The first world was decimated 5000 years ago when the dying god Kalderme tther&ydeil
from the heavens above and struck the world. His children, the Seven Daugbterspped
from orbit around the silver moon Soleame as the doomed god passed. The daelftaahsef
world soon after their father, each raining fire and destruction, resh&gingptld into chaos.

Upon impact fire and ash, and great tremors tore the world apart, shapioigabs. Where
once a mighty solitary landmass guarded the Eternal Ocean the worldokes Bsunder. With
the quakes came tsunami and even greater destruction, and in time newrsdasrwof the
Eternal.

The moon Soleame, a goddess in her own right, and partner to the mighty Kaldepirears
of blood as she mourned the loss of her daughters and the destruction of the world dvehhic
kept endless vigil. When the smoke finally cleared on the world below thesmifgivors could
see the silver moon was crimson and alone.

Seeing Soleame’s despair, Ladin a distant god, just barely visiblesautieern autumnal skies
of the Eternal Ocean before the day of godfall, spoke to her through a Vgsantiful Soleame,
you and Terra are among the chosen of mighty and high Solas. Be not dismayed of the comet’s
passing as now the two of you are nearer than ever before. Kalderme shall aader fvtom
your side again. And of your beautiful daughters, though | weep for your loss, they too have
joined with Terra and Kalderme and become one. In their wake they give you a@iftnight
remake the world from chaos anew, as you would have it. Mighty Solas ig thnlifer though
you are the mortal’s champion. Do you not inspire the lovelorn, and bewitch the deamer
Become these mortals’ queen and give them order; your daughters will lovegogit them.”

Soleame thought on Ladin’s words and replied the next rilgbit. remind me of love and duty
to those who have passed and those who remain. You are right as you say, my loves Have joine
with Terra and in turn with the mortals; this thought brings a smile to my weey. | am no
gueen to rule over them however. My daughters, if anything else they velechy heart. | will
petition Solas to give unto these mortals on Terra an aspect of each my daughtersheytha
may love me, and | them.”

Solas heard Soleame’s plea and granted it to his is favored daliineigh Kalderme was
my scout of the heavens and my companion since inception | could not save his doomed accent
into Terra... though | have ensured he has not met oblivion. Kalderme will answenyess as
you orbit your elder sister. The Oceans and seas that he and your daughters havel SealVne
be your providence as you wax and wane. On the eve when you are brightest heli¢teall be
high to be near you. Your daughters’ spirits are now infused through out the mantilis yall
change them in time, to become more like each of your lost children. Aaweasked, through
their spirits, all mortals will revere you though be warned as they may codespise one
another.”

With Solas’ decree mortals gradually transformed into the many nadegesie quick to scatter
across the world seeking refuge with their own kind.

The next eve Solas called all of his children to him so that he mal: Sjpeagods left their
domains one by one and slipped into mighty Solas’ realm of ligh&we spoken with Terra and
she believes that already the mortals have changed beyond that of what nature pdten
having binding them with the sprits of the Seven Daughters some mortals ooigthisk
themselves as gods. | knew that they would have a measure of power, and | see the goodness



within these mortals, though | know some will be driven to seek even marécahnot permit,
or soon Terra and perhaps later ourselves, will be in peril.”

“I am sending each of you to become a patron of the mortals. Each of you has unique
personalities and ideas, ambitions, perhaps even petty jealousies. Bsadefluence them as
you will. As your father | must remain neutral, but remember | will do whatt shosild any of
you go too far.”

“Your power upon Terra shall be directly tied to the number of mortals willirdietén your
service. You will create domains where each of you rule supreme away fr@naljglace where
mortal spirits will dwell once they leave their lives behind. How yward your followers, and
what becomes of the mortals while they live upon Terra is up to you. Your doritidiesas
such that not even | may enter with any measure of divine might unless invited.”

“Some of you will be tempted to prey upon the flock of other patrons, or perhaps everthesic

and it must be permitted so sayith my consort Chaos. The mortals will knoiméhastthe

beginning of the second age. At the end of the third age a reckoning and a tally editiducted.

The god with the greatest flock will have most of the power of Seven Dawyided to their

own... power enough to usurp me as lord of creation if that should be your goal. Should any god
fall during this struggle the lost flock, the god’'s domain and all within, as wéfieaduties and
powers of patronage will be taken up by the slayer or divided by council. Theweasgs for a

god to return from death, but true oblivion is the solitary domain of Chaos. Fromaohlexen

Chaos herself cannot return.”

“Be it known that | too will be involved in this great contest so if any of yoeMeeyourselves to
be a wiser ruler than I this is your opportunity.”

“Chaos will remain with us all, bringing fortune and misery to ourselves and thelmag she

is wont to do. Though she is a mother to us all Chaos must exist with order or shenwippan
herself, devouring existence into nothing. By becoming patrons to the mortald prewvaht a
measure of chaos on Terra should they decide to walk as gods do and it provides miywithnso
the necessary uncertainty she needs to hold herself together while ®agiything apart. |
cannot help but wonder if it were she that caused Kalderme'’s fall, knowing we woudd act a
such... perhaps she saw too much order in things already.”

And so creation began anew, and the gods walked the world as men seeking teldltmtks
in order to become supreme or simply to survive. The mortals, rememberingadberice of the
first age, coined the new and broken world “Deuxterra,” the second world. péetasf
Kalderme and Soleame’s Seven Daughters gradually filled the surmnangls’ hearts and
minds while transforming them into races over the next several generafiortals discovered
greed, jealousy and prejudice and war was soon to follow.

The Deuxterra Campaign setting is a place of magical awaking and gdobgéry. Only

a few thousand years have passed since the time of “Godfall” when the comet god
Kalderme and his Seven Daughters plunged into Terra bringing destrantio
transformation. Humans have become the dominant race upon Deuxterra as they are
quick to reproduce and borrow ideas from other cultures. As luck would have it for
humanity, most of the other races are on friendly terms or at least willirepwith the
ever expanding human empires and kingdoms.

Humans, or man as they are known across Deuxterra, are quick to incorporate new
technologies discovered or taken from conquered lands into architecture, wadfare a



perhaps most dangerous the sciences including magic. As man is so short lived compared
to the other races they are most apt to work quickly and make bold decisions in order to
leave their mark upon civilization and the world.

The Shide is the collective name for the many Elven and Sylvan sub-racésie8icat

across Deuxterra, adapting to almost every environment without disturbing theebafa
nature is the legacy of most Shide folk. Among the Shide, magic and art are almost one in
the same. Though slow to bare children, and multiple births a cause for greattiaiebr

the Shide universally enjoy a long lifespan. Some of the Shide elders renthmbiest

mortals to inhabit Terra the One Race; those who were bonded with the Seven Baughter
and begot the many races. Though those mortals are now long gone, some of their
children grew to become the foundation of the Shide folk lines. Today’s elders would
have been but children when the original mortals told the stories of the Godfall and the
scattering of the land, and likely remain wary of the prejudices of the oites.r

Deuxterra Player Characters

Deuxterra is the golden age of the mortal races. Though technology and sadegy v
across the world much is still new to even the longest lived of the mortal racesefDeeuxt
characters will be laying the foundations for the world and the ages that folholay's
magic items researched and designed by those of the Golden Age become tomorrow’s
artifacts. To reflect just how much divine might flows through the lowliest heragluri

the Golden Age many races have been enhanced beyond the D&D norm, though as
generations pass into the ages so will divine favor diminish within the races.

Players begin as champions and will eventually walk as legends or perhagbenter
divine cosmology in their own right. The deeds of heroes and villains alike during the
Golden Age of Deuxterra will become the benchmarks by whom all are judged in the
future. Few ancient treasures and ruins remain as a legacy from the €nadtegh
someday the many races might come to understand they are a living etaant

Player Character Races of Deuxterra

True Elves

The elves upon Deuxterra are broken into various sub-races as is common on other
worlds in the Prime Material Plane. The elves of Deuxterra have many mferentits
than the cosmetic and philosophic barriers surrounding the Elven sub-races of other
Prime Worlds.

Lunasolj the Moon Elves; Soleame’s Chosen

Unlike other elves the Lunasoli are truly immortal and will not ageihe middle adulthood by
human standards; they are said to live for as long as Soleame remhab@avens. Lunasoli are
immune to natural and magical diseases, energy and level draining #ffecteagical and
undead sources, and will live forever provided they do not succumb to a violeceatual

death such as from combat, drowning, or a fall. The Lunasoli are unable to proditiEb/éta
offspring, though they may mate from any among the True Elven sub-racesuogeotiue



Lunasoli child... though these births are even rarer than a child from awitiolboth Lunasoli
parents.

Lunasoli are tall and graceful humanoids, 6 foot tall is the norm though soamgasarious
bloodlines stand as high as 8 foot. All Lunasoli are thin, almost gaunt by Huanaarsts, and
have a slight blue-green tint to their skin. Hair coloration most common isirrupieblond or a
radiant silver, though those with a gift for sorcery occasionally halli@tricrimson hair with
streaks of silver throughout, giving them a flame like appearance.

Like other true elves, the have the distinctive pointed ears and slighatigular faces. While the
other true elves require time spent in reverie, as humans requpeteleé&unasoli only enter
reverie on moonless nights.

The most common alignment among the Lunasoli is Neutral Good, as reflected bgdietyr. s
Theirs is a society without government, crime, taxation, or even nolddlinles. The majority of
Lunasoli simply work within society for the greater good of the population anuatieal world.
Wealth and individual property are concepts the Lunasoli aratélnpting to understand,
though some artifacts and magical devices are kept secured by priestscamdrs until they are
needed for piety, celebration, or defense.

Lunasoli receive +2 Charisma, +1 Wisdom, -2 Constitution, & -1 Strength uportigrara
creation. Their preferred classes are Sorcerer and Cleric, and niaglasd without penalty
from these classes.

Lunasoli characters also receive the abilities common to Elvenctbiemas described in the
Players Handbook.

Terasoli Faire (Gray) Elves; Terra’s Song

Terasoli are the most social of the Shide Folk, willing to have trateenwighboring
communities and races, even goblins. They are an inquisitive people seaknutptstand as
much about the world and those they share it with as possible. Like most edvesrdholi are
extremely long lived, 3000 years or more is not impossible, but as the worldlysramade
there are few among the Terasoli of such an advanced age.

The Terasoli, the Faire Elves as the Humans sometimes call thencoimwmerce simply for the
contact it provides them with others. It is not uncommon to hear tale ofeaEfamerchant
haggling over the price of a prized Elfwood Cloak for hours just for the peea$the argument,
only then to sell the item at the customer’s original asking pricesddo value money and
riches, but not for what it might by them but where the funds might lead them to.

A rich and varied oral history containing stories unblemished or embellishé¢ldeapride of
Terasoli Bards, who act as the official historians of many Terasolincmities. These tales are
often of other races and cultures the Terasoli of contacted and trabedvdven waged war
upon. In fact, the Terasoli definition of an enemy is one who will notliste tale or is
unwilling to share one of their own. The many Orc and Goblin tribes ofteraskEetasoli Bard
to mediate their own disputes or simply to drink the spiced wines and hées sfahe tribes
own often violent past.

The Faire Elves are unique on Deuxterra in that they have never beeth waone Established
human and even Orc communities have invited Terasoli settlers to live ameon@$ one of
their own simply for the tales, craftsmanship, and commerce these réfeagkees bring.



