe. Water is precious to all Sytash, and those found despoiling or wasting water are
harshly dealt with.

RELIGION & ALIGNMENT: Sytash rely on the rule of tribal law and the goodness of one's heart to sustain their ways
in such a harsh environment. Because of this, most Sytash are Lawful Good or Lawful Neutral. Evil and selfish
Sytash are quickly ferreted out and expelled from the tribe. The priesthood and paladins of Shytan rule the tribes
through the Chiefs, and each tribe has multiple priests in positions of power and authority. A small portion of
Sytash choose to worship a being of malice and hatred. The God Yai-halu attracts exiles and murderers to his
cause, and those who worship him have made the ultimate betrayal in Sytash culture by working with the most
hated Veshians.

RELATIONS: The Sytash are very wary of outsiders, as most who come to the Great Desert are there to exploit the
mana-rich terrain and plunder the demon infested ruins. They get along well enough with the native Zula such as
the Baka, who inhabit the northern savannah and coastal cities, and the Ondonga, who inhabit the western
reaches of the Great Jungle. Outsiders found in an oasis controlled by a tribe are captured and peacefully
interrogated until the outsider’s intentions are ascertained. The only people the Sytash attack on sight are the
Veshians and Stazi. Recently, groups of lllumnarus have descended upon the Southern Continent, fleeing the
savage Drazil and seeking new lands away from their hated enemies. The Sytash have yet to make formal
introductions to these newcomers, but as the lllumnarus have clashed with both Stazi and Veshian in the eastern
desert, formal relations between the two peoples are increasingly forthcoming.

ADVENTURES: The Sytash rarely leave the tribe to adventure, instead routinely hiring themselves out as trackers
and guides to the Urk ruins found in and around the desert. The Sytash have devoted their lives to preserving the
ruins, as well as making sure the evil found in them never grows beyond its current limits. Very few Sytash choose
the adventuring life, though seeing one in Verigal or Alteria is not uncommon. Sytash are often welcomed into any
adventuring group due to their innate good nature and martial prowess.

MALE NAMES: Aamir, Abdul, Baki, Fatin, Gadi, Hakim, Isam, Maalik, Mahir, Musa, Safi, Shunar
FEMALE NAMES: Aaminah, Ayishah, Dalia, Faiah, Galila, Jumana, Mouna, Sa’dia, Sadria, Samar

SURNAMES: Sytash don’t use surnames. Instead they list the name of their father, if female, and mother if
male. This is the name they go by every day. Separating the names are ibn, if male, and bint if female. If they are
married, they add zwaj or zwaja and the name of their first spouse instead of their parent.

FOR EXAMPLE: Abdul ibn Faiah or Galila bint Safi and Abdul zwaj Jumana or Galila zwaja Isam

A Sytash's full name adds their grandfather or grandmother's name plus their tribe.

FOR EXAMPLE: Abdul ibn Faiah bint Isam al-Ja'alin zwaj Jumana or Galila bint Safi ibn Aaminah al-Kathiri
zwaja Isam

TRIBES: Abadaa, Anizzah, Hamida, Ja’alin, Kathiri, Kinanah, Quraysh, Rawlaa,
Romaih, Tameem, Yameen .

All Sytash were born
into one of these tribes.
The tribes have numbered
eleven since the fall of Urk.

ANQ 43LdVHD




ZEVRISH

The Zevrish are a territorial, war-like race that immigrated to the world of Shin’ar thousands of years ago when
~ a series of portals opened on their home world in the midst of a terrible civil war. The Zevrish refugees who made
the crossing quickly began dominating the surrounding hills, subjugating the Goblin and Ogre populations that

. inhabited the area. In the following centuries, the small number of fortified towns became walled cities, often

. warring with themselves as much as any outsiders they deemed to be encroaching on their territory.

| Savage and brutal, but not without a certain prowess and cunning, the Zevrish were the undisputed masters of
the Zava Hills until the coming of Atlantis. Shortly before the Lunar Quickening which brought the island of Atlantis

. to Shin’ar, a Zevrish necromancer in the employ of the War Council of Zor-Mal devised a curse. Its intent was to

- completely destroy the inhabitants of the city of Zalkir, which the city of Zor-Mal had been at war with for thirty

L years. The curse was effective, causing the infertility in nine of every ten adult Zevrish in Zalkir and causing the

& young to become sick and die.

