
 

 
1 

 
Setting and Religion Guide  

Created and Written by 

J Duncan and Kasi Spyker-Duncan 
¢Ƙƛǎ ƎǳƛŘŜ ŎƻǾŜǊǎ ǘƘŜ ƎŜƻƎǊŀǇƘȅΣ ǎƻŎƛŀƭ ƛƴǎǘƛǘǳǘƛƻƴǎΣ ŀƴŘ ǊŜƭƛƎƛƻƴ ƻŦ YƛǎƘŀǊΩǎ world setting. Players are 
encouraged to familiarize themselves with this information, as plots and interactions between 
ŎƘŀǊŀŎǘŜǊǎ Ƴŀȅ Ŏƻƴǘŀƛƴ ŜƭŜƳŜƴǘǎ ǘƘŀǘ ǎƛƳǇƭȅ ŘƻƴΩǘ ƳŀƪŜ ŀǎ ƳǳŎƘ ǎŜƴǎŜ ƻǘƘŜǊǿƛǎŜΦ ¢ƘŜ ƳŀǘŜǊƛŀƭ ƘŜǊŜ 
reflects what the average starting character might know ς those who have special access to information 
or who have the wealth and influence to acquire more detailed knowledge may have a different 
perspective.  

Many thanks to P. Leonardo Cavalieri (http://sicilianvalkyrie.deviantart.com/) for most of the wonderful 
art featured in this guide. Additional wonderful map work is by Beth Nolen. Landscapes in the Foreign 
Nations section were generated by Lee Allen. Not-so-wonderful art (the older, simpler maps) is 
attributable to J, who makes no claims to be an artist. 

 

Version 4 | February 2023  

http://sicilianvalkyrie.deviantart.com/


 

 
2 

Table of Contents  

Table of Contents ........................................................................................................................................ 2 

Setting Overview: Samazar and Kishar ....................................................................................................... 7 

The Other Jeweled Cities ............................................................................................................................ 9 

Recent Wars .............................................................................................................................................. 11 

The Kishari Civil War ............................................................................................................................. 11 

The Great War of Flame ........................................................................................................................ 11 

The current War with the Nocturnal Empire ........................................................................................ 12 

Power in Everyday Life .............................................................................................................................. 13 

Organizations: Rank and Privilege ............................................................................................................ 13 

Institutions and Organizations in Samazar ............................................................................................... 14 

The Diamond Assembly ........................................................................................................................ 14 

The Samazar Sentries ............................................................................................................................ 14 

The Academy of Innovation .................................................................................................................. 15 

The Crafterôs Guild ................................................................................................................................ 15 

Institutions and Organizations in Kishar ................................................................................................... 16 

The Sultanate ........................................................................................................................................ 16 

The Great Council .................................................................................................................................. 16 

The Ruby Court ..................................................................................................................................... 17 

The Royal Academy ............................................................................................................................... 18 

The Sultanôs Might and the Palace Guard ............................................................................................ 18 

The City Militia ...................................................................................................................................... 18 

Mercenary Companies .......................................................................................................................... 19 

Shared Institutions and Organizations ...................................................................................................... 19 

Merchantôs Guild .................................................................................................................................. 19 

The Daihonsha ...................................................................................................................................... 20 

The Jin Shi.............................................................................................................................................. 20 

The Guild of Wind and Flame................................................................................................................ 21 

Thievesô Guild ....................................................................................................................................... 21 

The Hidden Court .................................................................................................................................. 21 

The Adventurerôs Guild ......................................................................................................................... 22 

A Guide to the Diamond City .................................................................................................................... 23 

The Tiers ................................................................................................................................................ 25 

Low Tier ............................................................................................................................................. 25 



 

 
3 

The Academy of Innovation .......................................................................................................... 25 

Victory Square ............................................................................................................................... 25 

The Adventurerôs Guild ................................................................................................................. 26 

The Spice Bazaar ........................................................................................................................... 26 

The Metalworks District ................................................................................................................ 26 

The Free District ............................................................................................................................ 26 

The Temple District ....................................................................................................................... 27 

The Wandering Bazaar .................................................................................................................. 27 

The Fire-Home District .................................................................................................................. 28 

The Wind-Home District ............................................................................................................... 28 

The Stone District ï Or ñThe Falling Districtò ................................................................................ 28 

The Rim ......................................................................................................................................... 29 

Middle Tier ........................................................................................................................................ 29 

Opportunity Park .......................................................................................................................... 29 

The City Museum .......................................................................................................................... 29 

The Guild of Wind and Flame ........................................................................................................ 29 

The Merchantôs District ................................................................................................................ 30 

Jin Shi Headquarters ..................................................................................................................... 30 

Samazar Sentries Main Barracks ................................................................................................... 30 

The Cage ........................................................................................................................................ 31 

The Kind District ............................................................................................................................ 31 

The Green District ......................................................................................................................... 31 

High Tier ............................................................................................................................................ 31 

The Great Library .......................................................................................................................... 31 

The Diamond Assembly Hall and the Sky District ......................................................................... 32 

The Operator ................................................................................................................................. 32 

The Quiet District .......................................................................................................................... 33 

The Undercity .................................................................................................................................... 33 

Tunnels .......................................................................................................................................... 33 

Below the City ....................................................................................................................................... 33 

The River ....................................................................................................................................... 33 

The Outpost .................................................................................................................................. 34 

Settlements ................................................................................................................................... 34 



 

 
4 

The Shrines .................................................................................................................................... 34 

The Lost Valley .............................................................................................................................. 34 

A Guide to the Ruby City ........................................................................................................................... 36 

The Quarters ......................................................................................................................................... 37 

North Quarter ................................................................................................................................... 38 

The Docks ...................................................................................................................................... 38 

The Sorrows .................................................................................................................................. 38 

Tannery District ............................................................................................................................. 39 

Cooperôs District ........................................................................................................................... 39 

Merchantôs District ....................................................................................................................... 39 

Docks District ................................................................................................................................ 39 

Stone District ................................................................................................................................. 39 

Sailorôs District .............................................................................................................................. 40 

East Quarter ...................................................................................................................................... 40 

Heart District ................................................................................................................................. 40 

Matriarchôs District ....................................................................................................................... 41 

South Quarter ................................................................................................................................... 41 

High District ................................................................................................................................... 41 

Rice District ................................................................................................................................... 42 

Scholarôs District ........................................................................................................................... 42 

Masque District ............................................................................................................................. 42 

Artisanôs District ............................................................................................................................ 42 

West Quarter .................................................................................................................................... 43 

Temple District .............................................................................................................................. 43 

Public District ................................................................................................................................ 43 

Low District ................................................................................................................................... 44 

Bone District .................................................................................................................................. 44 

Moonlight District ......................................................................................................................... 44 

The Hornetôs Nest ......................................................................................................................... 44 

The Bazaars ....................................................................................................................................... 45 

The Memorial Plaza .......................................................................................................................... 45 

The Jackal .......................................................................................................................................... 45 

Foreign Nations ......................................................................................................................................... 46 

Farlanders ............................................................................................................................................. 47 



 

 
5 

anDwapeh ............................................................................................................................................. 47 

Dessanora ............................................................................................................................................. 49 

Embra-Jaka ............................................................................................................................................ 51 

Hinterlands ............................................................................................................................................ 53 

Maha'vira .............................................................................................................................................. 55 

The Nocturnal Empire (Kaewan) ........................................................................................................... 57 

Northreach ............................................................................................................................................ 59 

Prinya .................................................................................................................................................... 61 

Xôa ......................................................................................................................................................... 63 

The Corsair Islands ................................................................................................................................ 64 

Crythia ................................................................................................................................................... 65 

Cyrillia .................................................................................................................................................... 66 

Commonly known Regional Languages .................................................................................................... 67 

Ancient and Rare Languages ..................................................................................................................... 67 

Religion in the Jeweled Cities .................................................................................................................... 69 

Religion and the Common People ........................................................................................................ 69 

Faithful .................................................................................................................................................. 69 

The Gods of Good ................................................................................................................................. 70 

The Brothers (Corth & Khal) - Valor, Endurance, Earth .................................................................... 70 

Gloriel - Freedom, Just Rewards, Air ................................................................................................. 70 

Nivone - Life, Birth, Family ................................................................................................................ 71 

The Neutral Gods .................................................................................................................................. 71 

Auran - Day, Sun, Light, Fire .............................................................................................................. 71 

Avahlei - Nature, Healing .................................................................................................................. 72 

Kora - Creation, Merchantry ............................................................................................................. 72 

Laurela - Moon, Shadows, Liminality, Water .................................................................................... 73 

Lyla - Fortune, Travelers .................................................................................................................... 73 

Maenir - Might, War, Victory ............................................................................................................ 74 

SuhlôSekh - Death, The Soul, Knowledge .......................................................................................... 74 

Thul - Order, Tradition, History ......................................................................................................... 75 

The Dark Gods ....................................................................................................................................... 75 

Gorgath - Chaos, Unmaking, Void ..................................................................................................... 75 

Sulith - Darkness, Evil, Raw Power .................................................................................................... 76 

The Twins (Ebon & Alabast) ï Desire, Lust, subversion .................................................................... 76 

Noctus ............................................................................................................................................... 77 



 

 
6 

The Dynamae .................................................................................................................................... 77 

The Fey Courts .................................................................................................................................. 77 

The Calendar of the Jeweled Cities ........................................................................................................... 78 

Naming and Numbering the years ........................................................................................................ 78 

The Cycle of the year ............................................................................................................................ 78 

Fauna and Flora of the Jeweled Cities and the Great Wastes .................................................................. 81 

Fauna ..................................................................................................................................................... 81 

Wild Animals ..................................................................................................................................... 81 

The Great Wastes and the Elfwall ................................................................................................. 81 

Forest dwellers .............................................................................................................................. 82 

Wildlife that crosses ecosystems .................................................................................................. 84 

Special: Cyrillian wildlife ............................................................................................................... 84 

Elementals and Demi-elementals ..................................................................................................... 85 

Elementals ..................................................................................................................................... 85 

Demi-elementals ........................................................................................................................... 86 

Constructs, natural and unnatural .................................................................................................... 87 

Natural Constructs ........................................................................................................................ 87 

Undead Constructs ........................................................................................................................ 87 

Djinn-made constructs .................................................................................................................. 88 

ñDifficult to classifyò ......................................................................................................................... 89 

Formians ....................................................................................................................................... 89 

Unique Cyrillian lineages ............................................................................................................... 90 

ñDemonsò of Cyrillia ...................................................................................................................... 90 

Flora ...................................................................................................................................................... 91 

Alchemically useful flora ................................................................................................................... 91 

Medicinally useful flora ..................................................................................................................... 92 

 

  



 

 
7 

Setting Overview : Samazar and Kishar  

Our game takes place in the Jeweled Cities, a collection of 
loosely allied city-states located in a geographic region 
resembling ancient Babylon. These city-states are named after 
various precious gems, and the core of our game currently 
takes place in the Diamond City, Samazar.  

While the primary themes for culture, costume, and daily life 
in the Jeweled Cities are drawn from sources such as One 
Thousand and One Nights (aka the Arabian Nights), the 
Mahabharata, or IŢƛ "ƴ ½ƘǳŁƴ (the Epic of Darkness), 
characters from vastly different backgrounds find themselves 
in the Jeweled Cities for all manner of reasons. 

Until a few years ago, when several wars rocked the region 
and the entire known world, the Ruby City of Kishar was pre-
eminent among the Jeweled Cities, being the largest and most 
opulent. Since the Kishari Civil War and the Great War of 
Flame, Kishar itself has been much less influential. Modern 
Samazar inherits many things from Kishar, and so this guide 
will cover both, as well the region and the rest of the world. 

 
 
 

Samazar, or the Diamond City, is a sparkling, 
opulent city that is incredibly ancient and at the 
same time, completely new. In ancient times, the 
Diamond City was the first of the Jeweled Cities, 
but according to legend, it was destroyed over a 
thousand years ago in a great conflict between the 
Djinn and the Efreeti.  

The AdventurerΩs Guild, along with various 
scholars, made amazing discoveries of artifacts in 
the Great Waste, the vast desert south of the city 
of Kishar, and eventually discovered that the 
Diamond City was not destroyed but simply 
hidden by magical technology. In time, the 
Adventurers Guild built an Outpost in the desert, 
allied with the gnollish tribes living there, discovered and unraveled the secrets of the Hub, and revealed 
the Diamond City high in the sky ς a towering city magically floating above the endless sands, hidden 
for over 1000 years and now ready to receive inhabitants again. 

When the floating city swelled with refugees from all parts of the world during the Great War of Flame, 
it was inevitable that something new would emerge. Far too many were disillusioned by the Kishari Civil 
ǿŀǊΣ ŀƴŘ ǊŀǘƘŜǊ ǘƘŀƴ ǎŜƭŜŎǘ ŀ {ǳƭǘŀƴΣ ǘƘŜ Ŏƛǘȅ Ƙŀǎ ƎƛǾŜƴ ǊƛǎŜ ǘƻ ǘƘŜ ǊŜƎƛƻƴΩǎ ŦƛǊǎǘ ǘŜƴǘŀǘƛǾŜ ŜȄǇŜǊƛƳŜƴǘ ƛƴ 
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democratic representation. After the Great War of Flame and the Kishari Civil War, the Diamond City 
was settled not only by daring Adventurers but by refugees from countries around the world and Kishari 
citizens. The diverse populace formed its own way of government, blending cultural traditions from 
around the world with the sensibilities of the Jeweled Cities, and most of the other Jeweled Cities now 
recognize Samazar as a sister city and an equal. 

The city is overseen by the Diamond Assembly, a collection of elected Councilors representing each 
former nation in the new population. No new nobility has been created in the city, per se, but differences 
of wealth and education are clear, and rank within various other Organizations persists. Many of the 
residents of the city left their homelands with only what they could carry, so poverty is a continuing 
issue. Others with marketable skills and the means to use them have prospered.  

Some wealthy residents of Kishar took advantage of the opportunities the new city presented and have 
done very well, while other ventures failed and those unable to adept to life in the skies returned to their 
places of origin after the wars ended. SamazarΩǎ ǘƘǊŜŜ-tiered physical structure is reflected in the social 
tiers of its young citizens. The technological marvels found in the Great Library have reinvigorated the 
populace as artificers who create new and marvelous inventions. But many problems and inequalities 
remain ς can this ancient city of wonders truly become the birthplace of a new way of life? 

 
 

Kishar itself is placed along several important trade routes and 
surrounded by ample natural resources. The Kishari people show 
a particular vibrancy and lust for life that has historically make 
the city a cultural center as well as an economic one. Kishar is 
ruled by the Ruby Sultan and the Great Council. The Sultanate is 
hereditary, although dynasties have ended due to lack of 
children or revolution. In a normal succession, the eldest child 
inherits, regardless of gender. Members of many lineages and 
backgrounds are represented on the Great Council, an advisory 
body that controls financing and therefore has great influence in 
the city. Councilors wield significant personal power and are 
often behind the larger intrigues, although rarely are these 
traceable to them. 