One might think that due to their travels and wide association tladlenumbers could be
dwindle. That would usually be a correct assumption if not for a remarkabtgagited to them
by Terra herself. As the Terasoli travel they live and love fré@ébnogamy is a concept many
Terasoli have tried but simply could not live with. With such a lust ferdind love, many have
coupled with Humans, the occasional Dwarf, Halfling and even Orc though anyrajfspri
resulting always results in a true blooded Terasoli child. Thianable trait had encouraged
more than one Human ruler to take a Terasoli as a mate, hoping to producenatiigieir. The
Faire Elves simply think of this rare trait as a reminder to thesrapon DeuxterrdAs once we
were all one so shall we remairLike other True Elves the Terasoli birthrate is quite low; a
mother might have 2 or 3 children over her vast lifetime.

The Faire Elves have received their moniker as Gray Elves due tdéregray coloration of
their fine hair. With slightly triangular faces, large almond shapedhtoeiges, dusky rose colored
skin, and full lips the Terasoli are a beauty to behold. They stand 5 to 6tallfesth the

average being about 5.9 and men only slightly larger in frame than their womerergkeli are
slighter of frame and musculature than Humans, but not so much as their Lunasio.cou

Terasoli receive +1 Charisma, +1 Intelligence, +1 Dexterity, -1 Congtif& -2 Strength upon
character creation. Their preferred classes are Wizard and Bardagndutti-class without
penalty from these classes.

Terasoli may cast charm person 3 times per day as an innate abilitye ’2é&anks of Spellcraft
and 1 Rank of Concentration, in addition to the abilities common to Elven charast@escribed
in the Players Handbook.

Azimpari The Wilder Elves; Ladin’s Gift

The Azimpari, or Wild Elves as the Humans often call them, are a nomadic peopétingd
many tribes. Across Deuxterra there are five scattered domains thieedzimpari have
established dynastic kingdoms, though court is never held in the same doeg for

Desert Kingdom oHanosh

The Azimpari who dwell in the desert kingdomHtdinoshare distinguished by the chestnut
brown coloration of their skin and long course dark hair. Among the True Blétanosh
Azimpari are unique in that the males often have facial hair. The Hanasipazare all but
caught off from the rest of their kind, and have little desire to seek themeaaih B swift and
sure for any outlander, including an elf, venturing into Hanosh uninvited, or aividasut
proper tribute for the Great Sheik of Hanosh.

A few hundred years prior to the current Great Sheik’s rule the Hanogsaromquered a
human settlement and a several Halfling tribes that once were thef@umighty trade empire
to the lands west. Today the human influence can be seen in the luxuriesamidhles camel
herds which have become synonymous with Hanosh culture. The exotic spices, eappbns
such as the scimitar, and the bold fluid alphabet the humans brought withakerbeen adopted
but no human life was spared. Halflings were spared due to their size... HieSGegk thought
them akin to killing children and did not want to dishonor his warriors bladesigh their
families were spared the Halflings are slaves in the tents of hlangsh families.

Hanosh Azimpari are typically Lawful Neutral, and benefit from thecKing Feat and 4 ranks of
Survival upon character creation.



ThelcehielmAzimpari

Those Azimpari of thécehielmarctic and tundra have milk white skin with white, or less
commonly, ice blue hair. Those with the ice blue hair are often seen as hagimgarked for a
destiny as a shaman. The Icehielm Azimpari are ruled by an ancient vegjtndralled
Friezmaygul and his mate Glacierwind, both of whom survived godfall. The dragogsaen
monthly ritual of offerings consisting of narwhale and seal to ease teaakhunger. The
Icehielm Azimpari believe the dragons to be agents working on behalf gbtise and will do
nothing risk tasting their wrath. The whites fiercely protect tWegmpari, caring for them as a
human would a favored pet. These Azimpari have adopted the dragons’ philosdiploigts
entirely, kill any outsider or be killed yourself. Icehielm Azimpari amsthoften Chaotic Neutral.

The 3 Azimpari Kingdoms south of the Icehielm ridge are known to the artic alvesisteady
truce is currently enjoyed among them. The elves of Icehielm think thetobiesr are bedeviled
or bewitched by their “evil” patron god Ladin and want no part of them or their trade.

The Woodland, Prairie, and Mountain Azimpari enjoy a kinship among the tribeslamtiseof
Yyulhaird where the 3 Azimpari Kingdoms of Denosh, Metviea, and Arbadore nresthehe
Gateway to Icehielm. The kingdoms enjoy a symbiosis of trade and proteotiothe ever
encroaching human and goblin races.

The 3 kingdoms are each led by a Priestking dedicated in service to the goadHaath
Priestking sends acolytes to the neighboring kingdom with merchahtgoads. The acolytes
meet with the neighboring Priestkings and other officials attempiidgyine the will of Ladin.
Additionally, the kingdoms each blend their troops into one another's armyfsortopen
spying agreed upon by the Priestkings so that no one power will become tjraatiére other.
The guardianship of the Gateway to Icehielm is the solemn duty of each kingdorof Bee
Azimpari to the north and their draconic masters is sufficient to ptewech instability between
the 3 kingdoms.

The Yyulhaird Azimpari Kingdoms
Woodland Kingdom oArbadore

The Woodland Kingdom oArbadoreis home to the sacred tree of life, a place where the gods
Laden and Soleame were said to have gathered to morn the day of godfall. Sap freendhe
life is said to cure all wounds, heal diseases and even impart life ontotny who have fallen.
The alliance of the 3 kingdoms was ratified around this tree, so thatialpari who have heard
Ladin’s word may have access to it.

Citizens of the Arbadore Forests have slightly tan skin with hintgleér throughout. Their hair

is often dark blond to a deep auburn, though black is not uncommon. The Arbadore Azimpatri
stand shorter than most Azimpari due to their time spent in the treetops, 3&"is the norm

for Arbadore males. Arbadore Azimpari are typically Chaotic Good. These &loesl enjoy 4
ranks of Move Silently and 4 Ranks of Hide in Shadows at characteiocreati

Kingdom ofDenosh

The mountainous landscape of enoshkingdom is the source of two major river systems, one
reaching the length of the continent. The Denosh Azimpari live in naturailyrotg caves and
make their fortifications along the peaks and ridges along the ramkgethiei other Azimpari the



Denosh are nomadic thus there is little in the way of improvement ateatcine within these
caves except for the occasional burial and holy sites that have beenaenst

The Denosh have heard tales of dwarfs in far away mountain rangesehaittiv the
mountains, though express dismay when reminded these dwarves mine their méomntains
minerals, gems and metals. Generally, when the Denosh are in need of mgeiththiPriestking
and his acolytes will fast for a week and pray to be led to deposits lying open air. Prayers
are offered to both Ladin and Terra, so that they might make just war oroftdzd&ness. If the
prayer goes unanswered, typically the priestking will offer afsagrfour rams and a single
Azimpari male warrior. Such sacrifices are not days of sadnessbutee of great joy and
honor among the Denosh.

Sacrifices remind the Denosh of the balance that must be maintairkthings, and natures due
must be paid. The sacrifice is typically given directly to Terractire¢hrough the priests of
Ladin and the Priestking. On those occasions when signs point toward Ladin demanding a
sacrifice the Denosh believe they have committed some grave crimestdyi.

The Denosh stand about 5’2" to 5’8" with skin coloration from a dusty white to a ruddy brown,
and typically black or brown hair. Among the Azimpari the Denosh are the most anscd|
broad shouldered, though still a bit fine boned by Human standards. Denosh Azimpari ar
typically True Neutral and Chaotic Good and benefit from 4 ranks of any Knowledgafor C
Skill upon character creation.

The Prairie Kingdom oMetviea

TheMetvieaPrairie Kingdom is home to the most tolerant of the Azimpari. These eiles w
occasionally welcome travelers who have lost there way and found thesnisetlre Yyulhaird
prairie lands. Usually, the Metviea tribes will camp with the firers and offer to reequip them,
before escorting them out of the Yyulhaird the next morning.

These Azimpari follow the buffalo herds as they crisscross theepaaid drink at the foot of the
northern mountains. Metviea society is based around these buffalo, thoughethdgatrat
farming and other domestic skills. Wigwams and teepees are the prefecmmmodations,
though when great storms are predicted they will escape into numerousskarst usually
reserved for drying meets and storing hides, to avoid the tornados that plaguaitie.

The Metviea have developed a silent sign language called T'rid, thégrusster with the other
kingdoms and to instruct troops without giving away position in battle. Tdnslanguage is
often the first greeting any outsider will receive when approached. Wdes=how the outsider
knows the T'rid, the safest behavior is generally to open your armsikedan eagle in flight,
and kneel. This bit of lore has been carried to the more civilized lantis Isy a handful of
prisoners who were allowed to escape.

Trust is hard earned among the Metviea, but worth it. Should a lost treaedére help, needed
or not, and do as the Metviea say while in their lands, travelers wél draexcellent chance of
remaining alive. Tales are told of a human traveler returning to theoétlge Metviea prairie
and making a fire to alert the Azimpatri of his presence. His actioseasas respectful, so the
Metviea went to investigate. The human brought gifts of silver ore aretlswads from the
south, along with a fine blue steel sword. In time, as the story goes, theamad the tribe’s
trust and was made an honorary Metviean.



Metviea Azimpari are typically Neutral Good and Chaotic Good, and receivedhbkiig Feet
free upon character creation. If the Metviean character is a Rangerdedieoe Tracking as part
of the starting package) allow the player to select a different Fee

All Azimpari receive +1 Constitution, +1 Wisdom, +1 Dexterity, -1 Intelige, & -2 Charisma
upon character creation. Their preferred classes are Barbariany Badggeric, and may multi-
class without penalty from these classes.

Azimpari may cast charm animal 3 times per day as an innate abilitppAdi characters also
receive the abilities common to Elven characters as describeditetfexs Handbook.

Kaldeydra Elves of the Deep; Kalderme’s Children

The enigmatic Kaldeydra are elves who have adapted to life under tideapd Kalderme's
essence touched a kingdom of elves that were to be consumed by a raginig eoigaion.
Appearing as a vision before the doomed Elven nation, Kalderme led the eivibeintifety of
the sea.

According to legend, these children of Kalderme guard a vast undergsa tiadicated to the
moon goddess Soleame, built by the breath of their patron god. The god and goddess’s love i
celebrated each full moon when the oceans rise to their greatestdwimgd the globe. It is

during this time that sailing ships crisscrossing the trade rbatesreported occasional
remarkable sites out among the waves. Naked Elven maids dancing in thenilesfsom any

land are the most common tale, though to much ale or horrors such as tiagpiess are

thought to account for many accounts told in the port cities.

Kaldeydra swim with the dolphins and whales of the deep as they explomstheaters which
have become their home. Two vast Kaldeydra metropolises, three ciliegdund the wrecks
of lost ships, several villages, outposts and temples form the AquaieleEmpirght the
Kaldeydra often venture beyond their established territory to seek adventdefend against
creatures of the deep. The whale riders of Tymor and the Aquaiel gugathe primary means of
defense against threats such as maurading sea trolls and mairtaithiogler among the
various Aquaiel communities.