However, the curse was warped by a spike in the Manasphere due to the onset of a Lunar Quickening, and it
instead took effect on the entire race. Zevrish society broke down, reverting to barbarism within ten years.
Countless thousands died, and only one of every fifty Zevrish born survived to adulthood. The race as a whole was
poised for extinction when the Atlantean army came to the Zava Hills. After a small number of battles with the
Zevrish, the Atlanteans parlayed with the War Council in the city of Zobrek. It was found that the petals of the
Liliaceae flower, which grew on Atlantis and survived the violent transfer to Shin’ar, when combined with other
alchemical ingredients, “cured” the curse by suppressing it. However, the cure only lasted a
P short time, making regular doses a necessity. Every Zevrish city soon surrendered to the
Atlanteans, and each was quickly folded into the blossoming empire the Atlanteans had

/] Al begun to create. Birth rates skyrocketed, with multiple births a norm, and the
Yo 3 Zevrish people became the most fervent supporters of their new
overlords.

ZEVRISH TRAITS

+2 Strength, +2 Intelligence, -2 Charisma Zevrish are
strong and intelligent, but they have a generally
unpleasant demeanor.

Medium Size Zevrish are Medium creatures and gain
no bonuses or penalties due to their size.

Slow Speed Because of their shorter legs, a Zevrish
base speed is 20 feet.

Prone to Sickness As a lingering effect of the curse all
Zevrish suffer from, they have a -4 penalty to
Fortitude saves vs Disease both magical and natural.
Poison Resistance A side effect all adult Zevrish gain
from the doses of cure they have consumed over the
years is an increased resistance to poisons and toxins,
giving them a +2 racial bonus to Fortitude saves vs
Poison.

Combat Training Zevrish children learn to wield a
variety of weapons. Zevrish are proficient in Martial
Weapons regardless of class.

Languages Zevrish begin play knowing Zava and
Alterian. Those with high Intelligence can choose
from the following: Atlantean, Tradespeech, Arron,
Juten, Estan, Sylvan, Veri'urk, Meech, Goblin, Giant,
Ruskivan, and Gnoll.
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PHYSICAL DESCRIPTION: The Zevrish are a porcine race of people with tan skin and short, coarse hair down their
backs and arms. They can have any color hair, but their eyes are always a shade of red, orange, or yellow. Males
have short tusks jutting out from their lower lips, both sexes tattoo their faces and arms with past deeds, battles
won, and family accomplishments. The Zevrish are built solidly and carry most of their weight in their torso and
upper body. They have short but powerful legs and hoof-like feet. Both males and females stand at 5'0" - 5'10".
They reach the age of maturity at 13 and can live over eighty years.

SOCIETY: The Zevrish live a pseudo-Atlantean lifestyle. Since the coming of their saviors, they have changed every
aspect of their culture, adopting the Atlantean way of governance and sending senators from each major city to
the Great Senate in Sprata. The rivalries that have existed between the cities still persist, making shouting matches
in the Senate commonplace. They have also adopted the Atlantean architecture, and Greek-style villas and
buildings now dot the Zava Hills. Still very militaristic and war-like, the Zevrish have molded their militias and
armies after the Atlantean model; legions of Zevrish hoplite and legionnaires can be seen all throughout Alteria
and beyond. The Zevrish have bounced back from the curse to be the backbone of the new Empire of Alteria, and
they delight in their new roles as enforcers for their Atlantean masters. Strength, guile, and battle prowess are
highly prized in Zevrish society, as are wit, strategy, and low cunning. Songs about battles won and fierce enemies
slaughtered are sung in every tavern. Zevrish love gladiator matches and chariot races; being the winner means
everything, and placing second place is seen the same way as being the first to lose.

Zevrish children begin receiving doses of the Atlantean made cure as soon as they are born. Children under the
age of thirteen require daily doses, but once they undergo puberty, only require a dose every week for three
years. Adult Zevrish only need one dose every four months to remain fertile, but pregnant females require a dose
every week until they give birth. This dependency has shackled the Zevrish to the Atlanteans, but they see it as a
small price to pay for the survival of their race. The cure is dispensed by the Atlantean embassies in each Zevrish
enclave, but it is only produced on the island of Atlantis.
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RELATIONS: The Zevrish’s in-your-face aggressive attitude and fiercely territorial nature have not endeared them

to many races. Before the coming of Atlantis, they regarded any non-Zevrish to be inferior and therefore fair game

to make war upon. They hunted and killed the Arryn for centuries, as well as virtually scouring the Zava Hills of the