Various noble houses play prominent roles in the affairs of the 
city.  Competing Organizations cater to all facets of economic life, 
ƛƴŎƭǳŘƛƴƎ ǘƘŜ aŜǊŎƘŀƴǘΩǎ DǳƛƭŘΣ ǘƘŜ ǾŀǊƛƻǳǎ ƳŀƎƛŎŀƭ ƎǳƛƭŘǎΣ ŀƴŘ 
even the rumored ¢ƘƛŜǾŜǎΩ DǳƛƭŘΦ A large and dedicated 
bureaucracy runs the day-to-day affairs of Kishar, from areas as 
small as a city block up to entire Districts. 

Palace soldiers, mercenary companies, and gangs each control various parts of the city and its 
surroundings ς those Districts that are prosperous are much more heavily policed than the near 
lawlessness of the poor Districts south of the harbor. Since the end of the Kishari Civil War, the rebuilding 
of the parts of the city destroyed in that conflict has sapped much of the cities once vibrant energy, and 
many of its more prominent inventors and tradespeople have moved to the Diamond City to pursue to 
opportunities. Because of this the mood can often be somber in modern Kishar, with an awareness of 
what has been lost.  
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The Other Jeweled Cities  

In addition to Samazar and Kishar, there are four other Jeweled Cities, each associated with a precious 
gem as well as its own name.  

 
(Maps are not to scale) 

To the southeast of Kishar is Shalazar, the Sapphire City, which lies in a valley between the Sun Peaks. 
The sultan of Shalazar is a celestine, and many sƘŀǊΩǾƛƴ ŀǊŜ ŦƻǳƴŘ ƛƴ ǘƘŜ Ŏƛǘȅ ŀǎ ǿŜƭƭ. Shalazar is known 
for wool goods, alchemy, and cut jewels. In addition, Shalazar has a reputation for scholars and 
philosophy, with its Academy having a reputation in the region second only to the Royal Academy of 
Kishar ς and perhaps, some are beginning to quietly suggest, the Academy of Innovation in Samazar. 
Many scholars that fled Kishar during the wars escaped to Shalazar, and while some returned afterwards, 
many remained permanently in their new home.  

[OOC note: the Sapphire City is imagined to have influence from the Indian subcontinent (Indian, 
Pakistani, and Bangladeshi, as well as Hindu and Kashmiri, etc. cultural notes) in costuming and 
fashion, naming conventions, etc. ς but imagine that the region was never colonized.] 
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To the southwest of Kishar is Ulfdar, the Onyx City, which lies between the Elfwall and the Great Waste. 
During the long history of the Jeweled Cities, Ulfdar has often vied with Kishar for pre-eminence. ¦ƭŦŘŀǊΩǎ 
sultans are usually fellblooded, although aetherites are also more common there. Ulfdar manufactures 
glasswares, including fine bottles for alchemy, hourglasses, and rare and expensive lenses for vision. In 
addition, traders from across the Great Waste have historically brought ivory and other trade goods from 
anDwapeh through this city. When trade routes changed in recent years to pass through Samazar 
instead, the Onyx City became more isolated. Where Ulfdar had been the wealthiest of the Jeweled 
Cities, the tensions between them and both Kishar and Samazar began to impact the region directly. The 
Onyx City secretly negotiated a non-aggression pact with the Nocturnal Empire that put them at odds 
with the rest of the Jeweled Cities. After four years, the sultan who signed the agreement was deposed 
by his daughter, who ascended to the throne in an event known as the Day of the Tower. In keeping with 
Onyx tradition for sudden and dramatic action, her forces killed or otherwise expelled the Nocturnal 
Empire from the city, dropping many of the administrators running the occupied city from the Tower of 
Vultures to fall to their deaths. The new sultan reestablished ties with the other Jeweled Cities, and the 
Onyx City once more stands with them against the invaders. 

[OOC note: players have established that the Onyx City has a certain degree of influence from 
traditional Mandarin Chinese culture in costuming and fashion, naming conventions, etc.] 

¢ƻ ǘƘŜ Ŝŀǎǘ ƻŦ YƛǎƘŀǊ ƛǎ YƘŀȊΩŘŀǊΣ ǘƘŜ 9ƳŜǊŀƭŘ /ƛǘȅΣ ƘƻƳŜ ǘƻ dwarven ǎǳƭǘŀƴǎΦ ¢ƘŜ ǇƻǇǳƭŀǘƛƻƴ ƻŦ YƘŀȊΩŘŀǊ 
is heavily invested in crafts and artisan skills, and the city produces the finest tools and weapons, along 
with raw ore and gems. Many say the musical instruments produced there are also exceptionally fine. 
Trade from Embra-Jaka has historically flowed through this city, although the occupation of this neighbor 
by the Nocturnal Empire has decreased this. YƘŀȊΩŘŀǊ is reputed to ƘŀǾŜ ǘƘŜ ǿƻǊƭŘΩǎ ōŜǎǘ training 
programs, and many an apprentice dreams ƻŦ ƭŀƴŘƛƴƎ ŀ Ǉƻǎƛǘƛƻƴ ƛƴ YƘŀȊΩŘŀǊ ƛƴ ƻǊŘŜǊ ǘƻ ōŜǎǘ ƭŀǳƴŎƘ ǘƘŜƛǊ 
future career. ¢Ƙƛǎ ŘŜǎƛƎƴŀǘƛƻƴ ƛǎ ŎƻƴǘŜǎǘŜŘ ōȅ ǘƘŜ 5ƛŀƳƻƴŘ Ŏƛǘȅ ŀƴŘ ƛǘǎ /ǊŀŦǘŜǊΩǎ DǳƛƭŘΦ The dexterous 
and nimble skilled fingers of YƘŀȊΩŘŀǊΩǎ populace are also known for, shall we say, finer pursuits.  

[OOC: players have established that the Emerald City has a certain degree of ancient Babylonian 
culture in costuming and fashion, naming conventions, etc.] 

LǎƛƭŘŀǊΣ ǘƘŜ tŜŀǊƭ /ƛǘȅΣ ƭƛŜǎ ǿŜǎǘ ƻŦ YƛǎƘŀǊ ƛƴ ǘƘŜ [ŀŘȅΩǎ CƻǊŜǎǘ. It is known for its division into Wards, with 
the largest ones being named after the seasons. The Shikone Bastion is a fortress overlooking the Pearl 
wƻŀŘΣ ŀƴŘ ǘƘŜ ŎƛǘȅΩǎ Ƴŀƛƴ ƎŀǊǊƛǎƻƴΦ ¢ƘŜ aƛŘƻǊƛȅŀƳŀ ŎƻƳǇƭŜȄΣ ǘƘŜ ǘǊŀŘƛǘƛƻƴŀƭ ǇŀƭŀŎŜ ƻŦ ǘƘŜ ǎǳƭǘŀƴΣ ƛǎ 
known for its koi ponds. Located near the palace is Washida Academy, a traditional school for scholars 
and warriors alike. ¢ƘŜ ŎƛǘȅΩǎ wƛŎŜ ŀƴŘ {ŀƭǘ .ŀȊŀŀǊ ƛǎ ŀ ǎǇǊŀǿƭƛƴƎ ŜƴǘŜǊǇǊƛǎŜ often said to rival the Gold 
Bazaar in Kishar. During the Kishari Civil War, Isildar fell to the hands of the expansionistic Nocturnal 
Empire. Being the smallest of the Jeweled Cities and the most distant from major trade routes, it was 
the easiest city for the Empire to take. ό¢ƘŜ 9ƳǇƛǊŜΩǎ attempt to conquer the Ruby City immediately 
afterwards failed notably.ύ ¢ƘŜ ŎƻƴǉǳŜǊƻǊǎ ǊŜƴŀƳŜŘ ƛǘ .ǳǎŜƻƴƎΣ ά¢ƘŜ /ŀǳƭŘǊƻƴ /ƛǘȅέ ƛƴ their language, 
and executed most of the nobility and many of the high-ranking members of the guilds there. While 
LǎƛƭŘŀǊ Ƙŀǎ ǊŜŎŜƴǘƭȅ ōŜŜƴ ŦǊŜŜŘ ƻŦ ǘƘŜ 9ƳǇƛǊŜΩǎ ƎǊƛǇΣ ƛǘ ǿƛƭƭ ōŜ ȅŜŀǊǎ ōŜŦƻǊŜ ǘƘŜ ǎƘŀŘƻǿ ƻŦ ŦƛǾŜ ȅŜŀǊǎΩ 
occupation and death fades. The Pearl City was once known as the home of high fashion and art, with 
schools dedicated to specific arts with a long history of great detail and meaning ς including such 
respectable careers as flower arranging and kimono design. Can this home of beauty, having been 
broken and held captive for years, recover its former glory?  

[OOC: players have established that the Pearl City has a certain degree of traditional Edo-era (and a 
bit of Meiji-era) Japanese culture in costuming and fashion, naming conventions, etc.] 
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Re cent Wars  

The Kishari Civil War  

In the fiftieth year of the reign of Sultan Sulaiman, while the city prepared to celebrate, the Sultan died 
under sudden and mysterious circumstances. His recently returned sister, Taslima aibna Osman, accused 
his heir, Saleema aibna Sulaiman, of conspiring with the al-Zarka family to assassinate him, and made a 
claim to the Sultanate. Saleema, in turn, accused Taslima of the same, as she had been gone for many 
years as the Admiral of the Expeditionary Armada and had little other claim to the throne. The resulting 
fighting divided the city into warring factions, with different Organizations choosing sides. The fighting 
eventually culminated in a sea-based siege and the destruction of significant parts of the city. During the 
final battle, two unexpected arrivals changed the course of events. CƛǊǎǘΣ ǘƘŜ aŀƘŀΩǾƛǊŀƴ ƴŀǾȅ ŀǊǊƛǾŜŘ ǘƻ 
ǎǳǇǇƻǊǘ tǊƛƴŎŜǎǎŀ {ŀƭŜŜƳŀ ŀƴŘ ŎƘŀƭƭŜƴƎŜŘ ¢ŀǎƭƛƳŀΩǎ ƳƻƴƻǇƻƭȅ ƻƴ ǘƘŜ ǇƻǊǘ ǎƛŘŜ ƻŦ ǘƘŜ ŎƛǘȅΦ {ŜŎƻƴŘΣ ships 
from the Nocturnal Empire appeared and attacked both navies and the city, with secret agents of the 
Empire springing up within the city itself in an attempt to subdue it. 

The threat of an external force bent on conquering or destroying the Ruby City, along with the abrupt 
revelation of information about the assassination gathered by the Adventurers Guild, provided a reason 
ŦƻǊ {ŀƭŜŜƳŀ ŀƴŘ ¢ŀǎƭƛƳŀ ǘƻ ǎŜǘ ŀǎƛŘŜ ǘƘŜƛǊ ŘƛŦŦŜǊŜƴŎŜ ŀƴŘ ǳƴƛǘŜ ŀƎŀƛƴǎǘ ǘƘŜƛǊ ŦƻŜǎΦ ¢ƘŜ aŀƘŀΩǾƛǊŀƴ ƴŀǾȅ 
assisted the newly reunited city in routing the Nocturnal Empire forces. Amidst widespread destruction, 
Princessa Saleema aibna Sulaiman ascended to the Sultanate under her new ruling name, Eismana, and 
ŀǇǇƻƛƴǘŜŘ ¢ŀǎƭƛƳŀ ŀƛōƴŀ hǎƳŀƴ ǘƘŜ ƘŜŀŘ ƻŦ ǘƘŜ {ǳƭǘŀƴΩǎ aƛƎƘǘΦ 

The Kishari Civil War, while now a few years in the past, left an indelible impression on the city. Some 
residents died or fled permanently, and some parts of the city are forever changed. The Copper Bazaar, 
one of the areas where fighting was most intense, was thoroughly destroyed and many people died 
there. Rather than recontruct the bazaar, the city built a memorial plaza in its place. Smaller changes 
include the destruction of various parts of the Docks District, including the AdventurerΩs Guild Hall that 
once stood there. Other effects are less tangible but no less realΤ ǘƘŜ wǳōȅ /ƛǘȅΩǎ ǇǊŜ-eminence among 
the Jeweled Cities and its wealth and international prestige have all diminished. Scholars permanently 
fled to other cities, most notably SamazarΦ ¢ƘŜ bƻŎǘǳǊƴŀƭ 9ƳǇƛǊŜΩǎ ŀǘǘŀŎƪΣ ŀƭƻƴƎ ǿƛǘƘ ǘƘŜ ŀǊǊƛǾŀƭ ƻŦ 
refugees from the Great War of Flame, led many native Kishari to become more xenophobic and 
isolationist. The city is rebuilding, but it is not the thriving world power it was a few years ago. 

The Great War of Flame  

While the Ruby City mourned the death of Sultan Sulaiman, news arrived that the icy Northreach city of 
Wuldkest had been subject to a great and terrible inferno. Refugees arrived in the Ruby City with very 
little information and even less resources. As farlanders, they were only begrudgingly welcomed. 
Perhaps a month later, refugees from the Hinterlands arrived, claiming that a great creature of flame 
had destroyed their home, Belgia. These refugees were followed not long after by further bad news for 
the Hinterlands; Ardan burned too. 

By the time the Flame Lord struck Embra-WŀƪŀΩǎ ŎŀǇƛǘŀƭ ƻŦ YƛƳōŀǎƘŀ, the Adventurers Guild saw the 
pattern and knew what was coming for them. A benevolent Efreet, known as the Prince of Swords, met 
with members of the Guild and explained the situation. Over a millennium ago, the Djinn and Efreeti 
waged a great and terrible war over the Diamond City, and while the city was saved, and Djinn that 
survived it were imprisoned in magical bottles by the Efreeti. The other people living in the area were 



 

 
12 

destroyed or enslaved as well. For centuries, the Efreeti went about their secret business deep in the 
desert, until the Diamond City was once more revealed. Thwarted through a series of tricks by the Prince 
of Swords, a powerful Efreet known as the Flame Lord was trying to find the people responsible for 
revealing the Diamond City. Eventually he did arrive in the Great Wastes, his army proceeding him. 

The ensuing battle had many casualties. The Adventurers joined with various gnollish tribes, servants of 
Sulith, SuƭǘŀƴΩǎ aƛƎƘǘ ǎƻƭŘƛŜǊǎΣ ŀƴŘ ƻǘƘŜǊǎ ǘƻ ƘƻƭŘ ōŀŎƪ ǘƘŜ Efreeti army long enough to lure the Flame 
Lord to a ritual circle underneath the city, where the Engines of Fate were manipulated to push the Flame 
Lord into another dimension, much like the Diamond City itself had been for over a thousand years. This 
permanently damaged the Engines of Fate, and the City no longer has the defensive capability to shift 
dimensional planes. 