The Kaldeydra are a deeply pious people, owing thanks to the master af Kedderme, their
patron, and a loving devotion to the moon goddess Soleame who controls the tidese$tu Elv
the Deep inherit what is lost at sea from vessels of war and trade iiBem#tis includes vast
stores of gold, wine, art or weapons of war. With the Human Kingdoms becomingntieypr
powers along most of Deuxterra’s costal waters the Kaldeydra havepmsy@n appreciation for
Human items, and a brisk trade is enjoyed for these artifacts.

The Aquaiel empire allows all who swim Kalderme's waters adoelser cities, including the
often vicious Sanguine and the occasional Githyanki band. Though this policyldee®athe
occasional violent encounter within the empire, it is seen as necéssaaintain Kalderme’s

blessing.

Kaldeydra are a people trapped between two worlds. The long for the sky amaitieés of
Elven society as it was known before they entered the sea, though thelgddveedom and
beauty of the open waters. The Elves of the Deep can venture above thevestemto dry land
though for only a short time. Even magic, such as an Air Breathing Spell willowtthem to
break free of the waves for more than a short while. Kaldeydra may raipaide only for a



number of Turns equal to their Constitution score; a Constitution Saviogvisirequired each
Turn following this limit, or they fall unconscious and take 1 HP damageopadrafterward.

The Kaldeydra have various skin colorations depending upon their linage. Mbthearl and
pale aguamarine blue are most common tones though occasionally some linesonalvpiakc
hue. Most all Kaldeydra have either brown or kelp colored hair, though psiesteih blond
hair are celebrated as favored of Soleame.

Kaldeydra are typically Neutral Good and Chaotic Good and, receive 2 ra8geltdraft and 2
ranks of Religion upon character creation.

Kaldeydra receive +1 Intelligence, +1 Wisdom, +1 Dexterity, -1 Constitutio, Strength upon
character creation. Their preferred classes are Cleric, Ramydtage, and may multi-class
without penalty from these classes. Kaldeydra may cast charm animas3per day as an
innate ability and benefit from the Feat Weapon Focus.

The Drow the Dark Elves

The Drow are not native to Deuxterra, and are largely unheard of by moskediligface races.
A conclave of wizards seeking to peer into godly realms using an ancient aaduy@ntifact
accidentally transported the entire Drow city of Nez Cheaad deep istedhid from the ancient
world known as Toril on the Prime Material Plane. The artifact wasaled in the process, thus
stranding the city on Deuxterra.

For millennia the Drow have worshipped Lolth, the spider goddess of the Demoris:ethii
recent accident has left the dark elves cut off from Lolth, or she dysimat answering. Like
most Drow civilizations, Nez Cheaad was a matriarchal society witpribgtesses of Lolth
ruling the city with an iron fist. 10 Great houses and as many as 40 lesdegsfaaniticipated in
city government, all answering ultimately to the Matron Mother ofiteehouse.

In the few years since Nez Cheaad arrived on Deuxterra the city has seeousumeellions

and a complete overthrow of the matriarchal system. Without Lolth to lggapiriestesses power
they were unable to hold onto power for long. Today, Nez Cheaad is a ruled by a handfid of
Drow wizards. There are those who would rather fight and die than abide biagpsemy,

while some Drow hope to gain the favor of the strange gods of this realrhaltitianswers

their prayers.

The Drow were not alone when the city came to Deuxterra, a number of regastdo the
Underdark of Toril came with them. Most were simple slave laborers an@émagies while
some are far more dangerous such as the deadly mind flayers known asitig. lllit

Drow receive the racial adjustments and Traits as described in treeviddanual.

Other Shide Folk
Dionne-Shide

The Dionne-Shide are as long lived as most elves, though resemble humart éxdrpt for
their violet hair. At present, the Dione-Shide live solitary live$inithe forested area known as
Humea'’s Grove. They are familiar with some of the other Shide rthoegh prefer to remain
left to their own, neither trade nor threats of conquest do much to sway the Sioiciecfrom

the isolationist ideals they hold dear.



Dionne-Shide see themselves as the hereditary heirs and protectors ofsHaroea, where one
of the Seven Daughters, a demi-deity known as Humea fell. A huge meteocénteeof the
grove is believed to be her remains. While most of the meteor was @elstqogn impact it is
still easily the size of a 10 human homes, and all but immovable. A green-dtialetimat pulses
with magic and the thousands of multihued crystals projecting from the stohédineetions are
immediately noticed upon viewing the immense stone.

The traditional role of the Dionne-Shide people is that of Druid, in setwi€erra and Paenilapi
the Goddesses of nature and divination. While most among the Dionne-Shide doinairobta
actual power (levels) as druids, there are those of greaasHilvisdom.

Those lowborn among the Dionne-Shide without the wisdom or the talent for Driiigical
become farmers and part time warriors. The study of magic and open prasticessy is
forbidden within Dionne-Shide society. Sorcerers when discovered ard fortaave forever,
while mages and other wizards are most usually executed. It is uncommon farardorbe

born among the Dionne-Shide, but not all together uncommon during the last 200 years for a
young male to hear tales of powerful human and elven mages, and seek out trealvemtares.
The Dionne-Shide are a passionate people and acknowledge that the world israpmace,
though their world is within the Grove.

Dionne-Shide are a people in constant physical transformation. All are blernseseually
mature by 20, and by their 30§ear begin to assume the form of a female. After a century of
being something between male and female, the feminine transformatmmpdete and the
Dionne-Shide is once again fertile. Finally, after 600 years of womanhood theeEghide slips
into a deep sleep and is transported somewhere hidden from the world, grbyeitte power of
Humea. While sleeping the Dionne-Shide forms a crusty cocoon about hersairaiasrwithin
for 20 or more years. Upon emerging from the cocoon the final stage of Dionne-f&himmgins.
Although no longer fertile the Dionne-Shide has become a thing of androgynouswigauty
wings like that of a butterfly, a body as beautiful and graceful as §randlthe abilities of a
native outsider. The Dionne-Shide view their unique life process as iefiestion of the natural
order...experiencing new lives without death.

All Dionne-Shide possess a number of gifts granted to them by their proxinkitymea. They
may heal Light Wounds 2 times per day, Cast Faire Fire at will, Detedt Magill, Charm
Person or Animal once per day, Pass Without Trace once per day, and are tommatoeally
occurring poisons. The Dionne-Shide may not use any metal weapons or armort wasss i
made from the body of Humea; and she has only allowed this to occur a fewdtohe=atury.

Dionne-Shide receive +1 Wisdom, +1 Dexterity, -1 Constitution, & -1 Streargttlthey also
benefit from the Weapon Focus Feet upon character creation. Their prefassss @re Druid,
Fighter and Ranger, and may multi-class without penalty from these<lassst Dione-Shide
are Lawful Neutral, though many of their greatest Druids are True &leutr

The Selee

The Selee is the name given to many of the Sylvan races and creatnge®tether under the
rule of Boy King, Dieter Pan. Fairies and Sprites, Nymphs and Dryads, CeatiadiiSatyrs live
within the Forever Wood, a secret and mysterious place where human anchétirem @are said
to be taken and replaced with doppelgangers, or vanish entirely



Though the many races that compose the Selee Court are found across DéListeeree where
they are guaranteed life unmolested by outsiders and unhindered by deatlalflHgdh boy
Dieter Pan ran away from his human father, a boring and scholarly fellow, &@tbgears ago.
Dieter was constantly scolded for allowing his imagination to run avitiayhim and for failure
to do his chores. Dieter craved tales of his late mother that he relisaestinadl boy when trying
to fall asleep, but more than anything he sought adventure. A few weeks afteg raway,
when all thought him dead or lost for good, Dieter would have starved to deatkeexiagmight
in the woods.

Dieter’s life was saved by a group of fairies playing in the autumn nightmglgéecal creatures
made a fire to warm the boy and brought him food. They were impressed with Diéter'sl
stubborn refusal to return to the world of man. Pan played games, sang, and penfameous
practical jokes on the fairies who adopted him as their own. Amongfttiges one fell in love
with the boy’s innocence and reckless abandon, and decided to follow him arhgisetravels
should take him.

One winter the pair was traveling through an unexplored expanse of the weodhely came
upon a forgotten shrine dedicated to the God Wyntaera. The sealed shrieavesd by two

Satyr priests of this little known god, and they told young Dieter all of ¥éyat wonders,

though said that not even they could enter. Watching the Satyrs praysmamnghivanting to
participate, the boy drank deep of wine for the first time in hislié sung to the Satyrs for all

he was worth during his drunken revere. The next morning the priests were edovherfound,
the seal to the shrine was broken and its doors open wide. A glowing light beckoned yaiang D
to come within the shrine.

The God Wyntaera told Dieter that he was to become his instrument upon the seddnénw
what was required of him. In return for Dieter’s service he would giamalsingle boon. “I have
heard your tales and the tales of your followers. | should like to meet tigelivea among them.

I should like to have my friends there and anyone would be welcome who needs camaratler
adventure would be welcome. There will be no books and chores, only fun and excitefmaht!”
so the god Wyntaera smiled upon the boy and said “those who have dwelt with megre i
realm alone and dead. But | give you the Forever Wood within the Luxoal widcimenake
your home and establish your court. Those who live within it might live forenémane may
find your court without an invitation nor leave without your blessing.”

Young Pan sent out word of treasure and adventure, parties and mischief fuethmsevho
most excited him, luring them to the Forever Wood as friends or foes for hisreain g
adventures.

The Selee Court was eventually formed, and the wood itself changes with the nsbghktest
inclination of its boy king. Should any traveler happen upon the Forgotten Wooktepdvithin
or eat of its fruits and game they are trapped within until Dieter Peesigy let them go. Mages
and scholars often find that they are ignored entirely, Bookish priedthase of Lawful
environment sometimes are allowed to languish within the wood, tormented byetiog rul
children and chaos, until Pan tires of the game and usually releases themeashbat devoid of
anything “interesting.”

Though the inhabitants of the Forgotten Wood are considered part of the Skitled;ahey are
many races, all serving mischief, chaos and fun. The Terasoli elvéiscsedn their company
are allowed to come and go as they like through the forgotten wood as theyhbningst
entertaining of all bedtime stories to these children who will nexmav gp. Word of the



Forgotten Wood and Dieter Pan spread from the Terasoli and out into the warlgeaflloday
children either dream of becoming one with the Selee or are horrified byotighth

Members of the Selee court are generally Chaotic Neutral unless¢hégtans of kidnapping
or trapped within the Forgotten Wood. All willing participants in Dieter®grand game gain
the ability to fly as per the Fly Spell at will and will not age. Gemhgrtilose trapped within the
wood will not age though they do not gain any other abilities unless through Pan’siftvey
have somehow usurped it.

Humans

The humans are easily the most prolific and dominant race of Deuxterraefpdanember of
another race at least 15 humans are present, and the gap is growing. Humaenstiaes ahort
lived compared to most of the other races, and unpredictable. One nationmfghabe living
in the wilds at peace with nature while another nation may pollute dedranslave its
neighbors, man or otherwise. Most humans are neutral though their shomite$urning
passions and thus they shape the world in their own image.

Humans receive 1 additional Feat at character creation and 5 addikdhBbfits as well as the
benefits detailed in the Players Handbook. Human Characters begin at Seceind Lev

Dwarves

Like the Deuxterran Elven Sub-races Dwarvenkind is distinguished by a naofrfban-races
that are far more varied than the dwarves native to other Prime NM&iaria worlds. In fact,
most of dwarves of any given Sub-race do not recognize the other branches of thenDaeial
tree as being any more closely related to them than the average.Gnome

The Bruin

The Dwarves known as the Bruin are said to be descended from a racasopgarto Godfall,
though this teaching contradicts the teachings of Soleame and Solas Wmertads were as
one race. In fact, the Bruin may be becoming giants through some unknown means.