Goblin and Ogre populations that lived there. When the Estanyans migrated west from Verigal, they passed

through the Zava Hills and were hounded by the Zevrish the whole way. Even the Calvoid, who are known to trade 'y
with virtually anyone, would steer clear of Zevrish cities and towns. This all changed with the domination of ;
Atlantis. The Zevrish, at the behest of their masters, now welcome any and all into their cities and play nice with s 6
other races. Most are still wary of this new Zevrish openness, especially the Arryn, but the race seems to be R
genuinely trying to change its old ways. ‘B

ALIGNMENT AND RELIGION: The Zevrish of the past were a chaotic and fiercely territorial race. Little has changed
in that the essence of battle, the thrill of combat, and the deep rooted feeling of being on top of any situation is
still perpetuated by post-Atlantean Zevrish society. Zevrish can be found of any alignment. They worship a trio of
powers, chief among them being Razak, the Never Stopping Force. He is revered as the God of Battle and War.
Strength and endurance is taught by his church, and those who follow the Battlelord strive to meet any challenge
to their honor with a well-placed blow. Zorma the Crone has a shrine in every Zevrish dwelling. She is prayed to for
the protection of the young and the safety of the home. Razak's twin sister, Zagol, has an equally important - albeit
less powerful - place in Zevrish culture. The Thinker is prayed to when battle plans need to be drawn up and a
solution to a problem you can't attack with an ax needs to be found.

ADVENTURES: The Zevrish love to seek out the next big challenge in life and conquer it. Young Zevrish often leave
the relative safety of home once they are free from their weekly doses of the cure to the Zevrish Phage. Both sexes
enjoy a reputation as skilled tacticians and aggressive fighters, and they can be found the world round in the
employ of mercenary companies and as hired thugs. A Zevrish adventurer is a common enough thing to see in the
world that most barkeeps and tavern owners require them to disarm before entering their establishments, lest the
bar fights they are known for starting turn into bloodbaths. 4

MALE NAMES: Acacius, Apollos, Bonosus, Eulogious, Leon, Nicetas, Syresious, Zoilus
FEMALE NAMES: Appa, Comita, Flavia, Helena, Miniciea, Petronia, Silva, Vitula

SURNAMES: Angelous, Balsamon, Glabas, Koressus, Prinkips, Skelors, Tsaphas, Zarides




HALF-BREEDS AND OTHER RACES

HUMANS

Humans of Shin'ar can breed amongst themselves. A player wishing to create a Human character with
parentage from two human races found on the planet can do so, and those characters would have the following
racial stats:

+2 to One Ability Score

Medium Size. Humans are Medium creatures.

Normal Speed. Humans have a base speed of 30 feet.
Bonus Feat: Humans select one extra feat at level one.

(Choose one Racial Ability each from the two parent races)

Atlanteans can procreate with humans found on Shin'ar. The child will have a
50% chance to possess Half-Atlantean traits. Half-Atlantean children are not raised
by the Boule and cannot undergo transformation in the Atomosphera. The child is
typically given over to servants to raise or is adopted by Alterian families looking to
curry favor with the powerful Atlanteans. Half-Atlanteans can be found all over
the Empire, some in positions of power and influence, but most mere citizens
among the multitudes. The most common Half-Atlanteans have an Estanyan
mother or father.

Half-Atlantean is an optional template and can be added to a player who
chooses Human as a starting race at the GM’s discretion. The Player’s size,
speed, and ability scores are equal to whichever human sub-race they
choose. They can also choose one racial ability from their other parent
race.

HALF-ATLANTEAN
Your ability scores each increase by 1.

Mana Resistance. Half-Atlanteans gain a +2 racial bonus to resist Mana
Poisoning.

Innate Spellcasting. Half-Atlanteans with an Intelligence score of 11 or
higher can use the following abilities:
Spell-Like Abilities: (CL 5")
Constant - endure elements
At Will - light, mage hand

The other races of Shin'ar are unable to procreate with one another unless otherwise stated (such as the Eltra
vampires with lllumnarus or Drazil). There have been instances of half-dragons, half-fiends, half-celestials, and
peoples who have mixings of elemental blood, but the native playable races of Shin'ar do not produce half-beings
among themselves.

People that share a mix of blood from Outsiders and other planar beings are collectively known on Shin'ar as
Quickened, or said to have Quickened blood. The term comes from the vast majority of Outsiders on the planet
being trapped here after the end of a Lunar Quickening.