Refugees from the various nations, finding no solace in the warring port city of Kishar, fled into the 
welcoming arms of the Diamond City, which scholars eventually revealed to be called Samazar. This new-
and-ancient city also saw Kishari refugees and opportunists arrive and, in the wake of the war, all has 
begun to thrive. The Desert Outpost below the city, largely destroyed during the war, has been rebuilt 
with taller walls in the years since, and the war ς while the trauma of a lifetime for many Samazari citizens 
ς is beginning to fade into memory. 

The current War with the Nocturnal Empir e 

Currently, the Nocturnal Empire is waging war on the Jeweled Cities and other nations in its region. It 
occupied the Pearl City of Isildar for five years but has recently been driven out. In the meantime, it has 
also taken control of the nation of Embra-Jaka. In reply to this offensive, all six Jeweled Cities have allied 
together with the nations of anDwapeh and Prinya (or rather, part of Prinya) to form The Daylight 
Alliance. The Alliance works with the Kaewani resistance, known as the Army of Flowers, to thwart the 
Nocturnal Empire. The Iron Hundred of the Corsair Islands (mostly orcish pirates) and the Dessonoran 
/ƻƴŦŜŘŜǊŀŎȅΩǎ ŀƛǊǎƘƛǇǎ όŀƭǎƻ Ƴƻǎǘƭȅ ǇƛǊŀǘŜǎύ ŀct as universal belligerents, taking what they can.  
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Power in Everyday Life  

The people who inhabit this world vary greatly, but one thing they all have in common is that everyone, 
even the young pickpockets in the marketplaces, tends to know a trick or two. In game terms, this means 
that even the common people often have access to powers, albeit not many. While most PCs will be 
more powerful than say, a shopkeeper or day laborer, they should not expect to be able to maraud 
across a city without running into significant opposition. This might come in the form of gangs of thugs, 
mercenaries, or city guards. People who start too much trouble often wind up deadΧ or so people say. 
Some people even tell stories about seeing strange beasts and creatures of nightmares prowling the 
streets at night, although most of these tales are easily discredited as gossip and folklore. 

Organizations: Rank and Privilege  

There are many Organizations in the Jeweled Cities, all of whom have their own spheres of influence and 
political ambitions. Within each Organization there exists a structure to differentiate those who have 
achieved varying levels of personal achievement or prestige. This system is collectively referred to as 
Rank, and in general terms, individuals of the same level of Rank will command roughly the same 
deference and rights, even if those Ranks come from different Organizations. Individuals of particularly 
high Rank are thus set apart from the common people (those with no Rank), and they often get special 
treatment. Some of these privileges are codified by law. Any individual of Rank may retain a small 
number of armsmen or servants, but this must be commensurate with their station. Individuals who 
have achieved at least the second Tier of Rank in an Organization may be given access to certain buildings 
that commoners cannot easily access (such as libraries). Individuals who have achieved at least the third 
Tier of Rank in an Organization will usually be tried in a special court convened for such worthy 
individuals, and should they be imprisoned or confined, their quarters will be much more 
accommodating. Individuals who have achieved at least the fourth Tier of Rank are allowed to petition 
for access to the Sultan or the Great Council (although they may not have much chance without 
substantial bribes). 

Other privileges are unofficial but no less real. Certainly, individuals of Rank get away with more than 
your average person. A street fight between a person of Rank and a healthy commoner with weapons, 
barring the presence of numerous witnesses, will be presumed to be the commoner's fault. A Master 
Merchant will not be questioned for carrying large amounts of wealth around (although they might be 
advised that it's foolish in certain Districts). The city guards respond faster to areas where individuals of 
Rank live and are better trained and armed when they do so. Anyone can lose their Rank due to a long 
list of offenses, most of which can be summarized as disobeying or displeasing those of higher Rank, 
most especially within their Organization. The most serious of these offenses would be treason against 
the Sultan, in Kishar, or the Diamond Assembly, in Samazar. Anyone who obtains proof of such treason 
Ŏŀƴ Ǝƻ ǘƻ ǘƘŜ ǇŜǊǎƻƴΩǎ hǊƎŀƴƛȊŀǘƛƻƴ όƛŦ ǘƘŜȅ ǿŀƴǘ ǘƻ ƘŀƴŘƭŜ ǘƘŜ ƳŀǘǘŜǊ ǉǳƛŜǘƭȅύ ƻǊ ŀƴ ƻǇǇƻǎƛƴƎ 
Organization (if they want to cause the most trouble) or summon the Palace Guard in Kishar or the 
Samazar Sentries in the Diamond CityΦ [ŀǊƎŜƭȅΣ wŀƴƪ ƳŜŀƴǎ ōŜƛƴƎ ŀōƭŜ ǘƻ ƎŜǘ ƳǳŎƘ ŎƭƻǎŜǊ ǘƻ ǘƘŜ ΨƭƛƴŜΩ 
than a commoner could without repercussions. A temple priest, merchant, or Jin Shi member who 
(minus mortal provocation) draws a weapon and stabs someone in front of witnesses is still going to 
have trouble, but the amount of that trouble varies greatly by Rank.  
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Institutions and Organizations in Samazar  

The Diamond Assemb ly  

The Diamond Assembly is the semi-elected ruling body that 
governs the Diamond City. Formed in the early days of 
settlement, the group represents a compromise between the 
various factions and cultures in the city. Some members are 
de facto appointed, such as the leader of the ŎƛǘȅΩǎ Wƛƴ {ƘƛΣ ŀƴŘ 
others are elected from the groups within the city, such as the 
representative of the Northreach population. 

! ǎƛƳǇƭŜ ŎƘŀǊǘŜǊ ƭŀȅǎ ƻǳǘ ǘƘŜ 5ƛŀƳƻƴŘ !ǎǎŜƳōƭȅΩǎ ǎǘǊǳŎǘǳǊŜΣ 
election requirements, and legal functions. The Assembly passes laws, regulates trade, oversees 
large organizations within the city, and holds the power of the purse. Taxation of the citizenry is 
fairly minimal, though there are always those who will complain nonetheless.  

The membership of the Assembly consists of Peng DŀƻΣ ǘƘŜ ŎƛǘȅΩǎ ǊŀƴƪƛƴƎ ƳŜƳōŜǊ ƻŦ ǘƘŜ Wƛƴ {ƘƛΤ 
Rashad al-Wabi, the head of the Adventurers Guild; Emberclaw, the leader of the Lightning Stones 
gnoll tribe, the only tribe to permanently reside within and near the city; Orcus and .ΩƘŀǊƛ, as 
representatives of the celestines, who claim some hereditary lineage from the original Celestials of 
the ancient Diamond City; and an elected representative from each of the regional refugee 
populations, including Margaret de Leon, cleric of Gloriel from the Hinterlands; Tambo Kamari, dusk 
elf shaman and community leader from Embra-Jaka; Mina Aadland, a tactician and former Senior 
Sentry, of Northreach; and Allegria de Rossi, Dessanoran artificer and docent at the Academy of 
Innovation. 

The Samazar Sentries  

Early on, the Diamond Assembly declared that the city would hold 
no standing offensive army; only a defensive service known as the 
Samazar Sentries would serve to protect the area. The Sentries 
include trained individuals from various nations as well as former 
members of the {ǳƭǘŀƴΩǎ aƛƎƘǘΣ wǳōȅ /ƛǘȅ aƛƭƛǘƛŀΣ ŀƴŘ various 
mercenary guilds, the latter of which is excluded from the city 
except for the AdventurerΩs Guild. The Sentries wear blue tabards 
with the simple gold shield symbolic of their order and of their 
directive to protect the citizens of the Diamond City with their 
lives. In conjunction with the Jin Shi, with whom they share District 
offices known as kouban, the sentries keep order in the city and 
assist citizens with day-to-day problems. They also protect airships 

and the elevators and patrol all tiers of the city as well as the important Shrines that lie in the desert 
below. The head of the Sentries, known as the Shield of the City and appointed by the Diamond 
Assembly, is a hill dwarf woman named Beathra Honorstone, who originally hails from the Hinterlands. 
IŀǾƛƴƎ ŀ ŦŀǊƭŀƴŘŜǊ ƛƴ ŎƘŀǊƎŜ ƻŦ ǘƘŜ ŎƛǘȅΩǎ ǎŜŎǳǊƛǘȅ ƻŦǘŜƴ ƳŀƪŜǎ ǎŜǘǘƭŜǊǎ ŦǊƻƳ ǘƘŜ ƻǘƘŜǊ WŜǿŜƭŜŘ /ƛǘƛŜǎ 
nervous at first, but they come to understanŘ ǘƘŜ ŎƘƻƛŎŜ ƻƴŎŜ ǘƘŜȅ ƎǊƻǿ ŀŎŎǳǎǘƻƳŜŘ ǘƻ ǘƘŜ ŎƛǘȅΩǎ 
diversity. She has become known as a wise and steadfast leader, earning the respect of her subordinates, 
and is generally seen as a wise choice for the role. 
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The Academy of Innovation  

The Academy of Innovation is a new organization, made up of 
scholars from ǘƘŜ wǳōȅ /ƛǘȅΩǎ wƻȅŀƭ !ŎŀŘŜƳȅ ŀƴŘ 5ŀƛƘƻƴǎƘŀ ŀǎ 
well as the diverse citizens of the Diamond City itself. In contrast 
to the Royal Academy, admission to the Academy of Innovation 
is proudly based on merit and ability, rather than wealth or rank, 
and students often receive scholarships to cover their living 
expenses while in attendance. Given the value and rarity of 
knowledge of artificing ς and that this is the only institution in 
the world which teaches it ς admission to the Academy is very 
competitive. Primary schools across the Jeweled Cities, and even 
beyond, are now seeking to prepare students for this new field of 
study. 

The Academy is led by Jaya Sato, an air aetherite and former high-ranking scholar of the Daihonsha. 
Sato oversees the Academy with logical and fair ς if somewhat unforgiving ς leadership, and the faculty 
ǘƘŜȅ ƘŀǾŜ ōǊƻǳƎƘǘ ƻƴ ǊŜŦƭŜŎǘ ǘƘŜ ŘƛǾŜǊǎƛǘȅ ƻŦ ǘƘŜ 5ƛŀƳƻƴŘ /ƛǘȅΩǎ ŎƛǘƛȊŜƴǊȅΦ Somewhat controversially, 
one of the lower faculty, docent Allegria di Rossi, also sits on the Diamond Assembly. 

 

The Crafter ôs Guild  

This organization is a relative newcomer that was founded in the 
Diamond City in response to shortages of crafting supplies and 
material components in the years following the dual wars. While 
the formation of this guild was initially opposed by the 
aŜǊŎƘŀƴǘΩǎ DǳƛƭŘΣ the concept of an egalitarian organization of 
many types of crafters and makers, not mere sellers of goods, 
was very popular and won widespread support. The hope was 
that, working cooperatively, their greater leverage and buying 
power could help individual crafters arrange better, bulk prices 
and increased security for shipments to and from the Diamond 
City. HoweverΣ ǘƘŜ DǳƛƭŘΩǎ ƛƴŦƭǳŜƴŎŜ ǊŜƳŀƛƴǎ ǘƻƻ ǎƳŀƭƭ ǘƻ ŀŦŦŜŎǘ 
some of the issues causing the shortages, such as the war with 

the Nocturnal Empires and continued raids from orcish corsairs. 

In notable contrast to traditional guilds, instead of being headed by a single individual, decisions are 
made by a council composed of 5 Circle Leaders. One of these Leaders, Vama Chakraji, a high-caste 
human originally from Kishar, was among the citizens of the Diamond City who advocated most 
publicly and loudly for the formation of the Guild and so she ƻŦǘŜƴ ǎŜǊǾŜǎ ŀǎ ǘƘŜ DǳƛƭŘΩǎ ǎǇƻƪŜǎǇŜǊǎƻƴΦ 
It is also said that a taciturn hill dwarf woman ŦǊƻƳ YƘŀȊΩŘŀǊ ōȅ ǘƘŜ ƴŀƳŜ ƻŦ Ammi-ditana (of House 
Stonecircle) ǿƛŜƭŘǎ ŀ ƎǊŜŀǘ ŘŜŀƭ ƻŦ ǉǳƛŜǘ ƛƴŦƭǳŜƴŎŜ ŀƳƻƴƎ ǘƘŜ ƎǳƛƭŘΩǎ ƭŜŀŘŜǊǎƘƛǇ, but she is rarely seen in 
public.  
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Institutions and Organizations in Kishar  

The Sultanate  

From the lofty height of the Badshahi Palace, the Sultan rules 
Kishar, although in practice her orders manifest themselves 
through the actions of the Palace Guard, the City Militia, and the 
various administrators who control sections of the city.  

After the unexpected death of her father, Sulaiman the Second, his 
daughter became the current Sultan. Eismana, whose name is 
ǳǎǳŀƭƭȅ ŦƻƭƭƻǿŜŘ ǿƛǘƘ άōȅ ǘƘŜ ƎǊŀŎŜ ƻŦ ǘƘŜ ƎƻŘǎέ ƛŦ ǎǇƻken, is 
considered a popular ruler, although she is as yet inexperienced 
and burdened by a city partially destroyed in warfare. 

The colors of the royal house are red, purple, and gold, and its 
device is a red-maned lion, passant, wearing a purple sash. Royal 
messengers and pages wear the purple sash bordered in white. 
Failing to answer a royal summons is generally considered ill-
advised, and with most commonly result in a visit by the Palace 
Guard. 

 

The Great Council  

Of all the institutions in Kishar, the Great Council is the one most 
visibly responsible for touching every aspect of the city. While the 
Sultanate was once an absolute position, unrest and revolt among the 
noble houses in the time of Ibrahim the Fourth brought concessions. 
A weak Sultan, Ibrahim IV allowed a council of appointed nobles to 
subvert most of his power, a process that has been gradually reversed 
in the centuries following his rule. These days, the Great Council 
retains financing as its last great power, but holding the purse strings 
means it is still a force to be reckoned with. In addition to nobles, the 
heads of powerful guilds sit on the Great Council, although they are 
largely there to be consulted. 

The Council has no formal colors, but its device is a golden key, and 
Councilors commonly wear white robes to formal gatherings, with 
golden sashes. The current First Councilor, Samiyah Zhao al-Zharka, of 
the powerful al-Zharka family, is said to be a great beauty whose 

elegant features exemplify the best blood of high caste humans. She has jet black hair and the piercing 
blue eyes of her family. Paintings of her in the formal robes of her office sell almost as well as depictions 
of the Sultan. 
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The Ruby Court  

While there are hundreds of noble houses in the Ruby city 
(collectively referred to as the Ruby Court), only a few wield 
sufficient power to affect the day-to-day life of the common 
people. Noble houses are largely family units ς a person is born 
into one but might marry into another to seal an alliance. A few 
rare houses are adoptive, and survive by admitting new members 
based on merit, wealth, or some other criteria, but these are 
generally seen as debased by the other houses. About half of the 
noble houses in Kishar are high caste humans, although there are 

certainly plenty of elves, feytouched, and the occasional desirable low caste human who are found as 
consorts and spouses. 