Bruin Dwarves stand about 5'5,” four feet across at the shoulders, anydvesigih 350 pounds
or more. A Bruin female may be a little shorter than their male countethaugh often way as
much as 450 pounds. They have little facial hair, if any, and both genders fhegperta
bushy unibrow. Normally, the Bruin males will shave their heads so that thaiemnviolk will
have one less thing to tear at when angered. Females often war theiddwady braids. All Bruin
have an excess of thick body hair, covering their backs, forearms, much ofgsharchéegs.
Their skin is a dull gray or ruddy brown among those who see a lot of sunlight.

Ruled by clan Bearfist the Bruin are unique to the Umberly Hills. Umled landscape dotted
by forests, steep hills and ancient mountain ranges now eroded and covered wittodshand
sloping bluffs. Clan Bearfist has manned for centuries a fortified aatgsanite castle perched
atop a mighty hill, some 2000 feet high and 3 miles around, known as Lyndor’s Bald.

Unlike many Dwarves, the Bruin has no racially predetermined intereshing, smith and
foundry work, or unusual pride in their facial hair. The Bruin certainly do hamers and
weapon smiths, some of great skill and renown, though no more so than would be common
among humans, the goblin races and Orcs.



The Bruin society is defined by the moment, of which only two exist...War améiaten.
During peace time they prepare for war, during war they slaughter and maleeles ready to
meet death. Twenty some odd clans each numbering 30 or more individual Bruirntheiake
homes around Lyndor’s Bald and the surrounding hills. The current king, the head ajlthe m
Bearfist clan, enjoys the support of a few hundred Bruin warriors whoniveagsaready to wage
battle when needed.

Like the bears these dwarves seem to emulate a Bruin’s home is ré&feased den. Dens are
most often modest but sturdy log cabins reinforced with pitch and mortar, thougtpesfier
caves and defensible stone structures. The Bruin find safety in numbettsshtend to locate
their dens near another family of their clan.

Female Bruins are fiercely protective of their young, and often will not alem the father to
sleep in the same household until the children whelped, a process that takea suamnrhers.
The Bruin women folk are not regarded as the fairer sex as among many mehedvea
cultures. They are just as likely to be warriors and work in the snféth§mber, or enter the
priesthood as their male counterparts. A pregnant or nursing Bruin istfaipeeferred to as
the bitch. She is susceptible to entering Blood Rages just as aiBaskdren her children or the
den are threatened. Luckily for the Bruin, birthrates are high and multipls, Bittiers, are
common. The Bruin lifestyle is a hard one where few watrriors live to adyagse The Bruin
may live as many as 800 years.

Bruin characters receive +2 Constitution, +2 Strength, -2 Dexterity, and rBi@haipon
creation. Their preferred classes are Fighter, Priest, and Bartmarththey may multi-class
without penalty from these classes. Most highborn Bruin are Lawful Netitoalgh many clans
more distant from Lyndor’s Bald are Neutral Good or Chaotic Good.

Bruin Dwarves receive the other Dwarven traits as described Pldlgers Handbook with
exception of Stonecutting and Darkvision... they have low-light vision as doAheezari
cousins.

Allazari: the Fang Dwarves

The Allazari are dwarves of the Shavas Desert located soutbitbst Tlameck, an inland sea in
the Lands of Gorin. These dwarves carved a home for themselves inde®rarbluffs in the
southernmost portion of the desert where it reaches the ocean. Adobandtiédages are the
norm in places less defensible where ports have been constructed. Takingrtieefrom the
rattlesnakes that inhabit the same portion of the desert, the Ahaxarconstructed a society of
banditry, piracy and sacrifice to the snake god Taertoraus.

Allazari are 4'5” or slightly less in height, wide at the shoulders thawgrow at the hips which
make them faster than they look. They have golden skin, almost the color afdbdtsy claim
as a homeland. Allazari live on average 450 years.

Before Taertoraus found the Allazari they were a devout peopls ahe sun god Solas. They
erected great pyramid monuments as tombs and in honor of Solas. Archi@chigaements
were displayed through out the desert for people of all creeds asdadearn of the might of
Solas. A thousand years ago came the Time of Tears when the greas@édarfdhe north rose
beyond its shores to flow into the ocean of the south. Only a few hundred Adlazaved the
flood and illness clamed many more of those.



Once the flood waters had subsided and the dead who could be found were properly buried the
Allazari tried to make a go of it again, and rebuild. One day while worlewgaged they noticed

a small ship sailing into the harbor. It was not a ship of a make that tlogyised, and assumed

it must be one of the nearby Human Kingdoms coming with the aid that promised.

The ship sailed into the harbor and then lifted itself out of the watarg flhrough the air
torward the Allazari community. The ship was not as remarkable a®¥s.. there were living
corpses manning the riggings and sails. In the center of them a man lookingutodog but
something more, ordered the ship’s progress to halt along the main road. Beaitague of
Solas in the center of the community the man shot lightning from higtiipgeut at it, and then
smiled as it turned to dust.am Taertoraus master of darkness and lord of might. You dare
celebrate the fowl deity that brought your people to death and starvation?”

The dark lord called upon his might and soon day had turned to night. Snakes crawl&drfor
the sands and coiled themselves around the Allazari, and finally flaagsiom the sea into a
wall of fire.

“I have seen the evil that has been preying upon you all, and defeated it. Withégmasaly
into night for a ten-day. Tremble as my serpents slay any who will not téeisvicked ways of
this pretender god Solas and embrace me!”

A third of the Allazari refused to surrender their will to Taertoraxdsdied upon the spot. The
shakes buried themselves deep into the flesh of the dead dwarves améebate their young
within the corpses that littered the streets. Those who survivedtagfeertoraus’ patronage.

The society was remade over a few generations, becoming a societyatkttidheir new god’s
pleasure and vices. Soon, the Allazari had all but forgotten the old waystaretewillingly
into the life of murder and plunder.

Taertoraus lived among the dwarves for a time teaching and goading thésigHethem the
proper way to worship and please his cruel nature. He stole fleets ofrehipthe Human
Kingdom who had been rushing to aid the Allazari and let them starve until leetoheseal the
bounty within the hulls. Taertoraus taught them the ways of ambush aaassdesert. And
finally the wicked one taught them to hate.

“Hate must be ever burning, and ever passionate. Allow its flames to die and soomatgalioe

will destroy you during a moment of weakness. Hate the elves for they have hadngagic |

than anyone. Hate humanity for they are numerous and rich. Hate your neighbors for his lands
should be yours. Hate your brothers the Bruin for their strength and lives with8ut me

The Allazari learned of magic, and thievery, ambush and hate. The ratdseshalAllazari carry
with them are both holy symbol and familiar. Today their hate has made tharidiame a
curse upon the people of Deuxterra’s lips. Though they still live among thvemgpaacefully
enough they live at the edge of a blade. Warband commanders, ship captainseaadexditdnd
Taertoraus’ wicked priests rule the Allazari people with the sagerd they have for their
neighbors.

Allazari receive +2 Constitution, +1 Intelligence, +1 Dexterity, & -1 WisddnStrength and -2
Charisma upon character creation. Their preferred classes are Figieérand Wizard and may
multi-class without penalty from these classes.

Even the lowliest Allazari has a rattlesnake familiar ab wie Find Familiar spell, which acts as
a holy symbol for the priesthood as well. Unlike the spell, if an Allazanilfar perishes they



may simply collect a new one from among the thousands of serpents in the damat, wit
repercussion. Allazari mages without a serpent familiar are unablarkawagic until it has been
replaced.

Allazari Dwarves receive the other Dwarven traits as destiibthe Players Handbook with
exception of Stonecutting and Darkvision... they have low-light vision as ddthgn cousins.

Yaerriensthe Oreforged: Common Dwarves

The Yaerriens, meaning the Oreforged in their dialect, are the mostardynemcountered dwarf
one is likely to meet. They mine the earth for riches and metals for &nagi@eering and
warfare. The Yaerriens are blustery, loud and a proud people with a riaty lnEsong, glory
and sorrow.

They were among the most prolific of races, outnumbering the humans even, atdir Ghdf
Yaerriens scattered into 20 tribes composed of many clans each, all hopmjtteefbody of the
mysterious fallen daughter who made them what they are today. Though theyrmbonthe
daughter’'s name they have an idea where to look for her. The Dwarven patroaeguatiyR
revealed to a Yaerrien shaman-witch that the lost daughter isl lérgg within a mountainside,
waiting for her people to free her.

Though the story is only legend these millennia since godfall, the Yiaatrieast offer a prayer
to Raendryn for help rescuing the fallen daughter before opening a new miniagevent

Yaerrien sing bawdy songs and have made insulting one another an art ferpadtaste for
even a human to fail to insult a lifelong Yaerrien friend when greeting him. heNaerrien
dwarf is happiest when toiling away at his craft, exploring a caverwahaft, pounding on the
anvil, or better yet... he has something worth complaining about. The Yaerriexomjtlain
about anything and love every minute of it, but should an Oreforged dwarf hagéhsay worth
complaining about look for a tear of joy.

Yaerrien bards are uncommon, given that the race is not known for soced grathigh art,
though the bagpipers of the Crescent Mountains and the drummers of AlogtHeaaue at
least across the Lands of Gorin. The Yaerrien are most famous footleeoflprecious metals,
gems and their uncanny ability at the forge. It is said that a Yaesdemithout a hammer must
be the anvil.

Some of the Yaerrien tribes have good relations with human and elven populatide®thers
are more reclusive either due to geography or by choice. The more nomadioftahdsavel
from one mountain range to another, assisting the local Yaerriensrofitteqms such as goblin
raiders and other military matters. The nomadic custom of thesg isidging out as humans
unify the land under the banner of their kings. Rather than seeing the huragm®hlem many
clans elected to stay behind and live among the humans for their trade.| Anditialof
Dwarven warriors to defend a remote portion of a kingdom is a boon few human relstgpad
enough to ignore.

While the Yaerrien are on at least civil terms with humans, elves andlzenofother races, few
outsiders can really call themselves “Dwarfriend.” A dwarf gehekalew an outsider’s
grandparents and parents well, and liked them, if he calls one friend. Living &@0oyenore
allows a Yaerrien to be choosy with the company he calls friend, thougaryniiie and
adventuring sometimes forges unbreakable friendships much more quickly.



The Yaerrien share the same Traits as defined in the Players Handdagiceive an additional
4 Skill Ranks and one Feat at character creation.

Halflings

Three Halfling Sub-races are known across Deuxterra, though varicaisetaiming from
continents well beyond the Lands of Gorin indicate there may be others or soneéthing
completely as of yet unknown.

The Halflings of Deuxterra have many more differences than the tosand philosophic
barriers surrounding the Halfling sub-races of other Prime Worlds.

Amayillis the Conquered Halflings of Hanosh

The Amayillis occupied the desert lands that became known as Hanoshdoatgms. They
were the crux of a mighty trade empire that carried goods to the west. Hakfings acted as
scouts across the desert and led caravans to shipping ports.