OTHER SUGGESTED PLAYABLE RACES IN SHIN'AR

Aasimar, Centaur, Drazil, Drow, Dwarf, Fetchling, Genasi (Undine, Ifrit, Sylph, Oread), Gnoll, Halfling, Half-orc,
Ratfolk, Svirfneblin, Tiefling, and Veshian
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ortionaRure OTARTING AGES AND AGING EFFECTS

RACE  ADULT MX:;LE OLD VENERABLE MAX?}:UM
Calvoid 25 100 175 200 230 +1d20
Estanyan 15(12)* 35 53 70 70 +2d20
Jute 15 (13)* 35 53 70 70 +2d20
Kalarin 14 45 75 85 95 +1d6
Rusk 10 30 45 55 60 +1d10
Zevrish 13 30 45 60 70 +2d8
zula  15(12)* 35 53 70 70 +2d20
Vergal 15 35 53 70 70 +2d20
Sytash 12 30 45 60 75 +1d6
Meek’ah 20 60 90 120 150 +2d20
[llumnarus 35 100 180 220 250 +2d20
Aravork 13 30 43 50 55 +1d6 *The Jute, Estanyan, and Zula peoples
Arryn 25 65 90 115 125+2d12 | dictate their young reach maturity at
Frode 10 38 55 70 90 +1d10 the ages displayed in brackets, though
Eitrabi 25 75 120 180 200 +2d20 gh”;;igc:t”r;oj O"r:sar:at:’ui;g'_'d ’
Table 1a

The following bonuses and penalties due to age are optional and are described below:

At Middle Age: -1 Strength, Dexterity, and Constitution; +1 Intelligence, Wisdom, Charisma
At Old Age: -2 Strength, Dexterity, and Constitution; +1 Intelligence, Wisdom, Charisma

At Venerable: -3 Strength, Dexterity, and Constitution; +1 Intelligence, Wisdom, Charisma

LANGUAGES OF SHIN’AR

The races of Shin’ar all speak their own language. Sometimes a race might start knowing a second language.
This reflects the sometimes large presence of another race in the region, whether the two get along or not. There
are three languages that stand out on Shin’ar: Alterian, Tradespeech, and Urk.

Alterian is the newest language spoken on the planet by large amounts of people. It is made up of a mix of
words and phrases from Atlantean, Estan, Sylvan, and Zava. It is the official language of the Empire of Alteria and it
is spoken in every province.

Tradespeech was invented by the Calvoid in an effort to establish trade relations with as many people as they
could. The Masters of Mana have brought their clockwork and mana powered wares to every corner of the planet.
Tradespeech is spoken in every major city on Shin’ar and any place where the Calvoid are commonly seen.

Urk is considered a “dead” language. Only sages and historic scholars claim to have a complete understanding
of the ancient language. It is, however, the foundation for five languages spoken by modern people, notably the
races that diverged from the mighty Urk Empire. The Eltra speak Eltra’urk, otherwise known as High Urk. This is the
closest to the original Urk still spoken today. The nation of undead and monsters claim to be the true decedents of
the extinct people. Avar’urk, spoken by the Aravork, is closely related to Eltra’urk and shares many root words and
phrases.

Bej’urk is spoken by the Sytash who roam the Great Desert. It, along with Vesh’urk, spoken by the Veshian
snake people, are known as Low Urk dialects. The two people can trace their lineages back to the fallen empire
and the ruins they still inhabit to this very day.

The Vergal speak Veri’urk, a mix of Old Zualo and Urk. The Vergal, like the Urk, trace their own lineage to the
Zula people, and the first humans to enter the Great Jungle thousands of years ago. The City-States of Verigal each
speak their own dialect of Veri’urk, but enough stays the same to still consider it a single language. Someone
visiting from the City-State of Combra would be able to hold a conversation with someone from the City-State of
Montero just fine.
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ALTERNATE RACIAL ABILITY SCORES
OPTIONAL RULE

Manastorm: World of Shin’ar for the Pathfinder Role Playing Game uses ability scores for the races introduced
that follow the standard bonuses and penalties found in the Pathfinder Core Rulebook. If you would like a more
diverse and accurate game, you may use the ability score modifiers listed below, as they better reflect the races’

lore. — Aravork
+2 Dexterity, -1 Strength, -1 Constitution
Arryn

+2 Dexterity, +1 Charisma, -2 Strength (in smaller
arms only)