House al-Zharka, a high caste human house, are likely the most powerful house in the city. Certainly, 
they are one of the oldest houses. While illegal for any house to keep a guard large enough to challenge 
the Palace Guard, they are said to keep small units of their troops under the uniform of allied houses. It 
is believed that all of them together outnumber the Palace Guard, if not the city militia, and rumors 
ŀōƻǳƴŘ ǘƘŀǘ ǘƘƛǎ ǎƘŜŀǘƘŜŘ ǎǿƻǊŘ Ƙŀǎ ƳƻǊŜ ǘƻ Řƻ ǿƛǘƘ ǘƘŜ CƛǊǎǘ /ƻǳƴŎƛƭƻǊΩǎ ŜƭŜŎǘƛƻƴ ǘƘŀƴ ƘŜǊ ƻǊŀǘƻǊȅΦ !ƭ-
Zharka colors are blue and green, and their device is a white ibis. 

Second in power are the Tang, a noble house of high caste humans that was a minor house until the 
previous century, in which a single ruthless and energetic leader managed to be elected First Councilor, 
ŀƴŘ ǘƘŜ ƘƻǳǎŜΩǎ ŦƻǊǘǳƴŜǎ ŀƭǘŜǊŜŘ ƻǾŜǊƴƛƎƘǘΦ ¢ƘŜ ¢ŀƴƎ ƘƻƭŘ ƳƻǊŜ ǿƛǘƘ ǎŎƘƻƭŀǊǎƘƛǇ ǘƘŀƴ ŀƴȅ ƻǘƘŜǊ ƴƻōƭŜ 
house, and they keep one of the smallest guards, although senior members of their household receive 
training in Qi-Gong, a martial art said to elevate the mind and calm the nerves. Tang colors are yellow 
and black, and their device is a couchant tiger. 

Third among the houses are the Khazâd, a mountain dwarf house that accepts some hill dwarves into its 
lower ranks. An old and highly traditional family, the Khazâd take a much longer view on politics than 
many other houses and have remained in their current position for hundreds of years, while other 
houses have risen and fallen. Despite their position, they are often rumored to be the wealthiest of the 
houses, even if they choose not to flaunt this. Khazâd colors are black and red, and their device is an 
unbroken peak in these colors. 

While they are in truth many separate houses, the high elven nobility of Kishar speak with one voice, 
and this causes them to wield more power and influence that their differences would suggest. 
Collectively, they refer to themselves as the Cinduril Houses, and their Speaker, who changes frequently 
according to unfathomable elven rules, uses the device of a white lotus blossom. For this reason, others 
often refer to them as the Lotus Court.  
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The Royal Academy  

As a center of trade, travel, and culture, Kishar boasts two proud 
symbols of its intellectual achievements: the Royal Academy and 
the Daihonsha, or Great Library. The Royal Academy is open to all 
of at least the second Tier of Rank, and well-to-do children are 
commonly sent there to be educated in all manners of scholarship. 
Graduation from this academy guarantees a high-ranking position 
in civil service or the military as well as excellent marriage 
potential. Scholars from the university are generally identifiable 
by their black, blue, or maroon robes, the omnipresence of books, 
scrolls, or writing materials, and a certain detached air of 
refinement. The Royal Academy uses the device of a lit oil lamp. 

 

The Sultan ôs Might and the Palace Guard  

Best equipped and trained of the large military forces in the Ruby 
city, the Palace Guard protects much more than just the Badshahi 
Palace. The Royal Academy and Daihonsha boast contingents of 
these troops, and small guardhouses are found all across the city 
and at the gates, in case the Sultan should need a more local 
display of power. Traditionally, membership in the Palace Guard 
is restricted to certain families, but those who display exceptional 
martial prowess and are willing to undergo the magical geas to 
ƎǳŀǊŘ ǘƘŜ {ǳƭǘŀƴΩǎ ƭƛŦŜ ŀƴŘ ƻōŜȅ Ƙƛǎ ǿƛƭƭ Ŏŀƴ Ǝŀƛƴ Ŝƴǘrance as well. 

The large-ǎŎŀƭŜ ƳƛƭƛǘŀǊȅ ǳƴŘŜǊ ǘƘŜ {ǳƭǘŀƴΩǎ ŎƻƳƳŀƴŘ ŀǊŜ ǊŜŦŜǊǊŜŘ 
ǘƻ ŀǎ ǘƘŜ {ǳƭǘŀƴΩǎ aƛƎƘǘΦ CƻǊōƛŘŘŜƴ ōȅ ŀƴŎƛŜƴǘ ƭŀǿ ŦǊƻƳ ōŜƛƴƎ ǳǎŜŘ 
against the citizens of Kishar (or brought in any large numbers 
ǿƛǘƘƛƴ ǘƘŜ ŎƛǘȅΩǎ ǿŀƭƭǎύΣ ǘƘŜ ŀǊƳȅ ŜȄƛǎǘǎ ǘƻ ǊŜƳƛƴŘ ŦƻǊŜƛƎƴ nations 

όŀǎ ǿŜƭƭ ŀǎ ƻǘƘŜǊ WŜǿŜƭŜŘ /ƛǘƛŜǎύ ǘƘŀǘ YƛǎƘŀǊΩǎ ǇǊƻƳƛƴŜƴŎŜ ƛǎ ōǳƛƭǘ ŀǎ ƳǳŎƘ ǳǇƻƴ ƛǘǎ ŀōƛƭƛǘȅ ǘƻ ǿŀƎŜ ǿŀǊ ŀǎ 
ƛǘǎ ŀōƛƭƛǘȅ ǘƻ ǇǊƻŦƛǘŀōƭȅ ŜƴǎǳǊŜ ǘƘŜ Ŧƭƻǿ ƻŦ ŎƻƳƳŜǊŎŜΦ ¢ƘŜ ƭŜŀŘŜǊ ƻŦ ǘƘŜ {ǳƭǘŀƴΩǎ aƛƎƘǘ ƛǎ Taslima aibna 
Osman, aunt to the Sultan and a famous naval admiral. 

The City Militia  

The City Militia serves as a general police force, and includes 
everything from minimally trained and often underpaid watchmen to 
elite forces designed to quell riots. The rank-and-file of the City Militia 
are drawn from all lineages and economic levels. Since ability is a valid 
way to rise to the top of this Organization, it is used as a recruiting 
Ǉƻƻƭ ōȅ ōƻǘƘ ǘƘŜ {ǳƭǘŀƴΩǎ aƛƎƘǘ ŀƴŘ ǘƘŜ Wƛƴ {ƘƛΦ 

Like the Jin Shi, members of the City Militia carry batons of office. 
Given their responsibilities, these often tend to be less ceremonial 
and more functional, some being maces in truth with a little 
decoration and (usually) the name of the officer in case they are lost 
in a fight or hectic pursuit. 
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Mercenary Companies  

Kishar welcomes mercenaries, as the constant squabbles between noble houses and other factions 
ǇǊƻŘǳŎŜ ŀ ŘŜƳŀƴŘ ŦƻǊ ŜȄǇŜƴŘŀōƭŜ ǎƻƭŘƛŜǊǎΦ {ƻƳŜ ŎƻƳǇŀƴƛŜǎ ǿƻǊƪ ŀǎ ŎŀǊŀǾŀƴ ƎǳŀǊŘǎ ŦƻǊ ǘƘŜ aŜǊŎƘŀƴǘΩǎ 
Guild, and a few are large enough to be hired for true military engagements. The smaller groups of 
mercenaries are largely kept employed by prosperous merchants or minor noble houses who cannot 
field a force of their own, and some are even employed by the gangs in their turf wars. 

Mercenary companies may number as small as two dozen members, or as many as several hundred, but 
they all have one thing in common ς their primary trade is the waging of war and displays of martial 
power. While player characters might have a background in such groups, they are not the focus of our 
story. 

bƻǘŀōƭȅΣ ƳŜǊŎŜƴŀǊȅ ŎƻƳǇŀƴƛŜǎ ŀǊŜ ŀōǎŜƴǘ ŦǊƻƳ {ŀƳŀȊŀǊΣ ŜȄŎŜǇǘ ŦƻǊ ǘƘŜ !ŘǾŜƴǘǳǊŜǊΩǎ DǳƛƭŘΣ ŀǎ ƻǳǘƭƛƴŜŘ 
below. 

Shared Institutions and Organizations  

Merchant ôs Guild  

A formalized coalition of the major craftsmen in the Jeweled Cities, 
the aŜǊŎƘŀƴǘΩǎ DǳƛƭŘ ƛǎ Ƴƻǎǘ ŀŎǘƛǾŜ ƛƴ Kishar. It is here that they 
have their main Guild Hall, overlooking the Gold Bazaar, most 
opulent of all the Ruby ŎƛǘȅΩǎ ƻǇŜƴ-ŀƛǊ ƳŀǊƪŜǘǎΦ ¢ƘŜ aŜǊŎƘŀƴǘΩǎ 
Guild levies a quarterly fee from all of its members, and in return, 
provides services such as appraisal, caravan guards, and storage for 
goods. Non-guild merchants exist, but they are not permitted to 
establish shops in the Gold Bazaar nor Metal Works, nor stalls in 
the Silver Bazaar nor Spice Bazaar, and they generally face some 
hardship and occasional intimidation.  

Noble houses exclusively take commissions from Master craftsmen 
that are Guild-ŎŜǊǘƛŦƛŜŘΦ !ƭƭ ƳŜǊŎƘŀƴǘǎ ǿƘƻ ōŜŀǊ ǘƘŜ DǳƛƭŘΩǎ ǎŜŀƭ ƻŦ 
approval display this affiliation prominently and are periodically 

inspected by the Guild. Those selling shoddy merchandise or who are caught defrauding their customers 
are expelled. Falsifying Guild credentials is an actual civil offense with lengthy punishments. 

While many merchants commonly use symbols of Kora or Thul, the Guild itself uses the emblem of a 
ōǊƻƴȊŜ ƻǊ ŎƻǇǇŜǊ ŎǳǇΣ ƛƴ ŀŎŎƻǊŘŀƴŎŜ ǿƛǘƘ ǘƘŜƛǊ ƳƻǘǘƻΣ ά¢ǊŀŘŜ ƛǎ ǘƘŜ ǿŀǘŜǊ ƻŦ ƭƛŦŜέΦ aŀƴȅ aŀǎǘŜǊ 
Merchants commission actual cups along this specification, which are traditional for ceremonies in which 
particularly profitable bargains are sealed.  
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The Daihonsha  

The Daihonsha, as an organization, falls somewhere between the 
Royal Academy and the Jin Shi. The Daihonsha headquarters in 
Kishar is an enormous three-winged building that harbors the 
largest collection of written works in existence, as well the Hall of 
Archives, an extensive collection of documents that provides the 
foundation for the legal code, land grants, and tax administration. 
The final wing houses the offices of the Jin Shi, or civil service. 
Commoners are not allowed in the Daihonsha headquarters as a 
general practice, although the right amount of money can procure 
a scholar willing to serve as a guide and sponsor. 

In the Diamond City, the Daihonsha bases itself out of the High 
Tier, specifically in and around the Great Library. Any citizen or properly accompanied guest can enter 
the library, but much of the library is restricted to Daihonsha members only, though a scholar of the 
Royal Academy or Academy of Innovation can usually enter with a proper escort. Certain parts of the 
Great Library are further Restricted, even to members of the Daihonsha, without permission of the High 
Curator ς someone whom, for whatever reason, no one ever seems to see around or even be able to 
describe in detail later. 

 

The Jin Shi  

The Jeweled Cities are each divided into quarters ς or tiers, in the 
case of the Diamond City ς and these are in turn divided into 
Districts. The head administrator of the Jin Shi in each District is 
known as a Satrap. The head of a quarter is known as a Suzerain. 
All promotions within the Jin Shi in their area require their 
approval. As a result, these bureaucrats are extremely powerful, 
and can wield as much influence as the head of a noble house. 

Beyond the lofty offices of Satrap and Suzerain, the Jin Shi are the 
backbone of the government at all levels and are responsible for 
managing the day-to-day affairs of the city. In Samazar, they 
report to the Diamond Assembly. In Kishar, while they in theory 
report to the Sultan, their need to seek funding from the Great 

Council places them in a position to work closely with this body. The Jin Shi wear formal robes with 
square panels in the front. These panels bear symbols that indicate the branch of service and rank of the 
individual, although this code is complex and difficult to understand for outsiders.  
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The Guild of Wind and Flame  

Magical guilds exist in great number in Kishar and are mostly allowed to 
operate independently. Most focus on a particular area, and are generally 
comprised of apprentices, journeymen, and masters of that art. Programs 
that funnel the most magically talented students from the Royal Academy 
into one or the other of the magical guilds are common. As commoners 
are unlikely to need or be able to afford their services, these guilds are 
not spoken of much. While scholars would argue that what they do is not 
magic, technically, those who follow the path of Mind also sometimes 
form guilds, and these are lumped into this category.  

The largest and most respected of these guilds is the Guild of Wind and 
Flame. Their area of expertise is elemental magic, and they are frequently 
at the head of innovation in this field. As such, they are constantly looking 
for new sources of important reagents such as elemental cores of high 
purity. Their symbol is the eponymous combination of the elements of Air 
and Fire. 

Thieves ô Guild  

While not a recognized Guild, most people believe there to be a 
formal Organization that regulates theft in the Jeweled Cities. 
Unsurprisingly, there is no known location for its headquarters. 
Occasionally, people publicly claim membership, often as leverage 
to extort money. The frequent and permanent disappearance of 
these people lends some credence to the rumors. 

Should such an Organization exist, it would most likely keep tabs 
ƻƴ ǘƘƻǎŜ ǿƘƻ ǇǊŜǎŜƴǘŜŘ ǘŀƭŜƴǘǎ ŦƻǊ ǘƘŜ ǊŜƳƻǾŀƭ ƻŦ ƻǘƘŜǊ ǇŜƻǇƭŜΩǎ 
property. 