Originally the Amayillis dwelled plains and lived comfortable live®ugh the land turned to
dust and life had to be scratched out where it could be found. The Amayillis uisdéahtindedge
of the terrain, the location of a precious oasis is worth more than gold, anuhtioeal good
spirit to convince human and Azimpari that they would be worthwhile as tradesatiumans
far to the west grew rich off of the trade they Amayillis suppliedeargshtually moved into the
desert themselves, hoping to reap even greater profits.

The Great Sheik of the Azimpari viewed the human encroachment into lamdegiehome as a
threat to the way of life they enjoyed. Azimpari led by the house of Hatesfhsered the
human infidels when they pushed to far into the desert. Soon, open war betwaemanetrade
companies and the Azimpari escalated until the Amayjillis clans eeerght in between.

The Halflings were seen as spies for the human trade companies upon whorlietiégrrresh
water, spices, and goods. Eventually the humans were pushed out completely andséhefH
Hanosh formed and empire claming the entirety of the desert.

The Amayillis are now a people in bondage to the Hanosh Azimpari. They ardavew s
without hope in the Azimpari tent cities, forbidden to worship any god eXeemnes the
Azimpari revere. Though the Azimpari are not cruel masters theyilimgearn to be free to live
and worship their gods Mykale and Ulaed as they did once before. Any Ha#ligétc
worshiping one of theffinfidel deities” is punished via the rite of Gulag. The rite entails being
tied to a mule backward with a clay pot covering his or head. Not without mkeauidghe
Halfling manage to free himself from the bonds a water skin and meagesrate provided for
the journey out of the desert. Few tales of survival have reached etihgoaki or Amayillis
ears.

The Amayillis are now a thinner and a bit hardier people than they wiere iee land turned to
dust; they receive +2 Dexterity, +1 Constitution, -2 Strength and -1 Inteligenthey are
forbidden from learning to read or write to prevent infidel worship. Almaidalflings receive
the other Traits as defined in the Players Handbook in addition to beginning @diyst level
Thief plus a level in whichever class is chosen. Amayillis arellyhautral Good or Chaotic
Good; their preferred classes are Rouge and Fighter.



Yazari Feral Halflings

The Yazari inhabit the Jungles of Nosh where light can hardly pieeceanopy of trees and
giant ferns. The Yazari are wild and roam in packs through-out the jurailéngtprey or during
lean times even each other. The Yazari are ebony skinned with shockseohaihijrowing out
of their heads and from the tops of their feat. They stand almost 4 fedtéal upright though
their oddly jointed pelvis, longer then average legs and slight artasedibey move about
almost as a Chimpanzee. Yazari run the jungles naked or wrapped in primulés adorned with
feathers and bones laced into their hair or around leather necklaces.

These Halflings have a language of guttural moans, shrill cries and diokgh they also use a
primitive sign language when stalking prey. They are master stalkdrgappers, preferring to
hunt with darts tipped with the poison of the red capped tree frog to whichrdaénmune.

Yazari packs are often led by shamans or a dominant warrior, though itésvtfenfales within
each pack that have real power. The women control who will breed with tltewhan, they
allocate food from each kill to the warriors and hunters after seeindghéyaamd the young
Yazari receive the choice cuts. A hunter who fails to give the pachkewthe first selection of a
kill are often driven out or assaulted in mass and devoured on the spot... thdwghuhter is
seen strong enough to defy the will of the females and even the pack he beastess

The Yazari believe that by eating the heart of their prey they aiitl f its strength and power.
With such a belief it is understandable why cannibalism is rampant among kise pac

All Yazari revere an unholy deity of death called Demeni, who grants theasisea measure of
his necromantic power. The feral Halflings see undeath as a greltgerignd are loath to
disturb the wraiths and the lichlord that make reside deep within Noshii ¥agzses once
picked clean and the marrow sucked out of the bones, are frequently iteaniyahamans to
act as guardians or warriors. Even the land of Nosh itself is cagadtémating any corpse not
buried within Consecrated{2evel Cleric Spell) or Hallowed {5Level Cleric Spell) ground.
Adventures from the across the Eternal have risen from the grave tdseneni and the
lichlord in death.

The Yazari receive +2 Dexterity, +1 Constitution, +1 Wisdom -2 Stiegugdtl -2 Charisma upon
character creation. Yazari Halflings receive the other Taaitdefined in the Players Handbook in
addition to beginning play as a first level Ranger or Barbarian, plugkifewhichever class is
chosen. Yazari are usually Neutral Evil or Chaotic Neutral; thefepeal classes are Rouge,
Barbarian and Cleric.

Glenary Halflings

The Halfling of Glenary are a gentile and laidback folk who look at rainy @syise opportunity
to stay indoors and sip their strong brewed coffee. Another common impulseastivay day
is much to warm to work outdoors so they may as well just relax with a book angl nibbl
strawberries.

Glenary is a large human barony within the Kingdom of Melan. The Halffings always been
there, and were more than willing to pay the baron’s and king’s taxes proveledre left well
and alone. Melan has always been kind to the Halflings, respecting thle@#rsvand way of life.
Until the last few generations the Humans and Halflings have enjoydifeatpough quite
coexistence. Glenary was the staging ground for a goblin invasion into Medbitinea
undefended Halfling burrows and farms were largely destroyed. A few Halfiragle there way



to the Baron’s fortification a half days run from their village, and aldhie humans of the goblin
army’s advancement.

Outnumbered three to one, Halfling and human fought side by side for Melan awadyGlgainst
the goblins. Though the war was brief and the goblins were repelled both man dimd) kesif
much to the goblin war parties. Tales of senseless murder and rape echoetefram. Ghe
Baron and his guard captain died trying to liberate the Halfling comminitigh not before
saving a number of Halfling children destined to become sacrifices torthgatdin god. The
acts of heroism displayed by the humans earned them the respect and devb&aemobining
Halfling community.

Almost 80 years later, the farms are tilled and weeded, strawbechepaire neatly tended and
all of the burrows of been rebuilt. The village priests provide the humanstnaivberry based
healing potions to use as needed when patrolling the whole of Melan, including Glenany
sign of further goblin movement. Several Halflings have become Knights ahNeld hold
hereditary lands within the kingdom just as a human would.

In truth things are simple for the Glenary Halflings, and they would hangedther way. Young
Halflings sometimes get an urge that is referred to as “the itethy faeeaning they want to travel
and see of the world. From these wandering Halflings many adventures, hetfeesandrels
have made their mark on the world, though most return for the coffee and styambad.

Glenary Halflings receive the same traits and ability score adums as described in the Players
Handbook, in addition to +1 Charisma, 2 ranks in any Craft Skill and 2 ranks in any idgewle
Skill.

Gnomes

The Gnomes of Deuxterra are as varied as the stars, though they are mshando meet.
Gnomes are difficult to know as a people in that they prefer solitay, lor the company of only
close family or associates. All gnomes share a curiosity of machjregious gems, and a
hatred of goblins. Beyond these generalities, Gnomes are curious lot indeeds Rtim
Elemental Gnomes living in the most severe of landscapes persist bobaghés known of
them for sages to determine if they are of Deuxterra or visitorsiieyond.

Pastoral Ghomes

These gnomes make their homes in abandoned animal dens, hollowed tree truaves or ¢
concealed via illusionary means. Though the outside of a gnomish dwelling acoght |
inhospitable or unremarkable the inside is usually quite comfortable lamthge

Pastoral gnomes do a bit of farming and brewing, raise peacock and pigeon, asdiativéiyne
for merriment. Many are born mischievous and delight in playing harmlesssprardne
another, or any outsider that might happen along. New pranks and tales dicukapdelight.

A Pastoral Gnome rarely leaves his fellows except when searchirayddnerbs to cure the sick,
or some catastrophe has forced them out into the world. Pastoral Gnomesraitgllgionists,
and love to be introduced to new magic, though do not often venture out to seek instruction
pursue rumors of a magical item.

There are persistent rumor that these gnomes are keepers of a Paii®&iphe and have much
lore of alchemy. An additional tale is that if a gnome is captured araseeleipon speaking the



gnome’s full name it will be forced to turn a cart load of straw ild.gVhere these fanciful
tales originated are unknown, though they likely began as some elaborate joke

These Gnomes are usually encountered by accident or on the road to a ldegegrgetvhere the
gnomes can barter their goods for the delights often found among humamtorikz

Pastoral Gnomes receive the same Ability Modifiers and Traitstad in the Players Handbook.
Additionally, they begin play as first Level Illusionists or Bards in addito whichever class the
gnome is destined to become.

Genius Gnomes

The Genius Gnomes are devoted to study of all things in the world and around ihatkey
found it natural forgo defending a homeland only to scatter among the otherix@gsrhong
them for protection and most importantly funds to pay for their unending cbsear

Several Genius Gnomes living among the Terasoli Elves have a deosimalying the heavens
and the clockwork like precision of the universe. Some are content to studgrtharsl the
planets where gods are said to dwell using astrolabes, star chactsidmdelescopes with lenses
made from pieces of the Sea of Glass. The Terasoli gladly sponsoimntieieetuals among

them, in exchange to be the first to tell others of any new discoveries.arbdtese Gnomes
not content to study the heavens from the ground and are frantically competing o imachine
that will lift them to the skies and return safely.

Some Genius Gnomes prefer working for human kingdoms with ambitious militasy gbeair
designs for new or improved siege engines and marvelously complex weaponseaik a
king's interest.

The great majority of Genius Gnomes live within the great Human EmpRexetrecia where
huge colleges stand at the center of many cities. Gnomish inventions arangdididr
bookshelves and line several halls within the bustling College of Kalaw/éindred gnomes
housed in a communal space where one designs for one idea begin, only to get fat asid
another.

If one were to describe the personality of a Genius Gnome it would be ttteyagre always
thinking. A human scholar has said it was “akin to having a conversation witakgreat minds
at once, all talking about something different.” Remarkable ideas thdtwave time farming,
improve safety or production, establish long range communication and so ongaentheset
aside to ponder seemingly obscure things such as automatic pet feedersdpowered
umbrella stands. The Genius Gnomes are brilliant but absentmindeéstr@guiring prodding
at times to return to their original duties. Though some Genius Gnomes besmmwbshed
Wizards, especially lllusionists, they do not fuse magic with machindrgying that magic
interrupts the clockwork precision of their science.

Genius Gnomes receive the same traits as described in the Players Haimdaddiion to +1
Dexterity, +1 Constitution, +3 Intelligence, -3 Wisdom, -2 Strength, 3 ranks in artyoCraf
Profession Skill and 3 ranks in the Knowledge Skill Architecture and En@iged heir
preferred classes are lllusionist and Rouge, and may be of any alignment.

Players controlling a Genius Gnome must diagramimwsntion in detail and discus it with the Dungeon
Master prior to beginning construction. If the gijis approved and resources are available then&no
may proceed. If it is not approved the Gnome liKelgets all about the project for some other iegéing



pursuit, or he realizes the machine is somehovilfdtawed and 1d4 character levels of downtime trhes
spent researching the mechanics before tryingrapréoved design.”

Gnomish Contraptions use the following formuladogation in D&D mechanics. Wind powered machines
have a Complexity Factor of 10, Water Powered 1&ai® Powered 20, and other sources 30. Next add
together the total number of moving parts and mplyitihem by 2 to discover the Mechanical Factord Ad
the Complexity Factor and Mechanical Factor together every 100 gp of required construction casts
detailed in the Contraption’s original diagram ddpoint of Engineering Complexity.