Calvoid

+2 Intelligence, +1 Constitution, -2 Wisdom
Eltrabi - Drampyr

+1 Dexterity, +1 Strength, -1 Charisma, -1 Wisdom
Eltrabi - Vampyr

+1 Dexterity, +2 Charisma, -1 Strength, -1
Constitution

Frode

+2 Dexterity, +1 Wisdom, -2 Strength
Human - Estanyan

+1 Dexterity, +1 Charisma
Human - Jute

+1 Strength, +1 Constitution
Human - Vergal

+1 Intelligence, +1 Charisma
Human - Zula

+1 Dexterity, +1 Constitution
lllumnarus

_ +2 Charisma, +1 Intelligence, -1 Strength, -1
- Constitution

Kalarin
+2 Dexterity, -1 Wisdom
3 Meek’ah
P +2 Dexterity, -1 Constitution
Ry Rusk
' +2 Constitution, +2 Strength, -1 Intelligence, -2

Charisma ALONZO MONTEZ DE FATERA
Sytash FAMED EXPLORER AND

+2 Dexterity, +1 Wisdom, -1 Strength CARTOGRAPHER

Zevrish
+1 Strength, +1 Intelligence, -2 Wisdom
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The races of Shin'ar have lived on the planet long enough to form intricate societies, and generations of

. exposure to the Manasphere and its wonders have given rise for some to include martial, divine, and arcane

traditions practiced exclusively by their people. The new Hybrid Classes introduced in Manastorm: World of Shin'ar
are restricted to its race and culture only. In some cases, the tenets of the class prohibit teaching to outsiders, and

- some are even impossible to obtain due to physical or psychological limitations. That being said, there will always be

that one player who wishes to bend the rules. We strongly suggest limiting the cross-racial play of hybrid classes to
any campaign, and making those whom you do allow, to come up with an interesting and unique reason for doing

| s0. Taka the Rusk Aerialist just does not make sense, as many of the classes' skills are based on the Aravork's natural

ability to fly. But while there has never been the case of a Meek'ah Anointed Knight, one can argue in favor of

| creating one, if they have a well thought out back story on why there could possibly be one. As always, this is up to
| the GM's discretion. Just have fun with it!

BARBARIAN Those who live purely off the land and Jute clerics pray to the Trinity, the group of related
survive in climates usually inhospitable to others often ~ goddesses that help guide and nurture the nation, but
are called barbarians. These people, for whatever each cleric chooses one of the three to be their personal
reason, choose to live away from the relative comfort of patron. Players cannot have more than one patron deity.
civilization. Barbarians can seem confused by other This rule prevents clerics from multiclassing into another
societies, and can become angry at the apparent class that requires a patron deity, unless the new class is

weakness of those who live in walled enclaves or who supported by their previous deity. For example, a cleric
chose to settle down and work the land. cannot multiclass as a druid, unless their patron deity is a
nature based deity, as all druids must have a nature
based deity as a patron. Clerics can be found all over the
world and from any race.

There are many races on Shin'ar that count
barbarians among them. The Rusk, Jute, and Meek'ah
peoples being some accustomed to barbarians in the

midst. Estanyans who chose not to bow to Atlantis DRUID Those who feel a calling to protect nature, and
wander the plains, staying ahead of the legions, and ensure its constant survival in the face of encroaching
these renegade tribes are often led by a charismatic civilization, are sometimes drawn to the druid class.
barbarian chieftain. The Zula, Sytash, and Aravork Druids must follow a patron deity, and that deity must be
cultures allow for fringe elements to exist, and a nature based power. Some druids do not see a clear
barbarians are often counted among them. distinction between nature and the divine touch of their

nature centric deity. To them, the tree, the rock, the bee,
and the bat are all aspects of one greater being. The

either through music and song, or through dance and preservation of the eternal balance is paramount to
poetry, are a welcome sight in'many taverns and feast druids. Some evil-aligned druids have been known to spill

the blood of those who despoil nature, and seek to push
halls. . .
back progress to a time when the planet was wild.

BARD The calling of the bard is felt and accepted by
many societies. Individuals who chose to entertain,

The Arryn revere bards and minstrels as divine
mouthpieces of their goddess. The Jute raise up bards
(or skalds, as they are called in the old tongue of Jutan)
as folk heroes, and the lllumnarus have a special place in
their culture for singers and dancers, especially those
who work a bit of magic while doing so. Bards can be
found in any region. Sytash and Zula storytellers travel
from tribe to tribe learning of lore and stories of deeds  FIGHTER The single most common class found on Shin'ar
long ago to pass down to the next generation. is the fighter. Songs and stories told by bards often star a
famous fighter who slew a dangerous monster or held
back hordes of enemies so his fellow villagers could get
away to safety.

The Zula and Jute count many druids among them.
The two human cultures have grown to revere the land
itself and protect it from those who wish to exploit it. The
Rusk an