 

The Hidden Court  

²ƘƛƭŜ ǘƘŜ ¢ƘƛŜǾŜǎΩ DǳƛƭŘ ƳƛƎƘǘ have a particular area of expertise, 
much of what transpires in the less-than-entirely-legal commerce 
within Kishar is regulated by a group of powerful crime bosses, 
who have established their own system of Rank. Bearing a passing 
semblance to the structure of the Ruby Court, and having adopted 
the notion of Houses and fealty, this Organization has come to be 
known as the Hidden Court. Membership in a crime family is 
seldom based on blood alone ς instead, these ruthless enforcers 
have a strict code of achievement that requires repeated 
demonstrations of effectiveness. As the name suggests, certain 
things are anathema to the members of the Hidden Court, and 
ŦƻǊŜƳƻǎǘ ŀƳƻƴƎ ǘƘŜǎŜ ƛǎ ōǊƛƴƎƛƴƎ ǘƘŜ hǊƎŀƴƛȊŀǘƛƻƴΩǎ ŀŎǘƛƻƴǎ ǘƻ ǘƘŜ 

notice of more upstanding authorities. Smart members operate on systems of reputation and plausible 
deniability, and few expect to be bailed out of imprisonment should they trip up enough to get caught. 
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For all that the City of Kishar is home to regulatory bodies such as the Jin Shi and the City Militia, the 
streets in the less pleasant Districts are just as likely to belong to any number of criminal groups who 
extort the local population. Too irregular to be easily identifiable, and too knowledgeable of back streets 
and alleys to be wholly confined, gangs operate openly in some sections of the city, and by night in 
others. When they are large or powerful enough to become a nuisance, the militia or hired mercenaries 
prune them back, but any lives lost in such engagements are easily replaced, and they are notoriously 
hard to fully uproot. In the poorer Districts, membership in a powerful local gang is one of the few means 
of advancement, and some are honestly benevolent, protecting their neighborhoods against those who 
would threaten them. Many of these gangs have agreements with the Hidden Court, if they are not 
simply extensions of it. 

The Adventurer ôs Guild  

¢ƘŜ !ŘǾŜƴǘǳǊŜǊΩǎ DǳƛƭŘ ƛǎ ƻŦ ǾŜǊȅ ǊŜŎŜƴǘ ƻǊƛƎƛƴΣ with its first location 
being founded two decades ago. Formed in the wake of the 
Řƛǎǎƻƭǳǘƛƻƴ ƻŦ ǘƘŜ {ŜǊǇŜƴǘ DǳŀǊŘΣ ƻƴŜ ƻŦ YƛǎƘŀǊΩǎ ƳƻǊŜ ŦŀƳƻǳǎ 
ƳŜǊŎŜƴŀǊȅ ŎƻƳǇŀƴƛŜǎΣ ǘƘŜ DǳƛƭŘΩǎ Ƴƻǘǘƻ ƛǎ ά{ŜǊǾƛŎŜ ǘƻ ǘƘŜ ǇŜƻǇƭŜέΣ 
and their business model of taking a great number of jobs too small 
for a traditional mercenary company seems to be bearing fruit. In 
Kishar, tŜƴǎƛƻƴǎ ōŜǘǿŜŜƴ ǘƘŜ !ŘǾŜƴǘǳǊŜǊΩǎ DǳƛƭŘ ŀƴŘ ǎƳŀƭƭŜǊ 
mercenary companies, which accuse it of poaching their jobs, 
occasionally spill over into brawling. In the Diamond City, however, 
the AdventurerΩs Guild has won exclusive rights. 

¢ƘŜ !ŘǾŜƴǘǳǊŜǊΩǎ DǳƛƭŘ Ƙŀǎ several Chapter houses, each headed by a Chaptermaster. Serving under 
them is at least one Quartermaster, who is often assisted by Scribes. The Guild as a whole is headed by 
Rashad Al-²ŀōƛΣ ǘƘŜ DǳƛƭŘƳŀǎǘŜǊΦ ¦ƴŘŜǊ wŀǎƘŀŘΩǎ ƭŜŀŘŜǊǎƘƛǇΣ ǘƘŜ !ŘǾŜƴǘǳǊŜǊΩǎ DǳƛƭŘ Ƙŀǎ ƎǊƻǿƴ ŦǊƻƳ ŀ 
small group of former mercenaries that contracted out odd jobs to a major force for change in the region. 
The Guildmaster now also holds a seat on the Diamond Assembly. 

Because ordinary people are not supposed to bear weapons inside of the Jeweled citiesΣ ǘƘŜ !ŘǾŜƴǘǳǊŜǊΩǎ 
Guild takes care of securing special permission for its members to do so. This permit is commonly known 
ŀǎ ŀƴ ά!ŘǾŜƴǘǳǊŜǊΩǎ [ƛŎŜƴǎŜέΣ ŀƴŘ ŀƭƭ t/ǎ ŀǊŜ ŎƻƴǎƛŘŜǊŜŘ ǘƻ ōŜƎƛƴ ǘƘŜ ƎŀƳŜ ǿƛǘƘ ƻƴŜΦ /ƘŀǊŀŎǘŜǊǎ ǿƘƻ 
commit violent crimes and are caught can be stripped of this license (in addition to other punishments), 
making it illegal for them to carry weapons other than knives and walking staffs within city walls.  



 

 
23 

A Guide to the Diamond City  

 

Samazar, the Diamond City, is a glistening mixture of ancient and new. Most of the structures of the 
city are ancient, but in excellent repair, and follow a beautifully filigreed, lofty style. Many buildings 
tower upward in thin spires and bronze ornamentation is everywhere. There is some new construction, 
whether repairs or additions to existing buildings or the occasional completely new structure, and these 
follow a mishmash of cultural styles adapted using local materials. 

Physically, travel to and from the city follows two methods; either wait in line for one of the restored, 
yet small, elevators that ascends from the ground beneath the city, or hitch a ride on a regularly-
schedule airship transport. Large and filigreed in bronze in the same style as the city, barge-style 
airships routinely move cargo and passengers to and from the city to the Outpost below or to other 
Jeweled Cities. Small, agile airships are rare, and only owned by a select few artificers and the wealthy. 
Airship docks are located throughout the city. 

In addition to the beauty of the city and the exciting magical technology it has brought back into 
existence, there are other universal advantages to residing in this glittering, floating world. Every 
residence in the city has running water and indoor plumbing, which are connected via underground 
tunnels. The magi-tech that makes this possible is still shrouded in mystery, as the under-tunnels are 
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somewhat dangerous and have only been partially explored. Even the AdventurerΩǎ DǳƛƭŘ has not fully 
explored these underground systems. 

Early on, the leadership of the Diamond City declared that the city would hold no standing offensive 
army; only a defensive service known as the Samazar Sentries would serve to protect the area. Another 
major declaration, given the diverse population of the city, was to accept the Jeweled Cities currency 
as standard; lunari are the main currency for trade, although foreign coin is also more common than 
elsewhere. Finally, it was decided that no one who dies in the Diamond City will be there interred; 
instead, the dead would be either cremated or buried in the Lost Valley, far from the city. In practice, 
ǘƘƛǎ ŀǊŜŀ ǘǳǊƴŜŘ ƻǳǘ ǘƻ ōŜ ƻŎŎǳǇƛŜŘ ōȅ ŀ ƳŜƴŀŎƛƴƎ ŦƻǊŎŜ ƻŦ {ǳƭƛǘƘΩǎ ƴŜŎǊƻƳŀƴŎŜǊǎΣ ŀƴŘ ōǳǊƛŀƭǎ ŀǊŜ 
generally conducted elsewhere in the Great Waste. 

Samazar is physically divided into three tiers between which individuals may travel freely but which 
reflect different needs within the city ς and different social classes as well. The Low Tier, being largest, 
is where the majority of people live and where much business is conducted. The Middle Tier is home 
ǘƻ ƻǊƎŀƴƛȊŀǘƛƻƴŀƭ ƘŜŀŘǉǳŀǊǘŜǊǎ ŀƴŘ ǘƘŜ ŎƛǘȅΩǎ ƳƛŘŘƭŜ ŎƭŀǎǎΦ ¢ƘŜ IƛƎƘ ¢ƛŜǊΣ ǿƘŜǊŜ ǘƘŜ 5ƛŀƳƻƴŘ !ǎǎŜƳōƭȅ 
meets and the Great Library can be found, is home to only a few, particularly pre-eminent citizens.  
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The Tier s  

Low Tier  

The Academy  of Innovation  

The Academy of Innovation is perhaps the single most sought building in Samazar. The largest 
building in the Low Tier, the Academy overlooks Victory Square and has its own airship dock tower. 
In these walls, students ς admitted through on a highly-competitive, merit-based process ς 
ŎƘŀƭƭŜƴƎŜ ǘƘŜƳǎŜƭǾŜǎ ǘƻ ƭŜŀǊƴ ǘƘŜ ōŜǎǘ ǘƘŜ ŎƛǘȅΩǎ ǎŎƘƻƭŀǊǎ ƘŀǾŜ ǘƻ ƻŦŦŜǊΣ ƛƴŎƭǳŘƛƴƎ ǘƘŜ ƳǳŎƘ-sought-
after artificing skill. While they partner with the Daihonsha to utilize the Great Library, the 
Academy keeps its own copies of many important tomes and documents, copied carefully by hand 
in the last few years. Students have access to esteemed instructors and an excellent library, and 
the Academy ς while still very young ς boasts that in its few years it has already matched the Ruby 
/ƛǘȅΩǎ Royal Academy in quality ς though scholars elsewhere, of course, dispute this. 

Victory Square  

After the defeat of the Flame Lord, many called for a fitting memorial to those who lost their lives 
fighting his army or in the infernos he caused in cities across the world. This large, open-air forum 
allows for public gatherings and tributes, and a gilt building in the center of the square includes a 
memorial to everyone who was lost in the war. Statues of those who died with particular bravery 
stand evenly spaced around the Square. It is common for citizens to come here bearing flowers, 
drawings, and other small tributes to those they lost, whether they died at home in one of the 
Lost Cities or fighting the Efreeti army to defend their new home. Victory Square also celebrates 
the defeat of the Flame Lord and the rebirth of Samazar as a new hope for thousands of displaced. 
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The Adventurer ôs Guild  

Adventurers, being the first to visit the elusive Diamond City in centuries, laid claim to a choice 
building as their local guild hall. The Chapterhouse is conveniently located near the original 
working elevator to and from the ground below as well as a nearby airship dock tower. The 
Adventurers often have cause to travel extensively and on short notice, so this location is key, but 
the building has its quirks. Protected by a Zone of Simplicity, combat and use of powers indoors is 
magically prohibited. Outside, a sparring area has been set aside for members to practice and 
aspiring newcomers to try their luck. Some artifacts and magic objects are stored in the 
Chapterhouse, with some readily available to members and others carefully packed away and 
guarded in the Vault. 

The Spice Bazaar  

This large, open-air market includes numerous stalls, set up each morning and closed each night, 
that sell all sorts of άsoftέ goods ς not just spices, but all food and other consumables, as well as 
some other inexpensive daily-use items like simple cloth. To Kishari citizens, this seems like a 
combination of the Copper and Silver Bazaars, yet many durable goods are not sold here ς the 
aŜǘŀƭǿƻǊƪǎ ƛǎ ƘƻƳŜ ǘƻ ǇŜǊƳŀƴŜƴǘ ǎƘƻǇǎ ŀƴŘ άƘŀǊŘέ ƎƻƻŘǎΦ The Spice Bazaar is carefully overseen 
by the Jin Shi, who organize stalls and keep everything laid out in a tidy grid. Additionally, an airship 
tower in the corner of this District is where the freshest perishables ς like fresh fish from Kishar 
and Prinya ς are brought in daily. Sentries patrol the Bazaar regularly, so thieves and pickpockets 
are not a frequent concern here. 

The Metalworks  District  

Metal is indeed worked here ς there are forges and silversmiths ς but all sorts of durable goods 
are sold in the Metalworks. Household goods, tools, jewelry, books ς most permanent shops in 
the city are set up in this District, and shoppers from all tiers visit daily. An airship tower in the 
corner of this District brings in raw materials ς ore and ingots, thread and fiber, etc. ς and exports 
finished goods. A single, very large smithy at the center of the District is dedicated to Kora and has 
ōŜŎƻƳŜ ƪƴƻǿƴ ŀǎ ¢ƘŜ !ǊŎƘƛǘŜŎǘΩǎ CƻǊƎŜΦ ¢ƘŜ ōǳƛƭŘƛƴƎ ŀƭǎƻ ƛƴŎƭǳŘŜǎ ŀ ǎƛƴƎƭŜ ŜƴƻǊƳƻǳǎ ƭƻƻƳΣ 
manned by constructs, which can produce wide swaths of fabric big enough for entire stall tents. 
Given that this was clearly a center of production of goods for the ancient residents, current 
citizens see this as a natural place to work their crafts. Like the Spice Bazaar, the Jin Shi and 
Sentries keep order here. Recently, ǘƘŜ aŜǊŎƘŀƴǘΩǎ DǳƛƭŘ Ƙŀǎ ƻǇŜƴŜŘ ŀ ŎŀǊƎƻ ŜƭŜǾŀǘƻǊ ǘƘŀǘ Ǌǳƴǎ 
up the edge of this District ǘƻ ǘƘŜ aŜǊŎƘŀƴǘΩǎ District, though it has not yet been declared safe for 
passengers. 

The Free District  

The Free District ς άthe one place in the city,έ as the saying goes, άwhere nothing is ever free.έ 
This District is home to large public baths, theatres, restaurants, taverns, brothel and the soft 
trade, and all other sorts of entertainment. While the District includes housing, only people who 
work within the District generally live here, and this includes Adventurers from the nearby 
Chapterhouse who choose to find private housing. At the edge of the District and the City, close 
to Victory Square and the Temple District, three elevators operate frequently. These small 
elevators move a few people at a time, not large cargo, and a small fee is required to use them. 
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[ǳŎƪƛƭȅΣ !ŘǾŜƴǘǳǊŜǊΩǎ DǳƛƭŘ ƳŜƳōŜǊǎ ŀǊŜ ŜȄŜƳǇǘ ŦǊƻƳ ǘƘƛǎ ŦŜŜ ς and may also jump to the head 
of the line if they are in need of doing so. 

The Te mple District  

When people first arrived in the Diamond City, they easily found the prominent, large temple 
building, which already included shrines dedicated to all the gods ς with the notable exception of 
the Twins. Even Sulith and Gorgath have shrines here, though they are not often publicly sought 
out. The large statues of each of the gods are unusual in that each statue bears an animal head. 
Given the nature of the settlement of the city, Laurela, goddess of transition, has seen particular 
popularity here, and she is considered the unofficial patron goddess of Samazar. Small shrines to 
Laurela are popular in many homes and in public areas in other Districts as well. 

Also in this small District are a few shops ς selling incense, flowers, milk, and other common 
offerings ς and another building that lies in the shadow of the Temple. This building, the temple 
to the Twins, sees few people enter through the main front door. More commonly, worshippers 
enter through the shadowed side doors, where their identities are less likely to be noticed. While 
worship of the Twins is legal in Samazar, there is still a bias against it ς some would call it an unfair 
prejudice. This bias seems to be decreasing in the last year or two, in young people in particular. 