Finally, if the device will propel itself add 5, itftransports an operator or passengers addt5lids add

20, and if it will be used as a weapon add 10. &hthe contraption do something outside of thedees
the DM will assign any additional modifiers as neédOnce all everything has been added together you
have the Contraption Schematic Value.

The Gnome must make a Craft or Profession skillusihg the Skill that most closely resembles the
construction process of the machine, for exampieQarpentry if the device is wooden, Alchemy for a
flame thrower etc, and record the result. Nextrdsilt of a Knowledge Skill Roll using Architectuand
Engineering is added to the result of the previdkifl Roll. If the Gnome’s rolls total or exceeckth
Contraption Schematic Value and resources are od tal 2d20 to determine the number of days it wil
take to build the machine.

A new Skill must be created to properly operatet@ution. The DC of the Skill Roll is equal to the
Contraption’s Engineering Complexity. Upon a faikill roll the machine breaks down for 1d4 rounds,
while a 1 results in a severe malfunction rendetimegContraption a pile of useless (though possibly
explosive or otherwise dangerous) junk.

Rat Gnomes

The Rodin or Rat Gnomes are they are commonly called, are small and litharedrto other
gnomes. They stand about 2'4” high and weigh less than 40 pounds fully dressediirkiting s
rags that frequently cover them. Rat Gnomes are gray skinned though a many ¢ttavgnean-
brown discoloration, usually mold or some fungus, covering their skin. They lheng pointy
nose and more angular faces with laid back ears, giving them a rat likeaaqmeedirequently,
male Rodin have abnormally large canine teeth that curl out like smaHgtaagy tusks, though
bad hygiene and diet frequently cause these wicked looking teeth to rot out.

Rat Gnomes will live anywhere food and water is plenty, usually beneath hureanrcgewer
systems or hidden away within a farmer’s fields. They have no real squsttgurvival.
Occasionally an exceptionally smart Rodin will try to organize his kinsotnething of a
respectable lifestyle, though once this fails miserably he wilhateoff in pursuit of an
adventuring life. The average Rodin might learn to count as high as 5, a morlumenta
accomplishment taking several years to master. “1, 2, 3, Lots!” is almlitihof Rodin
counting in most cases however.

Rat Gnomes are natural thieves and escape artists. They balancaseitnelimy wet sewer
pipes while waiting to dip their supper nets into the sewer to rescatydoaking morsel. All
Rodin are attracted to shiny objects, sweet smells and feel compeite@stigate every nook
and cranny they discover... often multiple times, until they feel safet RetsGnomes also have
a tendency to hoard food, trinkets and jewelry, bits of string and fluff, never ikgoviien it
might come in handy.

The Rodin are a generally kind and well meaning people who do not understand why people
abuse them so. Luckily, they are likely to forget all about being kicked amanfidtw minutes
allowing an abused Rat Gnome will cheer up pretty quickly.



Rat Gnomes receive +3 Dexterity, +3 Constitution, -8 Intelligence (min 4, max313iyength, 3
ranks in Balance, Climb and Escape Artist Skills and 2 ranks the Sgef),Lland Search Skills.
Additionally they may elect to begin the game with either the Agile ovdNi Fingers Feet. Their
preferred classes are Fighter and Rouge, and may be of any non-lawful alignkesother
Gnomes the Rodin receive the Traits described in the Players handbook thguih nbée gain
any that relate to magic, engineering, illusions etc.

The Halfbreeds
Half Orc

Half Orcs are the product of a union between a Human and Orc. Occasan@ltg female may
take a liking to a human male, or vice versa, and raise the child togetiisris.most rare. Most
Half Orcs are the products of rape and violence against unprotected hutheaneses.
Regardless of where the Half Orc was sired the child was likely feetad scorn and ridicule,
perhaps violence, pity and regret as it matured.

If a Half Orc child is raised among Orcs he would likely endure aaohstruggle to display
cunning, bravado and strength. He would likely have many restless nightstargiegp with an
eye open just to survive at night.

Half Orcs raised among humans might try to remain unnoticed when possitétprg the
cruel taunts from stinging their hearts.

Truly trapped between two worlds, Half Orcs must endure the stinging hot bloaayghisiugh
their veins when tempers flare. They must acknowledge that theyiginéer than their Ork kin,
or attempt to conceal the calculating eyes of their human parent.

Often, a Half Orc will flee society or the Orc camps all togetihidaegin lives as solitary
wanders, adventurers, or mercenaries. In many lands it is a crime to be ardesGht thus
discovery and death may lurk around any corner. If trapped within a land wheren@&slalins
are killed on site there is little room or time to hide.

Half Orcs have the same Traits and Abilities as described in ther®ldandbook, and receive
choice of one additional feat at character creation or 5 Skill Ranks.

Half Elves

A Half-Elven child is rarely born to an Elven mother, though these things do happeniadly
among the Azimpari. Usually, Half EIf children are cherished and loved as nahnifore so
than other children within a Human community. Among the elves however he vajsafnd
himself a bit of a misfit. Half-Elven children mature as fast as Huchédren, and will quickly
find himself an adult while his playmates are still but children. Urdikes they cannot enter
reverie and must sleep as humans do. Adult elves have had a lifetime totheasteances of the
Elven language, study lore and the arts... a young Half-Elven adult has onlygust be

The curse Elven parents must endure when a Half-Elven child is brought imtortties the
knowledge that they will soon likely witness their babe grow old and diex &valf-Elven
lifetime of nearly 200 years is brief among the elves. They might martieé child’s intuitive
nature and curiosity though the reckless impulsive nature of his humanigidecanfound
them.



Some Half-Elves have found other Half-Elven mates, and produce secondigertdaiftElves.
These young Half-Elves find life much easier and more natural, parlycifilhre family has
settled among others like themselves.

Lunasoliare unable to produce Half-Elven offspring.
Terasoli Half-Elvesare always treated as full blooded Terasoli Elves.

Azimpari Half-Elvegeceive +1 Constitution, +1 Wisdom, -1 Intelligence, & -1 Charisma upon
character creation in addition to the Skill Ranks associated witlehie® of their parent
Kingdom.

Kaldeydra Half-Elvesre incredibly rare. Unable to live beneath the waves with theinElve
parents and reluctant to leave the call of the ocean most of tliesal&Ives live on or near
the beaches. If Kaldeydra Half Elves are unable to submerge themaeleast 3 times per day
they suffer the same effects as a full blooded Kaldeydra elf on theesuthafortunately, most
Kaldeydra Half-Elven lives have ended in suicide.

Kaldeydra Half-Elves receive +1 Intelligence, +1 Dexterity, -1 Cartailit, & -1 Strength upon
character creation. They may cast charm animal once per day astaralnitity and benefit from
the Feat Weapon Focus.

All Half-Elves regardless of lineage receive the other Traitamon to them as detailed in the
Players Handbook, and have no preferred class.

Moblin

A goblin warrior will take anyone as his bride for a night, willing or not. Ongioocathe bride
lives to tell of the horror only to be consumed from within by the vile creatowimng inside of
her.

In rare instances, a Moblin is produced after a goblin sorcerer hasluseohd and charms upon
himself or another goblin set on revenge against a family of humans. Thmahyagjtered goblin
goes to his “bride” in the form of a human woman’s mate or lover, and besvheneavith a
sleeping spell or a powerful drug. Once the woman is subdued the goblin has highwagryi
sometimes resulting in a Moblin child, half man and half goblin. Usually theswamwll think

she laid with her mate, though she will know something is terribly wrong wittketheloping
babe as the pregnancy advances.

Violent tendencies, night terrors and strange wounds appearing on the' snatldg might lead
some to think she is possessed by an infernal entity, or she is losing her mind. B iite se
month of pregnancy the mother is usually catatonic except for moans andssafesimshe
would otherwise be listless. Near the end of the seventh month, if mother ahldestglsurvived
this long, the child begins to turn within the womb and claw its way out whilerfgast the
mothers entrails. With a shower of blood the Moblin child is born.

A newborn’s first instinct is to get away, far away, and hide in thendagkuntil it has regained
enough strength to hunt. A Half-Goblin child will greedily devour anything itceach; worms,

livestock, fish, carrion or a hapless human. The babe acts on instinct alnget’ sisnouthful of
razor-sharp teeth and fear as its weapons.



Assuming a Half-Goblin makes a life for itself during the first few tlgsmental years of life it
undergoes a painful transformation, taking several days to completeti@rm®cess has ended
the Half-Goblin child looks just as any innocent human child of five or six years would.

Frequently Moblins who have just transformed make their way to a human settl@neferably
the one where it was born, and steals clothing enough to blend in. Poor houses, temples and
orphanages will usually take in lost or abandoned children without a séxrght, though the
Moblin will always try to acquaint itself with the family of his lat@ther if possible.

Once settled into a new home, a Moblin mysteriously forgets what he i€ iddias been and
completely throws himself into the role of a human child, genuinely begevio be so. Life for
the Moblin will generally proceed normally until it reaches the age of 13 ,ovhen maturity is
awakening within all human boys and girls of that age. The Moblin will hestéess nights and
instances of “sleepwalking” where it might wake in the road a fewfnoite town or be
discovered sleeping in someone’s barn the next morning.

Gradually, the community might have rumors of missing livestock and pefdepiisappearing,
or the occasional lady of the evening with her throat ripped out and sat@gehpart from the
chest to the waist.

On some night the Moblin will either be caught in the act of these gruesomes or simply
become aware that he is the monster. From this point on, the human half of tirewilbbbve

a voice in its destiny. Will he embrace life as a murdering creatwtooe for the deeds he had
no control of and seek to control the monster within? From this night forwarone who looks
at the Moblin using the True Seeind'(Bvel Cleric Spell) spell, or a device / enchantment that
duplicates the effects of that spell, will see a human sized vicious goblin.

Moblins who allow the monster to take hold find their appearance altdighgys Their eyes
become dark and large, teeth are slightly more pronounced as gums recede, éedwieer |
begins to grow along the arms and back. While they can still easily paksi@sia, most folk
know something is not quite natural.

Moblins that attempt to control the monster and embrace their humaaity ttegir human
appearance but find the creature within constantly tempting them to usecédh order to solve
problems. They receive hints and promises of power should the Moblin only erisdxtood
and destiny. Those few that manage to hold the beast at bay and retain rsgutity €5oblin
within staring back every time they close their eyes.

The monster might eventually go dormant, subconsciously thinking that it @éllits time until

the human half is foolish enough to fall in love, mate and pass on the“clirges, just because
you now sleep sound fool remember the goblin is still th@reegre is hope for the truly pious
Moblin who hopes to be free of the creature within. Obviously, given the ddifitioblins, and

the few among them who have sought to be “cured” this knowledge is most uncommeraticros
of Deuxterra. A sage might be able to point a questing Moblin in the rightidireor perhaps a
willing priest could divine the answers.

Moblins who have managed to control the beast and seek to rid themselvesurséhirever
must seek Atonement{3evel Cleric Spell) from a Cleric of Good Alignment, where they must
confess to all the known and suspected crimes the developing monster ediraliowing the
confession and Atonement spell, the Moblin must receive both a Remove Cliesee(Xleric
Spell) or Break Enchantment'{%evel Cleric Spell) and a Heal{éevel Cleric Spell) Spell cast
to force the Goblin out of mind and body forever.



If the process is successful the Moblin will no longer appear inhuman wheséeurg is used,
and need not worry of producing Half Goblin heirs. Without meeting these conditiorshikhy
the Moblin produces will share his curse.

Following the procedure, many clerics, especially Lawful Good clericsingiit the former
Moblin turn himself over to the authorities for the crimes committed bgabédin half before
repentance. Usually the cleric will act as witness in favoelefise or leniency though the
outcome of such an ordeal is never guaranteed.

The Moblin favored classes are Fighter and Rouge, though former Half Goblielgyésle to
become Paladins if they are Lawful Good and swear an oath to the churehge av

compensate those harmed by the monster and his goblin parent. A Moblin who has gitkea in to
monster within completely may become any class that does not requirkilboiagood

alignment.

Moblins who resist the beast, including cured Moblins, have Low Light Vigioanks of the
Survival Skill and the Feats Mobility and Dodge, +1 Constitution, +1 Strengthisdowl, and -
1 Charisma upon character creation.

Moblins that have given themselves to the monster within have Darkvisiomkgtahthe
Survival Skill, the Feats Mobility and Dodge, +2 Constitution, 1+ Dexteti8trength, -3
Wisdom, -1 Intelligence, -5 Charisma upon character creation.

Half Ogre

A band of ogres from the Cockspur Hills plundered a human village located near \zatiey
south of their homeland. Not content to only plunder the village the ogres wesadm their
attack. One silent ambush after another the ogres and a clever ogreamiaged the citizens of
the village and forced them into slavery mining blue steel ore framadrestablished mines in
the hills.

A few humans were left behind Charmed (Wizatd.ével) and Geased (Wizard Gevel) in

order to lure others to the settlement for eventual capture and a lifeefys With an Ogre

Mage present and a handful of Ogre warriors hidden and ready to ambush nals, e

human slaves remained under thumb quite easily. Unsuspecting visitors itaieewere
generally taken without much of a fight and those who tried to flee werdyjaprehended or
slain. Once the ogres felt their slave population was sufficientjltage was raised and made to
look like a goblin massacre had pushed the citizens away.

For several generations, over 200 years of forced servitude in the dapkties mines, the
humans toiled and prayed to their gods. On many occasions ogres would select horeariawo
their pleasure, and of these unions Half Ogres were sometimes born. fEises@g no need to
take their half breed children from their human parent, ordering themedoeind care for the
young at their own peril should the child perish.

The half breeds were treated no better than the humans and forced to labor dgitandhe
darkness of the cockspur mines. In time, the half ogres would have their own urifongres,
humans, and other half ogres, until only a few pure human decedents of thergithagieed.

Not seeing the danger in a large and powerful population of Half Ogre slavegré¢hmasters
felt secure in their position over the slaves. Busy selling the sianed blue steel to less than
scrupulous brokers for resale to human kingdoms, goblin brigands and orc tribefelpathtof
the river, the ogres did not see the revolt until it was too late.



Though there are other Half Ogres running about Deuxterra, each with their toviesiishese
half breeds are the most common in the Lands of Gorin.

They have no true society or lands of their own, though the Half Ogres of ¢tkepDo Hills
have established permanent trade camps and work the mines as free menirstieripgpfits.
The few surviving human descendants of the original village remainlaseting as a face for
the Cockspur Mining Company and handling the books.

A new village has been built during the last 30 years since the rebelliorg armmeutpost famous
for its blue steel weapons and excellent guide services are avéoliatile length of the river.
Few Goblins and Orcs are willing to attack a flotilla or trade wagahbyénumans and several
Half Ogres as guards though they still occasionally dare.

Half Ogres either speak Ogre, Human Common, or a crude smattering of eatsdbigo one.
Like Ogres, Half Ogres have a pus-yellow complexion and thick black hair.

Half Ogre characters have +3 Strength, +1 Constitution, -3 Intelligande3 Charisma. Their
thick skin affords them a +3 Natural Armor Class enhancement, andrthegresidered Large
Creatures as they stand almost as tall as full blooded Ogre. Thedie#f @eferred classes are
Fighter or Barbarian. All Half Ogres enjoy the Toughness Feat and bieoefithe Feat Weapon
Focus Great Club in addition to any Class Feats. Fortitude Save +1, Will 5&eflex Save +0.

Orcer

Orcers are usually the product of an Ogre Mage’s hand, experimentingapitimedd Orc females
or even an Ogress. Usually one or more Orcers are created to serve an ogratiasda
permanent dwelling hidden in the wilderness. Though it takes 15 or more greansQrcer to
grow to maturity the wait is generally worth the prize.

Smaller and stealthier than a full blooded ogre or a human-ogrbrbal, the Orcer is the
perfect spy, assassin and scout. They frequently are trained to spy along hudeamndoavers
tracking and reporting potential victims to the band. Orcers are strongféey,sand more
intelligent than their Orc parent thus Orcers make excellent Raagavell.

Since Orcers so closely resemble their Orc parent they routinelydaredto sneak among Orc
tribes to steal any interesting magic their shamans or the ooah€irc sorcerer might possess.

In the darkness or by firelight it is easy to over look the yellowish pigment fawarilOrcer’s

hide that would mark him as a half breed. Orcers are clever enough to makegue covered

in grime, blood and earth so that even by daylight he would not stand out as unusual by pigment
alone. An Orcer’s unusual height however, may draw notice from ambitious amdQnes

hoping to make a name for themselves by picking a fight.

Orcer characters have +2 Strength, +1 Constitution, -1 Intelligence, andrign@haTheir thick
hide affords them a +2 Natural Armor Class enhancement, and they are r@@hsiddium
Creatures though standing almost a foot taller than a full blooded OrdOtgke Orcers have
Darkvision. An Orcer’s preferred classes are Fighter, Rogue, Randd&arbarian.
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1. Emmery Castle; Unofficial capitol of Melan, ruleg King Jerrold Burnaby who won the
kingdom in a card game. The new king has rule®fseasons, allowing the barons and guild
leaders of Melan to conduct all real business. Bhyris a drunkard, womanizer and compulsive
gambler.
2.

Estate of Lord Fredrick Gunther; he is a beloveddgia and Knight of Melan. His wife was
brutally killed either during or following childitin. Rumors around town suggest his wife was

carrying another man’s child as Lord Gunther ioller man and has never produced an heir until
now. The “baby” was either taken or disappearedtsiawn means.

Kimbel Hall; residence of the famed Halfling Paleslbf Melan and the central police force for
the city of Emmery.

Frimacher Estate; residence of Baroness Eliea VanBemacher, her three sons and daughter
Celeste the reluctant heir to the VonBerg and Feheafamilies.

Wyndminster Estate; former residence of the legpnsielf-made nobleman and sea captain
Saemon Wyndminster. Upon his disappearance ahsdarnily fell upon troubled times,



10.

11.

12.

13.

14.

15.

16.

occasionally attributed to the “Curse of the Bethhtol,” an artifact the captain recovered from a
supposed ghost ship. The estate is run by Saemounigest daughter, a devout priestess of
Soleame, who has transformed the property intdoeyaand poorhouse. The artifact was stolen
by thieves some five years ago, and is believednmin near or within the city according to
auguries.

Temple of Ulaed, the god of Trade and FortunesmAalsmarket place with space for rent on a
weekly or daily basis is in the front of the prageHalfling and Human priests devoutly serve
Ulaed here while selling wares and offering soundricial advice for a price. Market speculators
and guild masters are the most common patronsedetnple.

Moncraif Estate; The Moncraif family has estatéowaér the lands of Gorin, rarely visiting this

one since the new king has taken the throne. Gamlyasits and guards presently occupy the house.
According to local legend the estate is haunteddless than 4 ghosts, all members of the
Moncraif household who died under mysterious opbiocircumstances over the 300 years since
the house was built. No one really believes tHis &xcept perhaps the absent Moncraif’s.

The Vixen and Vale, a seedy tavern with exoticogas who perform nude or semi nude. This 3-
story establishment has 6 rooms for rent aboventia floor, though it is so loud and rough
inside few travelers actually chose to stay th€he Vixen and Vale is a front for the Spiders Six,
one of 3 powerful thieves’ guilds given sanctiorofzerate as “legitimate and taxable operations,”
within the city.

Caldwell and Miriam’s Inn; this is an upscale immdaavern suitable for all but the most stuffed of
shirts among the nobility. Sons and Daughters bfenéamilies within the city often come here to
retreat from the rigors of daily life when “slumrgihjust will not do.

Elcin Apothecary and Herbs; The aged and deepligwia couple of Mathias and Amanda Elcin
run this renowned herbal shop where they providdicaéand midwife services. Mathias has
traveled across oceans and many foreign landsito Bl he could of the healing arts, herbs and
to a lesser degree alchemy.

Ryald Barterman’s Curios; this unorganized stongtaios a varied collection of antiques ranging
from armor and weapons, jewelry and art, to spkbimarentions sure to delight or amaze.

Tome and Scroll; a wonderful source of materiafsttfie aspiring mage or the most practiced
wizard. Paper, parchment and vellum are availatiecse than reasonable prices. Inks from the
mundane to exotic are available as well. A smdlection of history, grammar, and mathematics
books may be rented for a fair sum.

Firehouse King's Brigade

Alun’s Forge; the forge is renowned for producimgefBlue Steel Armor and Weapons, though
the smiths employed by Alun spend much of theietn@pairing ceremonial armor and weapons,
or making simple household and farming needs.

Alun Bristol's Armory and Tack; now nearly blind @fighting consumption, Alun Bristol is an
imposing human, almost seven feet tall and 300 geurde manages the store front these days,
spinning yarns about his many adventures.

Lady Alagale Penury’s home; she is the 25-yeamnofd of the late Harris Penury, a beloved

cleric devoted to the warrior god Guerruan. He slag) while searching for the Bethany Idol and
his friend Saemon Wyndminster. Lady Alagale isaofcgdound mind since her husbands corpse
was found rotting in an ally within the WarrenseStelieves her late husband communicates with
her by tapping on the glass of her bedroom windanepate at night. She refuses to sleep, hoping
to receive a message from her beloved.
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Kalgery, Ross & Bers LTD. Lawyer, Moneychanger &utlures Marketer; this firm protects the
occasional nobleman or woman in trouble with the, flarovides high interest loans and controls
much of the city economy. Capable of ruining anpé=®i business with a word and a nod, this
firm is feared even by the king. Bers is rumoretidawe ties with the Delagea Crime Family.

Knight Away; A commoner’s inn and tavern with exXeet though affordable food and drink
though less than perfect or secure room accomnaydati-requently hit by thieves in the past,
though a deputized ranger who has taken resideitb@whe inn has somehow apparently caused
these incidents to stop.

Magus Arcana Librum; a private residence that desibk a library for mages who have paid the
requisite 20 Guils (20 gp) a month for access,donthted an uncommon magical text or a unique
spell to the library.

Kalgery Ross & Bers LTD. Lawyer, Moneychanger antuFes Marketer

The Gully; Common housing and small store fronessaammed haphazardly into this small road
less district. Alleys just wide enough for a cartassingle horse and rider frequently dead end,
making perfect traps for thieves and unfortunadedlers lost in this district.

Fairground and Terasoli Trade Camp.