For the curƛƻǳǎΣ ǘƘŜ ŘƛŜǘƛŜǎΩ ǎǘŀǘǳŜǎΩ ŀƴƛƳŀƭ ƘŜŀŘǎ ŀǊŜ ŀǎ ŦƻƭƭƻǿǎΥ 

¶ The Brothers - Rams 

¶ Gloriel - Dove 

¶ Nivone - Dog 

¶ Auran - Falcon 

¶ Avahlei - Cobra 

¶ Kora - Fennec 

¶ Laurela - Cat 

¶ Lyla - Hare 

¶ Maenir - Lion 

¶ {ǳƘƭΩ{ŜƪƘ - Jackal 

¶ Thul - Ibis 

¶ Gorgath - Hippopotamus 

¶ Sulith ς Crocodile

The Wandering Bazaar  

The Wandering Bazaar is a strange, labyrinthine District of the city that thwarts any scholarly 
attempt at mapping. By unspoken law, shops are never set up in the same place twice, lest they 
should attract the attention of evil spirits. The area is full of strange, open buildings up to five 
stories tall with wide, wooden pathways between them.  These bridges between buildings shade 
the alleys below, and only the DistrictΩǎ few residents seem to know their way around with 
confidence. The wide, tall buildings are only used around the edges, because in the center of each 
is a large, circular hole that permeates all levels of the building and deep into the ground (the 
undercity). This all makes the area rather dangerous. Unusual, rare, and sometimes quite 
expensive items can be found here, along with medicines, oracles, ƭǳȄǳǊȅ ƎƻƻŘǎΣ ŀƴŘ άŘƛǎŎǊŜŜǘέ 
services. Servants from higher tiers can often be found here, shopping for their masters, but wise 
ones never travel unguarded. Because of the difficulty in mapping and understanding this District, 
it is less patrolled by the Sentries than the other Bazaars. In fact, many businesses here are not 
licensed by the Jin Shi and are, to one degree or another, illegal. 
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The Fire -Home District  

The Fire-Home District (so named because of the way the sun glints on its spires, towers, and 
windows as it rises each morning) is a modest but comfortable residential DistrictΦ aŀƴȅ ƻŦ ǘƘŜ ŎƛǘȅΩǎ 
lower-ranking civil servants, guild members, and shop owners live here, where housing remains 
affordable despite the buildings being in excellent condition. A small square set a full story down 
into the stone of the District was discovered when the area was first explored, with a covered 
platform at its center. This area was converted into a shrine to those who perished in the Great War 
of Flame, with the rising sun greeting what is now called Memorial Square at the start of each day. 
²ƘƛƭŜ ƛǘ ƛǎƴΩǘ ŀ ǇŜǊŦŜŎǘ ŀƭƛƎƴƳŜƴǘΣ ǘƘƛǎ ǎŜŎǘƛƻƴ ƻŦ ǘƘŜ Ŏƛǘȅ ŦŀŎŜǎ ǘƘŜ ŘŜǎŜǊǘ ƛƴ ǘƘŜ ŘƛǊŜŎǘƛƻƴ ƻŦ {Ƙŀƭŀzar, 
the Sapphire City. Many of the people who live here hail from there originally and wear a small blue 
ŎƻǊŘ ŀǘ ǘƘŜƛǊ ōŜƭǘ ǘƻ ƛŘŜƴǘƛŦȅ ǘƘŜƳǎŜƭǾŜǎΦ ά.ƭǳŜ-ōŜƭǘǎέΣ ŀǎ ǘƘŜȅ ŀǊŜ ǘŜǊƳŜŘΣ ƘŀǾŜ ŀ ǊŜǇǳǘŀǘƛƻƴ ŀǎ 
scholars and crafters who are level-headed and make good mediators, and even the Jin Shi has been 
known to bring them in when formal charges may not be appropriate.  

The Wind -Home District  

The Wind-Home District is named for the winds out of the west that buffet it most of the day. This 
District is a working-class residential area where many of the workers involved with airship trade 
live. Day laborers loading and unloading the great airships mingle with the crew of the airships 
themselves. For safety reasons, the edge of this District is lined with rope barriers ς at least once 
a day someone unaccustomed to the high winds ends up needing them. The reliable presence of 
the strong winds in this District has also led to the development of gliders (originally designed by 
the Academy of Innovation) and that in turn has led to racing leagues and gambling. Once a week 
a sanctioned race can be found from the edge of the District to Victory Square ς a challenging 
course due to the many tall spires in between. Less official racing means pilots sometimes interfere 
ǿƛǘƘ ŀƛǊǎƘƛǇ ǘǊŀŦŦƛŎΣ ŀ ǇǊŀŎǘƛŎŜ ǘƘŜ Wƛƴ {Ƙƛ ŀƴŘ ǘƘŜ aŜǊŎƘŀƴǘΩǎ DǳƛƭŘ ŀǊŜ ōƻǘƘ ǿƻǊƪƛƴƎ ǘƻ ǊŜŘǳŎŜ 
through hefty fines. 

The Stone District ï Or ñThe Falling District ò 

The Stone District was, for the first few years of settlement, known commonly as the Falling 
District. Originally named for the exceptional stone façades on many of the buildings there, the 
name fell out of common use because those same pieces started falling apart. Not only façades 
but also other large pieces of buildings would crumble into the street or collapse in sudden and 
unexpected ways. Across the streets in the Fire-Home District and the Spice Bazaar, buildings 
stayed in complete repair, but mysteriously, this section of the city alone seemed to decay. The 
automatons that clean and repair the city ignored this District, and as ǎǳŎƘΣ ƻƴƭȅ ǘƘŜ ŎƛǘȅΩǎ ǇƻƻǊŜǎǘ 
residents and outcasts live here, including a disproportionate number of fellblooded ς so some 
call this area the Fallen or the Fell District. Residents originally hailing from the Ruby City have 
taken to jokingly calling their new ƘƻƳŜ άǘƘŜ bŜǿ {ƻǊǊƻǿǎέΦ hǳǘǎƛŘŜǊǎ ǘƻ ǘƘƛǎ District are regarded 
with suspicion, especially those who come in only to get information without contributing. 

9ǾŜƴǘǳŀƭƭȅ ǘƘŜ !ŘǾŜƴǘǳǊŜǊΩǎ DǳƛƭŘ ǿŀǎ ŀōƭŜ ǘƻ ŘŜǘŜǊƳƛƴŜ ǘƘŀǘ ǘƘŜ aŜŎƘŀƴƛǎǘΣ ƻƴŜ ƻŦ ǘƘŜ ƻǊƛƎƛƴŀƭ 
nine constructs of the ancient, Djinn-created Quintessence Forge, was malfunctioning and had 
been using the Engines of Fate to pull energy from this District to fuel episodes of rewinding time. 
Once the Mechanist was defeated, the Stone District stopped facing dangerous, entropic decay 
and repair could begin. Now the District is being renovated and its weary residents fear being 
pushed out by outside investors looking to capitalize on their good fortune. 
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The Rim  

The ŎƛǘȅΩǎ ǳƴƛǉǳŜ ŎƛǊŎǳƭŀǊ ǎǘǊǳŎǘǳǊŜ ƭŜŀǾŜǎ ǎƳŀƭƭ ǎƭƛǾŜǊǎ ƻŦ ŜŀŎƘ ¢ƛŜǊ ƭŀǊƎŜƭȅ ǳƴǳǎŀōƭŜΦ Lƴ ǘƘŜ [ƻǿŜǊ 
Tier, this area is known as the Rim. There are buildings here which go right up to the edge of the 
city, and if you were to punch through their external walls, you would face a terrible drop off the 
ŜŘƎŜ ƻŦ ǘƘŜ ŎƛǘȅΦ !ǎ ǎǳŎƘΣ ǘƘŜǊŜ ƛǎƴΩǘ ƳǳŎƘ ǘǊŀŦŦƛŎ ƛƴ ǘƘƛǎ ŀǊŜŀΣ ŀƴŘ ƛǘ ǘŜƴŘǎ ǘƻ ōŜ ǊŜƭŀǘƛǾŜƭȅ ǉǳƛŜǘΣ 
since no legitimate shops or business want to set up in quite such an out of the way area. A popular 
and persistŜƴǘ ǊǳƳƻǊ ƛǎ ǘƘŀǘ ǎƻƳŜ ƻŦ ǘƘŜ ŎƛǘȅΩǎ ǎƘŀŘƛŜǊ ŘŜŀƭƛƴƎǎ ǘŀƪŜ ǇƭŀŎŜ ƛƴ ǘƘŜ wƛƳΣ ǿƘŜǊŜ ǘƘŜ 
Sentries and Jin Shi patrol less often and fewer people might happen by. This association of 
criminality further stigmatizes those who live in the unusually long and narrow houses in this 
ǎŜŎǘƛƻƴΣ ŀƴŘ ΨwƛƳ-ŘǿŜƭƭŜǊΩ ƛǎ ŀƴ ƛƴǎǳƭǘ ƭƛƪŜƭȅ ǘƻ ǎǘŀǊǘ ŀ ŦƛƎƘǘΦ ¢ƘŜ wƛƳ ƛǎ ŀƴƻǘƘŜǊ ǇƻǇǳƭŀǊ ǇƭŀŎŜ ǘƻ 
find gliders and glider-racing, although the unpredictable wind currents here have resulted in 
several deaths. 

 

Middle Tier  

Opportunity Park  

Opportunity Park is a large public park central to the Middle Tier. A stream emerges from the wall 
between the Middle and High Tiers and flows through the park to a small pond, from whence it 
must drain to the under-tunnels, though no one is entirely sure. wŜƎŀǊŘƭŜǎǎ ƻŦ ǘƘŜ ŎƛǘȅΩǎ ŜƴŘǳǊƛƴƎ 
mysteries, the park is a pleasant place to visit, with lawns, flowers, shrubs, even trees and small 
ǿƛƭŘƭƛŦŜΣ ŀǎ ǿŜƭƭ ŀǎ ŀǊǘŦǳƭƭȅ ŀǊǊŀƴƎŜŘ ǎǘƻƴŜǎΣ ŀ ŎƻƳōŜŘ ƎǊŀǾŜƭ άƎŀǊŘŜƴΣέ ŀƴŘ ōŜƴŎƘŜǎ ŀƴŘ ǇƛŎƴƛŎ 
tables for families to gaǘƘŜǊΦ ¢ƘŜ ǇŀǊƪ ƛǎ ǇǊƛƳŀǊƛƭȅ ǳǎŜŘ ōȅ ǘƘŜ ŎƛǘȅΩǎ ƳƛŘŘƭŜ-class residents. It is 
patrolled regularly by the Sentries and cleaned by the Jin Shi. At times, public events are held in 
the Park, such as summer evening concerts and the like, but large public events primarily take 
place in the Lower Tier to accommodate greater numbers. 

The City Museum  

Adjacent to the Park is a stolid building, fairly plain except for artful blue glass windows that run 
the height of the building. In the first few months of their rule, the Diamond Assembly 
commandeered this otherwise empty building and declared it a public museum, where artifacts 
and art could be displayed for the edification of the general populace. Historical pieces from the 
Great War of Flame are displayed here, as are rotating selections from current artists and carefully 
ǘŜƴŘŜŘ ƘƛǎǘƻǊƛŎŀƭ ǇƛŜŎŜǎ ŦǊƻƳ ǘƘŜ ŎƛǘȅΩǎ past. Small concerts are held here in the wintertime and 
when the summer heat becomes oppressive. Admission is free to the public during daytime hours, 
and Sentries patrol the museum while Daihonsha guides host formal tours.  

The Guild  of Wind and Flame  

On the other side of the park from the museum is another massive building, this one with narrow, 
red glass windows, which appealed to the Guild of Wind and Flame in the early days of exploration. 
Before settlement had even truly begun, the Guild claimed this building as their own. Typically, 
only Guild members are allowed entrance, but special dispensation is giving to certain allies and 
high-ranking citizens. The reason, they say, is less the snobbery that some people might call it than 
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it is a simple matter of safety. Guild laboratories here sometimes run dangerous experiments, and 
even some routine alchemical or magical work can be quite unfortunate to interrupt. Young 
scholars of the path of Magic often take formal classes here. There is no quarter given to anyone 
who interferes with the exchange of magical knowledge, so intruders are promptly ejected. 

The Merchant ôs District  

The MerchantΩs Guild, which understood a new city as a golden opportunity, naturally claimed an 
elegant building for their local guild hall, and many merchants also reside nearby in this large, 
crescent-shaped District. The Guild hosts a small bank based out of their main hall. Moneylenders 
can also be found in this District, and their services exchanging foreign coin are called upon daily. 
Some farlanders might grumble about unfairness in exchange rates, but only guild certified 
moneylenders are legally allowed to operate in the city, and crooks are dealt with by the Jin Shi 
without mercy. 

Senior Merchant Nemori Bashir, formerly of the Ruby City, is well respected by many across the 
city. Her right-hand man, Merchant An Jin of the House of Saffron, is known for fairness and 
diplomacy, and often serves as a messenger for Nemori or her advisors. 

Jin Shi Headquarters  

Near the center of the Tier and not far from the park lies the Jin Shi Headquarters building. From 
the first days of settlement, the Jin Shi took control of the situation easily, administration and 
logistics being their forte. They are responsible for everything from record-keeping to 
peacekeeping, issuing permits to issuing judgements on crimes. The breadth of ǘƘŜ Wƛƴ {ƘƛΩǎ 
responsibility is strange to some farlanders, who expect more separation of duties. Others expect 
ŀƴ ŀǳǘƘƻǊƛǘŀǊƛŀƴ ǊǳƭŜǊ ǿƛǘƘ ǳƴƛǾŜǊǎŀƭ ŀǳǘƘƻǊƛǘȅΣ ŀƴŘ ǎƻ ǘƘŜ Wƛƴ {ƘƛΩǎ ŘƛǎǇŜǊǎŜŘ ŀǳǘƘƻǊƛǘȅ ŀƴŘ 
dedication to fairness, logic, and diplomacy is a breath of fresh air. 

The current Suzerain ς ƭŜŀŘŜǊ ƻŦ ǘƘŜ ŎƛǘȅΩǎ Wƛƴ {Ƙƛ ς is Peng Dao, a high caste human woman who 
also sits on the Diamond Assembly. Like many of her colleagues, she is known to wear a plain 
uniform with the standard square front panel and the Jin Shi baton of office. Known to be no-
nonsense, efficient, and dedicated to her ethic of fairness and justice, she is well-respected by 
citizens around the city. 

In addition to their headquarters, the Jin Shi have small stations, called koubans, in each District. 
They share this space with the Samazar Sentries, and each kouban serves as a sort of general city 
services building, responding to all sort of neighborhood requests from providing directions to 
assistance in emergencies. 

Samazar Sentries Main Barracks  

Located behind the Jin Shi Headquarters, a large and surprisingly beautiful building hosts the main 
barracks and offices of the Samazar Sentries. The building is utilized as both administration center, 
living quarters for the Sentries, training ground, and temporary holding facilities for those accused 
of crimes. A central courtyard allows for relaxing lunch break and regularly scheduled practice 
sparring. 
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The Cage  

Adjacent to the Sentries barracks is the magical prison known as The Cage. The city did not appear 
to have a prison originally, so this building has been converted, and walls of magical force separate 
many of the various cells. While those merely accused of a crime are usually kept in the SentriesΩ 
barracks until trial, those who are especially dangerous or ruled guilty of crimes find themselves 
in the Cage. This multi-storied building as yet has few long-term residents; most crimes to date 
ƘŀǾŜ ǿŀǊǊŀƴǘŜŘ ŀ ȅŜŀǊΩǎ ǎŜƴǘŜƴŎŜ ƻǊ ƭŜǎǎΣ ǎƻ ǘƘŜ ōǳƛƭŘƛƴƎ Ƙŀǎ ƳƻǊŜ ŎŀǇŀŎƛǘȅ ǘƘŀǘ ƛǘ ƛǎ ŎǳǊǊŜƴǘƭȅ 
using. 

The Kind District  

The Kind District ƛǎ ǘƘŜ aƛŘŘƭŜ ¢ƛŜǊΩǎ ŀƴǎǿŜǊ ǘƻ ǘƘŜ CǊŜŜ DistrictΦ ¢ƘŜ ŀǊŜŀ ƛƴŎƭǳŘŜǎ ŎƻƳǇŀƴƛƻƴǎΩ 
residences, private and semi-private baths, fine restaurants, and salons where private concerts 
and entertainment are held. An airship tower in the north part of the District is where many 
higher-class residents and visitors take small passenger ships to and from the city. The Kind District 
ƛǎ ŀƭǎƻ ǘƘŜ ŎŜƴǘŜǊ ƻŦ ǘƘŜ ŎƛǘȅΩǎ ŦŀǎƘƛƻƴ ŎǳƭǘǳǊŜΣ ǿƛǘƘ ŀ ȅŜŀǊƭȅ ǎŜƳƛ-public showing of the latest 
designs. 

The Green District  

Early efforts by members of the Temple, community leaders, and several Adventurers led to the 
ŦƻǊƳŀǘƛƻƴ ƻŦ ƻƴŜ ƻŦ ǘƘŜ ŎƛǘȅΩǎ Ƴƻǎǘ ǇƭŀƴƴŜŘ Districts. Even with the spring of the Oasis appearing 
in the desert below the city, it was quickly apparently that the refugees needed a source of food 
(and income) as soon as possible. Since most of this District was clearly originally some sort of 
park, the necessary open ground was already present when leaders looked for a place to grow 
crops. Community leaders, especially from the Temple, aided refugees in starting up small 
community farms and gardens here. Quite a few residents now devote their full-time work to 
growing crops in this District and selling them in the Spice Bazaar. Some have done quite well for 
themselves growing delicacies and spices from around the world ς much beloved in this 
cosmopolitan city. Each year the District improves; more space is converted from open lot to 
growing fields and new efficiencies are found. There are even young orchards already blooming 
here, and the Green District is often enjoyed as a sort of park, kept secure and safe by the efforts 
ƻŦ ǘƘŜ {ŜƴǘǊƛŜǎ ŀƴŘ Wƛƴ {ƘƛΣ ǿƘƻ ōƻǘƘ ǇŀǘǊƻƭ ǘƻ ŜƴǎǳǊŜ ǘƘŜ ǎŀŦŜǘȅ ƻŦ ǘƘŜ ŎƛǘȅΩǎ ŦƻƻŘ ǎǳǇǇƭƛŜǎΦ The 
airship tower in this district directly supports agricultural efforts. Finally, a breathtaking hanging 
garden tumbles down the side of the Green District wall above the Stone District. 

 

High Tier  

The Great Library  

The Jewel of the Diamond City ς the Great Library ς towers, glistening, overlooking the entire city. 
The beautiful, lofty spire is full of tomes, scrolls, maps, and records, all ancient, and even now the 
Daihonsha has not been able to fully catalogue it all. In early days of settlement, the Library was 
not well guarded, and some tomes went missing, much to the consternation of the Senior 
Librarian when he arrived from the Ruby City. What was stolen during that short window was 
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irreplaceable, and the Daihonsha has issued a standing reward with no punishment for any 
materials returned to them. They also eagerly accept tomes and records from nearby ruins, which 
Adventurers and other explorers sometimes discover, though most are in poor condition after 
centuries. 

Magically protected and sealed, the Great Library maintained its pristine condition until it was 
opened at the conclusion of the Great War of Flame, and now scholars are eagerly copying the 
materials to preserve them, lest they become lost to the brittle, dry desert air. Scribes of the 
Daihonsha and skilled students at the Academy of Innovation are often put to work with 
transcription, though cataloging is reserved for experienced Librarians. 

The Daihonsha headquarters offices are located within side rooms off the main library hall, and 
the Senior Librarian lives on site. The building is guarded by an ample contingent of Sentries. Only 
ranking members of the Daihonsha or the Academy are allowed unsupervised within the Great 
Library, although all citizens are allowed in public sections, where there is constant supervision. 
No materials may be removed from the Library at any time. For some documents, copies may be 
made, and so talented calligraphers who can accurately transcribe original materials are often in 
demand. Particularly with artificing diagrams, inaccuracy in transcription can be deadly! At the 
request of the Diamond Assembly, some materials are restricted and may not be viewed or copied 
without their approval. Rumors persist, too, of an unknown and shadowy figure that is secretly 
the master of the library ς someone or something that dates back to the days of the Djinn. Some 
!ŘǾŜƴǘǳǊŜǊǎ ƘŀǾŜ ƴƻǘŜŘ ǘƘŀǘ ǇŜǊǎƛǎǘƛƴƎ ƛƴ ŀǎƪƛƴƎ ǘƘŜ ƭƛōǊŀǊȅ ǎǘŀŦŦ ŀōƻǳǘ ǘƘŜ IƛƎƘ /ǳǊŀǘƻǊ ŘƻŜǎƴΩǘ 
seem to net worthwhile information, for some reason. 

The Diamond Assembly Hall  and the Sky District  

The grand hall where the Diamond Assembly meets is across a small plaza from the Great Library. 
The main hall is opulent and beautiful and was clearly once a throne room, with seating for three 
great leaders.  A fine table and chairs, rather than the thrones, now sit on a raised dais at the far 
end of the main hall. Seats are available for petitioners, so no one needs to stand waiting or kneel 
deferentially to the Assembly, though many do anyways. Off of the main hall there are offices, 
ƭƛǾƛƴƎ ǉǳŀǊǘŜǊǎΣ ŀƴŘ ŀǎǎƻŎƛŀǘŜŘ ǎŜǊǾŀƴǘǎΩ ǉǳŀǊǘŜǊǎΣ ƪƛǘŎƘŜƴǎΣ and work spaces. Most of the Diamond 
Assembly members, as well as their Arbiters, choose to live elsewhere in the city for the day-to-
day life, but each has their own quarters and office within the Hall as well. Clerks, Ritari, and Jin 
Shi record-keepers that serve the Assembly also have small offices in this building. For special 
events, the building is opened to the public, and many will come to gawk at the intricate glasswork 
and metalwork; but the average citizen rarely if ever has need to visit the Assembly Hall for 
personal business. 

Surrounding the Assembly Hall are two great, open plazas, collectively known as the Sky District. 
Public declarations, high-society weddings, and other large public gatherings are sometimes held 
here. New laws passed by the Assembly must be read publicly in this District, and many 
organizations keep scribes and runners here for disseminating information rapidly. 

The Operator  

There is a small, unassuming building in the High Tier that is generally left alone. Within resides 
The Operator, a construct from the original days of the city who maintains and operates the flow 
of magical power from the Desert Shrines. The Operator monitors the city for threats and keeps 
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the systems running smoothly. Should the city administration need to, say, shut off the stream in 
Opportunity Park, or halt all elevators due to an emergency, the Operator would be the one to 
assist. For the most part, however, he is left to his somewhat mysterious duties. As the first known 
ƳŜƳōŜǊ ƻŦ ǘƘŜ vǳƛƴǘŜǎǎŜƴŎŜ CƻǊƎŜΣ ǘƘŜ hǇŜǊŀǘƻǊΩǎ ƛƴŎƻƳǇƭŜǘŜ ƳŜƳƻǊȅ ōŀƴƪǎ have often been 
the source of unique and important information key to helping the city. 

The Quiet District  

A few elegant ǊŜǎƛŘŜƴǘƛŀƭ ŜǎǘŀǘŜǎ Ŏŀƴ ōŜ ŦƻǳƴŘ ƛƴ ǘƘŜ IƛƎƘ ¢ƛŜǊΦ IƻƳŜ ǘƻ ŀ ƘŀƴŘŦǳƭ ƻŦ ǘƘŜ ŎƛǘȅΩǎ 
wealthiest individuals, these estates ƛƴŎƭǳŘŜ ǎƻƳŜ ƻŦ ǘƘŜ ŎƛǘȅΩǎ Ƴƻǎǘ ōŜŀǳǘƛŦǳƭ ōǳƛƭŘƛƴƎǎ ŀƴŘ 
private gardens. Any new construction here has been completed in a way that it blends in 
seamlessly with the existing architecture. The average citizen rarely, if ever, has cause to see inside 
the walls of these fine estates. 

 

The Undercity  

Tunnels  

Accessed via hatches throughout the city, tunnels run underneath the surface. The workings of 
the city hum along, maintained by automatons. Until recently, it was very dangerous to visit here; 
similar automatons here were unusually aggressive and would attack any visitors on site. After the 
defeat of the Mechanist, that is no longer a problem. However, the tunnels are not necessarily 
completely free from dangers. In addition to all of the strange machinery, sometimes there are 
creatures in the tunnels that no one has seen elsewhere. In deeper levels, Adventurers have found 
slimes and other odd creatures that the average citizens would not wish to encounter! 

 

Below the City  

The River  

After the defeat of the Flame Lord, a river appeared in the desert, as if by magic. Scholars of the 
desert determined that the healing of the six elemental shrines, along with the restoration of the 
Diamond City, made possible the restoration from underground the great river that once flowed 
through the area. The underground river, previously known to only a few Adventurers and 
scholars, now flows freely across the desert past Senabi to the sea just west of Kishar. The fecund 
river creates a large swath of fertile land where once was desert alone. The benefits of the other 
shrines, scholars say, account for the rapid growth of vegetation and the appearance of young 
forests and wildlife. Because of this, wildlife that fled the [ŀŘȅΩǎ CƻǊŜǎǘ ŘǳǊƛƴƎ ǘƘŜ ŀŘǾŀƴŎŜ ƻŦ 
Nocturnal Empire forces found a new home in the so-called Desert Forest. 

In the last year or two, it has quietly become common knowledge that some sort of great power 
resides in this forest and taking too freely from the forest will not bode well for ƻƴŜΩǎ longevity. A 
handful of individuals have taken to living in these deep woods of their own accord, while others 
have run afoul of the power there and have not been seen since. Additionally, some of the wildlife 
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will now watch anyone who passes through with unusual intelligence in their eyes; many of these 
animals bear a pair of sleek, black horns, regardless of whether their species would normally have 
horns or not. This clearly upsets some in the city, but others note there has been no aggression 
toward the city or toward anyone who did not act first. 

The Outpost  

The Desert Outpost, built many years ago by the AdventurerΩs Guild as they explored ruins in the 
desert, lies below the city and atop the cave where the Earth Shrine can be found. The anDwapeh 
ǘǊŀŘŜ ǊƻŀŘ ǇŀǎǎŜǎ ǘƘǊƻǳƎƘ ǘƘŜ hǳǘǇƻǎǘΩǎ ǿƻƻŘŜƴ ǿŀƭƭǎΣ ǿƘƛŎƘ ǿŜǊŜ ǊŜōǳƛƭǘ ǘŀƭƭŜǊ ŀŦǘŜǊ ǘƘŜ DǊŜŀǘ 
War of Flame. Within the walls lie barracks for the Guild, multiple inns and a hostel, warehouses, 
and a few shops that handle basic trade for merchants, diplomats, and explorers passing through 
the area. 

Settlements  

Within the fertile area created by the river and the influence of the shrines, several small 
settlements have appeared. The largest and most significant of these belongs to the Lightning 
Stones gnoll tribe, whose matriarch, Emberclaw, sits on the Diamond Assembly. The Lightning 
Stones are the first known gnoll tribe to settle in a permanent location in this way. Their housing 
remains simple and made from natural materials, easy to break down and return to the earth if 
needed. Settlers in other groups have erected somewhat more permanent-looking homes. The 
residents of the varied settlements ς including the gnolls, unusually ς have cultivated fields, 
pastures, and orchards here that provide food not only for their groups but for the Diamond City 
above. The thriving, fecund land provides more food each year, which is fortunate since the city 
continues to grow. 

The Shrines  

Six elemental shrines ring the underground central Hub; together, these ancient magical artifacts 
power the Engines of Fate, keeping the Diamond City in the sky, the river flowing, and the systems 
that make life possible here thriving. The shrines, one each to Fire, Lightning, Water, Earth, Life, 
and Death, are dangerous and therefore off-limits to most civilians, which the exception of 
scholars, who must travel under guard. In order to keep this key resource safe, the shrines are 
guarded and patrolled by Sentries, and they are never left unattended. 

The Lost Valley  

In the desert lies a particularly interesting valley. Full of half-buried tombs and catacombs, the Lost 
Valley had long been hidden by the sands of the Great Waste. Several years ago, the shifting sands 
began to reveal their secrets, and scholars from Kishar mounted expeditions to explore the tombs, 
not all of which were safe. The famed Royal Scholar Ankhares made his name here through the 
excavation of the tomb of Hakad ad Ipek, last king of the Sky People, more commonly known as 
the Lost Tribe of the desert (and for whom the Valley is named). Adventurers helped in 
exploration, but many secrets remained in the area. 

During a lull in the exploration, followers of Sulith first moved into the valley. Dark necromancers 
arrived and began raising the dead to do their bidding. The dead served both to guard the area 
and to further excavate the tombs and natural caves of the valley. Many artifacts and wealth were 
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ƭƻǎǘ ǘƻ {ǳƭƛǘƘΩǎ ŦƻƭƭƻǿŜǊǎ ƛƴ ǘƘƛǎ ǿŀȅΣ ōǳǘ ŘŀƴƎŜǊǎ ƻŦ ǘƘŜ ǘƻƳōǎ ǿŜǊŜ ŀlso cleared out. When the 
Flame Lord and his army arrived, the necromancers seem to have fled, and the remains of their 
undead army fought the Efreeti and were destroyed. The Lost Valley lay once again open to 
exploration and scholarship. 