The Warrens; as if the Gully were not bad enoug Warrens are home to many Rat Gnomes,
drifters, homeless, and thugs. The homes here lamgely burned down during a massive fire 10
years ago, only decaying husks remain. The poticeefwill not usually enter the Warrens after
dusk. The entire area is said to be haunted, thiulgjbse spooks are undead or thieves preying
on the fears of the gullible has yet to be discester

New Life; this is a shelter for the homeless relygmtirchased and refaced by clerics of a god
brought here from a foreign land.

Home of Guilen Hornsbury, the supposed mastereBhider Six.
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Melan Standard Wl 20% Copper 10% Silver 70%0 Gold
Walue Average Exchange 1 to 3 Gold Pieces Melan Dreba: 10% Copper 20% Blue Steel 70% Silver

Value Average Exchange 1.5 to 2 Silver

Idelan Pence: 20% Tin 80% Copper
Value Exchange 1to 1 Copper Fieces

Ielan Planchet: 10% Copper 5% Blue Steel 85% Silver
Vale Average Exchange 2 to 3 Silver Pieces

Pax-Grecia Currency Algothiea Currency

Algoth King's Eeys [ Gallion
Value Average Exchange 1to 1 Gold

Pax-Grecia Gallion: 100% Gold
Walie Average Exchange 1to 5 Gold
Mot a Comtnonly Tsed Cutrency

Algoth Sowvereign 40% Gold 45% Silwer 15% Blue Steel
WValue Average Exchange 1to 1 Gold & 1 Silver

s 1o

Algoth 10 Lir Pennywotth Copper 60% Silver 40%
WValue Average Exchange 1to 25 Copper

Pre-Empire Grecia Lyra 50% Bronze 409 Silver 10%0Gold ?

Value Average Exchange 2 to 3 Siver or 20 - 60 Copper Algoth Lir 90% Copper 10% Silver

These cotns are nolonger minted, though are shll commmon i
_ ’ ) Walue A Ezchange 1to 3 C
citclation. The gold content makes themn valued i other lands. et = s

fap




The Lands of Gorin and the Nations of Almet areselenough where trade, military alliances and
exploration are common place. The lands are ag @ss two day voyage from Aeldland to Galswyn or
Camynn to Deasland. The short 9 day voyage fromésiplio Pax-Grecia can be eventful during the
spring and summer storm season, though pirateh@main concern of most travelers.

Lands South of Luxoal and the other continents Upeuxterra are certainly populated though no ship o
recorded traveler has been to those lands. Thegharted for the Dungeon Master’s benefit, though t
“Known World” is essentially from Gorin and Almed the Northern tip of Luxoal, a largely wild and
magical land home to the Selee Court.



Corinticous
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Sun: Solas
1. Taertoraus, No Moon

2. Ulaed, No Moon

3. Deuxterra, 1 Moon: Soleame

4. Raendryn, 3 Moons

5. Lyndea, 3 Moons

6. Ryull, No Moons

7. Junaus, 7 Moons

8. Tempetra, 1 Moon; Mykale 2 Moons
9. Ladin, 3 Moons

10. Azimaraut 1 Moon



Divine Cosmology

Azimaraut God of Murder, Necromantic Arts, and Undeath.cdsown as the Minister or Torture and
Lord of Misery. Alignment: Neutral Evil, Symbol: 8tk Dagger with Skull, Preferred Weapon; Short
Sword. Domains: Death, Evil, Magic (necromancy &ijcwation), Trickery.

Chaos:Consort to Solas and possible perpetrator of thdf&l event. She is mysterious even to her
husband. Alignment: Chaotic Neutral, Symbol: A peargloak, Preferred Weapon: Flail, Domains: Chaos,
Destruction, Knowledge, Protection.

Demeni: A minor deity of Death and Patron of the Feralftitads. Alignment: Neutral Evil, Symbol: two
vacant black eyes, Preferred Weapon: Dagger anar Spemains: Death, Evil, Magic (Necromancy &
Divination), War.

Deshea:Mistress of Song and Health, Patron of the Tera8bgnment: Neutral Good, Symbol: A Lute or
Lyre, Preferred Weapon: Longsword and Longbow, Domasood, Healing, Protection, Knowledge.

Gilmanos: The hand of Justice, god of retribution and righness. Alignment: Lawful Good, Symbol:
open hand imposed over a sword. Preferred Weapmgdword and Mace, Domains: Law, Healing,
Good, Protection, Strength.

Guerruan: A jovial warrior god who is swift to battle aniidt to laugh. Alignment: Chaotic Good,
Symbol: Ale Mug, Preferred Weapon: Mace and Stadfnains: Chaos, War, Earth, Strength, Good.

Humea: One of the Seven Daughters, a demi-deity of ptamte@nd friend to the Dionne-Shide.
Alignment: Neutral Good, Symbol: Falcon, Preferv#dapon: Longbow, Domains: Animal, Protection,
Healing.

Junaus: God of Time and Wisdom. He alone knows the fatthefworld and the gods. Junaus is the
Seventh planet from Solas and is visible most efyisar. Alignment: Lawful Neutral, Symbol: Eternal
Hourglass, Preferred Weapon: Scythe, Domains: Kedgéd, Time, Protection, Law.

Kalderme:Formerly a comet circling Solas he is the god wtashed into the world along with his Seven
Daughters on the day of Godfall. No longer a trelestial power, Kalderme’s consciousness was
preserved through Soleame’s love. He was restordivinity by the decree of Solas after merging his
essence with Terra so that she may remain whae e world was shattered during Godfall. Kaldersne
now the god of the many oceans and seas. Alignn@aotic Good, Symbol: Falling Star or Waves
beneath the moon, Preferred Weapon: Spear or Tyidemains: Water, Animal, Chaos, Travel.

Ladin: Represented by the distarft glanet in the solar system Ladin is god of Magid &nowledge. He
is a loyal friend to Soleame, Kalderme and Soldigriinent: Neutral Good, Symbol: Crystal Staff,
Preferred Weapon: Staff and Dagger, Domains: Magiowledge, Good, Protection.

Lyndea: Goddess of stealth, patience and thieves. SH&fimB Solas moving slowly though the heavens.
She dominates the summer skies only once everyéges when she is visible as the dominant body.
Alignment: Chaotic Neutral, Symbol: Crow, Preferi@apon: Dagger and Short Sword, Domains:
Trickery, Knowledge, Protection, Chaos.

Mykale: The Halfling Patron and god of Well Being, Healiamgd Compassion. One of the duelifly 8
Planets, Mykale tracks distantly behind her si$&mpetra along the same orbit. It is said Mykals wa
once near Solas in the heavens but chose to disfalidw her sister’s to bring compassion in thake of
Tempetra’s fury. Alignment: Neutral Good, Symbalv&r Heart, Preferred Weapon: Mace, Domains:
Healing, Protection, Good.



Paenilapi: The Goddesses of nature and divination, PatrdheoDionne-Shide. She encourages joint
service to Humea. Alignment: Neutral, Symbol: Wistag, Preferred Weapon: Longbow and Longsword,
Domains: Animal, Plant, Magic (divination), Protiect

Raendryn:Dwarven patron god of the Ore Forged and God afn@ler and Lightning. Alignment: Chaotic
Good, Symbol: Lightning Bolt and Hammer, Prefervédapon: War Hammer, Domains: Air, Earth,
Strength, War.

Ryull: The dueling god of Magic and Power considers Laalipe a pretender among the gods and covets
supreme power over magic. He shares supreme posgeD®uxterra’s magical energies with Ladin and
Soleame. Alignment: Chaotic Evil, Symbol: Dragoa®@] Preferred Weapon: Longsword and Staff,
Domains: Magic, Knowledge, Chaos, Evil.

Solas: The Sun and husband to Chaos. Solas is life wdterés oblivion. Alignment: Neutral Good,
Symbol: Sun, Crossed Great Swords, Preferred We&p@at Sword, Domains: Sun, Good, Healing, Air,
Protection, Strength.

Soleame:Moon Goddess, companion to the late Kalderme asttien of the Seven Daughters. Love,
Hope, Enchantment and control of the oceanic #deder passions. Alignment: Lawful Good, Symbol:
Moon, Preferred Weapon: Staff and Mace, DomaingyiM&nowledge, Water, Protection, Healing.

Taertoraus: God of Hate, Darkness and Snakes who keeps n&uilest to block his light from the world.
Alignment: Neutral Evil, Symbol: Snake or Eclipgaeferred Weapon: Dagger and Short Sword,
Domains: Evil, Trickery, Sun, Destruction, Death.

Tempetra:Goddess of unholy fury, wrath, spite and the pms®f souls. The first of the Dueling' 8
Planets to appear in over Deuxterra assumes ier bigkale is where she belongs, behind her.
Alignment: Chaotic Evil, Symbol: Cracked Skull, Rneed Weapon: Whip and Flail, Domains: Chaos,
Evil, War, Destruction, Trickery.

Ulaed: Second planet from Solas and god of Trade andifr@st He is a favorite among the Halflings.
Alignment: Chaotic Neutral, Symbol: two coins, FRreéd Weapon: Short Sword and Dagger, Domains:
Luck, Trickery, Chaos, Knowledge.

Wyntaera: God of the Selee Court and many Sylvan creaturésadriend to Paenilapi. Alignment:
Chaotic Good, Symbol: Satyr, Preferred Weapon: tBbar, Darts, Short Sword, Domains: Magic
(illusions) Animal, Plant, Trickery.

Deuxterra is home to other gods such as the rentaBeven Daughters, various elemental spirits,airag
deities, monstrous deities, and demonic pretendkesare gaining a measure of divine power as takg t
on new followers.

The various planets also have companions, moons anhdemi-gods or lesser gods and may have a
substantial following in various locations. The gzanion moons act to grant followers of a givenydeit
access to domains which their primary god hag l@tincern over.

These unmentioned powers will be revealed as theti@sa campaign is explored. Player Characters wil
want to select one or more of the deities descriterd even if they are not clerics. The generalfaijn
holds celebrations on many holy days to a variéfosvers, and it is not uncommon for a family or
community to revere many different deities.

Certain gods and goddess work well with each adhdrfavor their clerics asking an aligned deity for
assistance. Other powers however, may find evemtmion of another deity heretical.

As Deuxterra is a campaign setting on the cuspgmiden age, deities and followers are still wogkia
establish sacred rites, and the basic tenants of medigions. Players will find their deities takimn



interest in their lives and actions more regulattipugh usually indirectly, than in standard cargpai The
greatest heroes and villains may find themselvegaded into the cosmology or entering the realm of
legend.

Non-Player Character Races of Deuxterra

Halfman

Humans without souls with an innate ability to coamd undead and power enough to bind an undead'’s
spirit to himself so that he may become a divingllsgaster.

Troblin

Troblins are Half Goblin and Half Troll creaturéise fruit of early magical experiments of a latedma
wizard gone awry.

Goblinkind

Marsh Goblins Sea Goblins
Pestilence Goblins  Marauder Goblins
Hobgoblins Bugbears
Kobolds

Trolls

Fire Trolls Ice Trolls

Ether Trolls Brine Trolls

River Trolls Shadow Trolls

Common Trolls

Draconic
Chromatic
Red Green
Blue Black
White

Metallic

Gold Brass

Silver Copper
Elemental Dragons
The Dragonspawned
The Dragontouched

The Dragonwatched