As it was believed to mostly consist of empty tombs, the newly-formed Diamond Assembly 
decided that it would serve as a place to bury those who had died in the final battles of the Great 
War of Flames. Many were cremated and their ashes scattered to the desert winds or interred in 
urns, but some cultures called for a burial in earth. Initially this arrangement seemed as though it 
would work, with Sentries patrolling the valley to make sure that the area remained safe.  

Soon thereafter, the Lost Valley was once more overrun by a large force of necromancers serving 
Sulith, although no one saw them enter the area from any adjoining road or track. They were soon 
discovered to have passed through a stable portal between worlds in the center of the valley. The 
portal in the Lost Valley was connected to a new land known as Cyrillia, with an unusual language 
ŀƴŘ ŀ ǎƻŎƛŜǘȅ ŘƻƳƛƴŀǘŜŘ ōȅ ǾŀƳǇƛǊŜǎ ŀƴŘ ǿŜǊŜǿƻƭǾŜǎΦ {ǳƭƛǘƘΩǎ ŦƻƭƭƻǿŜǊǎΣ ƘŀǾƛƴƎ ǊŜǘǊŜŀǘŜŘ ǘƘŜǊŜ 
during the war, had discovered a new world ripe for conquest. Exploration of this unusual land by 
the other peoples of the Jeweled Cities would ǊŜǉǳƛǊŜ ŎƻƴǘŜƴŘƛƴƎ ǿƛǘƘ ǘƘŜ ±ŀƭƭŜȅΩǎ ŘŜŦŜƴŘŜǊǎ ŦƛǊǎǘΣ 
and so not much is yet known about it. 
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The Quarters  

The city of Kishar is divided into quarters by the 4 major trade roads (see key). The quarters, in 
turn, are divided into DistrictǎΦ ¢ƘŜ ƛǎƭŀƴŘ ǘƘŀǘ ƘƻǳǎŜǎ YƛǎƘŀǊΩǎ ǇǊƛǎƻƴ όǎƘƻǿƴ ƛƴ ƎǊŜȅ ōŜƭƻǿύ ŀƴŘ 
the three open-air Bazaars (shown in tan below) are the only parts of the city excluded from this 
division. 

 

Official 
Name 

Common 
Name 

District s Notable Buildings  

 
North 

Quarter 

 

Rose 
Quarter 

¢ƘŜ {ƻǊǊƻǿǎΣ /ƻƻǇŜǊΩǎ District, 
Tannery DistrictΣ aŜǊŎƘŀƴǘΩǎ District, 
Docks District, Stone DistrictΣ {ŀƛƭƻǊΩǎ 

District 

 

5ƻŎƪǎΣ ¢ŜƳǇƭŜ ƻŦ [ŀǳǊŜƭŀΣ aŜǊŎƘŀƴǘΩǎ 
Guild Hall, House Khazad 

East 
Quarter 

{ǳƭǘŀƴΩǎ 
Quarter 

Heart District, MŀǘǊƛŀǊŎƘΩǎ District Daihonsha, Hall of the Great Council, 
Kishari Bank, Badshahi Palace 

South 
Quarter 

Old 
Quarter 

High District, Rice DistrictΣ {ŎƘƻƭŀǊΩǎ 
District, Masque DistrictΣ !ǊǘƛǎŀƴΩǎ 

District 

Tyrian Arena, House al-Zharka, Old 
Grove, Temple of Avahlei, Lotus Court, 

Royal Academy 

 
West 

Quarter 

 
New 

Quarter 

Temple District, Public District, Bone 
District, Moonlight District, Low 

DistrictΣ ¢ƘŜ IƻǊƴŜǘΩǎ bŜǎǘ 

Temples of: Kora, Maenir, Auran, Thul, 
Lyla, Gloriel, Nivone, The Brothers, 

Public Baths, Public Park, Graveyard, 
House Tang, Zhan-Shi Arena 
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North Quarter  

North Quarter, often ǎŀǊŎŀǎǘƛŎŀƭƭȅ ǊŜŦŜǊǊŜŘ ǘƻ ŀǎ ǘƘŜ ΨwƻǎŜ vǳŀǊǘŜǊΩ ŦƻǊ ƛǘǎ Ƴŀƴȅ ǳƴǇƭŜŀǎŀƴǘ ǎƳŜƭƭǎΣ 
is the largest quarter of Kishar, stretching for the entire length of the city that touches the ocean. 
Here merchants, fishermen and traders from all over the world dock their equally diverse vessels. 
The North Quarter was the most badly damaged in the wars. 

The Docks  

Four sets of docks are notable in the Kishari harbor. Newest and most intricate of these are the 
aŜǊŎƘŀƴǘΩǎ 5ƻŎƪǎΣ ōǳƛƭŘ ǘƻ ŀŎŎƻƳƳƻŘŀǘŜ ǘƘŜ ƭŀǊƎŜǎǘ ǘǊŀŘƛƴƎ ǎƘƛǇǎΦ Next largest are the Naval Piers, 
ŀ ŦƻǊǘƛŦƛŜŘ ǎǇŀŎŜ ŦƻǊ ǘƘŜ YƛǎƘŀǊƛ bŀǾȅΩǎ ŜȄŎƭǳǎƛǾŜ ǳǎŜΦ {ƳŀƭƭŜǊ ǘǊŀŘƛƴƎ ǎƘƛǇǎ ŀƴŘ ǘƘŜ ŜȄǘŜƴǎƛǾŜ ŦƛǎƘƛƴƎ 
fleets that keep Kishar fed dock at the Fishing Docks. The smallest and oldest of the dock complexes 
are the Old Docks, a remnant of times far past when these smaller piers could provide for the whole 
ŎƛǘȅΩǎ ƴŜŜŘǎΦ ¢ƘŜǎŜ Řŀȅǎ ǘƘŜȅ ŀǊŜ ƭŀǊƎŜƭȅ ǊŜǎŜǊǾŜŘ ŦƻǊ ǇŀǎǎŜƴƎŜǊ ǾŜǎǎŜƭǎ ƻǊ ƴƻōƭŜǎΩ ǇǊƛǾŀǘŜ ǎƘƛǇǎ ŀƴŘ 
having a reserved berth on a favored pier is a status symbol. 

The Sorro ws  

hƴŜ ƻŦ YƛǎƘŀǊΩǎ ǇƻƻǊŜǎǘ Districtǎ ƛǎ ŦƻǳƴŘ ƘŜǊŜΣ ŀǘ ǘƘŜ ǿŜǎǘŜǊƴƳƻǎǘ ŜŘƎŜ ƻŦ ǘƘŜ ŎƛǘȅΩǎ ŎƻŀǎǘƭƛƴŜΦ 
Largely comprised of poor widows and those too old or injured to continue their lives as sailors, the 
dregs of society end up in the shanty-like houses found here, which are often destroyed when the 
Monsoon comes in and rebuilt again soon thereafter. Gangs and protection rackets run rampant, 
and the city militia has little presence here, as there is little of value for them to protect. 



 

 
39 

Tannery District  

Because of the unpleasant chemicals involved in this trade, a section far away from a much younger, 
smaller Kishar was set aside for these industrial productions, as well as forges and dye factories. 
Nowadays, an expanding city has swallowed this area once more, and the Districts around it, being 
ƻƴŜ ǎǘǊƻƴƎ ǿƛƴŘ ŀǿŀȅ ŦǊƻƳ ōŜƛƴƎ ǘƘŜ ǊŜŎƛǇƛŜƴǘǎ ƻŦ ƛǘǎ ǎƳŜƭƭΣ ŀǊŜ ǳƴǎǳǊǇǊƛǎƛƴƎƭȅ ǘƘŜ ŎƛǘȅΩǎ ǇƻƻǊŜǎǘΦ 
Any large- scale, unpleasant trade is likely to operate here. 

Cooper ôs District  

Named for the large-scale production of the barrels and crates that drive shipping, this District has 
ŀƭǎƻ ōŜŎƻƳŜ ƘƻƳŜ ǘƻ ǘƘŜ ƭŀǊƎŜǎǘ ǿŀǊŜƘƻǳǎŜǎ ŦƻǊ ǎǘƻǊŀƎŜ ƻŦ ƎƻƻŘǎΦ [ƻŎŀǘŜŘ ƴŜȄǘ ǘƻ ǘƘŜ aŜǊŎƘŀƴǘΩǎ 
Docks, loading and unloading vast cargoes is fastest from these warehouses. Due to the quantities 
of these goods, it is somewhat inevitable that some of them go missing, and speculation has often 
ǇƭŀŎŜŘ ǘƘŜ ¢ƘƛŜǾŜǎΩ DǳƛƭŘΣ ǎƘƻǳƭŘ ǎǳŎƘ ŀ ōǳƛƭŘƛƴƎ ŜȄƛǎǘΣ ƛƴ ƻǊ ǳƴŘŜǊ ƻƴŜ ƻŦ ǘƘŜ Ƴŀƴȅ ǿŀǊŜƘƻǳǎŜǎ 
found here. 

Merchant ôs District  

This District is home to ƛǘǎ ƴŀƳŜǎŀƪŜΣ ǘƘŜ aŜǊŎƘŀƴǘΩǎ DǳƛƭŘ IƻǳǎŜΣ ŀǎ ǿŜƭƭ ŀǎ ǎƳŀƭƭŜǊ ŎƻƳƳŜǊŎƛŀƭ 
houses for the trading alliances of foreign powers. A number of small counting houses make a good 
trade in money exchange between foreign currencies and the two major currencies of Kishar. The 
temple of Laurela, goddess of changing circumstance and new beginnings, is located here to greet 
travelers newly arrived from the sea. Those who come in hope of a better life often give a small 
offering here and at the temple of Lyla, goddess of luck. One of the smallest Districts, this one also 
boasts a famously high amount of militia and private guards, and crime here in daylight hours is 
rare. 

Docks District  

The development of this District ŘŀǘŜǎ ǘƻ ǘƘŜ ōŜƎƛƴƴƛƴƎ ƻŦ YƛǎƘŀǊΩǎ rise as a naval trading power, 
and the warehouses here are the oldest in the city. Many inns, taverns, and small shops of all sorts 
can be found here, as well as a great deal of street vendors selling foods from all over the world 
from small carts. Sailorǎ ŀǊŜ ǎŜŜƴ ƘŜǊŜ ƛƴ ƎǊŜŀǘ ƴǳƳōŜǊǎΣ ŀƭǘƘƻǳƎƘ Ƴƻǎǘ ǎŜŜƪ ƭƻŘƎƛƴƎ ƛƴ ǘƘŜ {ŀƛƭƻǊΩǎ 
District if they have a mind to save a bit of coin for other things. 

Stone District  

While many of the houses in Kishar are built of wood or other lesser materials, the buildings in this 
District give it its name, as the respectable dwarven population living here refuses to accept 
anything less than stone for their homes, shops, and noble houses. Most prominent of these last is 
House Khazad, a massive walled keep that marks the seat of dwarven power in the city. Those 
ƭƻƻƪƛƴƎ ŦƻǊ ŦŀƳŜŘ ŘǿŀǊǾŜƴ ŎǊŀŦǘǎƳŀƴǎƘƛǇ ŀǊŜ ŀǎ ƭƛƪŜƭȅ ǘƻ ŦƛƴŘ ǎǳŎƘ ǎƘƻǇǎ ƘŜǊŜ ŀǎ ƛƴ ǘƘŜ !ǊǘƛǎŀƴΩǎ 
District. 
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Sailor ôs Distric t  

Almost exclusively comprised of the lowest of gambling houses, taverns, inns, and flophouses, this 
District is the refuge of the poorest or most frugal among sailors and other elements of society who 
draw little pay. While the militia patrols this District, largely they refuse to intervene for anything 
short of a murder, leaving the inhabitants to sort out brawls and petty thefts. Alchemists make a 
brisk trade here in remedies of all sorts. 

East Quarter  

East Quarter, spoken of respectfully or fearfully ŀǎ ǘƘŜ {ǳƭǘŀƴΩǎ vǳŀǊǘŜǊΣ ƛǎ ŀƭǎƻ ǘƘŜ ǎƳŀƭƭŜǎǘ ƛƴ YƛǎƘŀǊ 
in terms of area, although it inarguably represents the largest concentration of wealth and political 
power. Dominated by the Royal Grounds of the Badshahi Palace, it is also home to the central 
buildings of the civil service and the Great Council. After the South Quarter, the buildings here are 
ǘƘŜ ŎƛǘȅΩǎ ƻƭŘŜǎǘΦ 

 

Heart District  

Found at the center of the city, the Heart District contains the Hall of the Great Council, the seat of 
ǘƘŜ ƴƻōƛƭƛǘȅΩǎ ŎƻƭƭŜŎǘƛǾŜ ǇƻǿŜǊΦ Lƴ ŀŘŘƛǘƛƻƴ ǘƻ ǘƘƛǎΣ ǘƘŜ Ŏƻƭƻǎǎŀƭ ǘƘǊŜŜ-winged Daihonsha is here, a 
ƎǊŜŀǘ ōǳƛƭŘƛƴƎ ŎƻƴǘŀƛƴƛƴƎ ǘƘŜ ŎƛǘȅΩǎ ŜȄǘŜƴǎƛǾŜ ƭƛōǊŀǊȅΣ ǘƘŜ Iŀƭƭ ƻŦ !ǊŎƘƛǾŜǎΣ ŀƴŘ ǘƘŜ ōǳƭƪ ƻŦ ǘƘŜ Wƛƴ Shi, 
ǘƘŜ ŎƛǘȅΩǎ ŎƛǾƛƭ ǎŜǊǾŀƴǘǎΦ ²ƘƛƭŜ ǎƳŀƭƭ ŎƻƳǇŀǊŜŘ ǘƻ ǘƘŜǎŜ ǘǿƻΣ ǘƘŜ YƛǎƘŀǊƛ .ŀƴƪ ƛǎ ŀƭǎƻ ŦƻǳƴŘ ƘŜǊŜΣ 
ƘƻǳǎƛƴƎ ǘƘŜ Ǿŀǎǘ ŦƻǊǘǳƴŜǎ ƻŦ ǘƘŜ ǊƛŎƘ ŀƴŘ ƛƴŦƭǳŜƴǘƛŀƭΣ ŀǎ ǿŜƭƭ ŀǎ ǘƘŜ ŎƛǘȅΩǎ ōǳŘƎŜǘŀǊȅ ŦǳƴŘǎΦ 
Unsurprisingly, the security in this District in impressive, and the militia frequently stops those who 
look as if they might not belong. Those unable to produce a satisfactory reason for their presence 
are expelled from the District, while anyone caught with unlawful items faces imprisonment. 
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M atriarch ôs Distric t  

¢ƘŜ Ǿŀǎǘ ƳŀƧƻǊƛǘȅ ƻŦ YƛǎƘŀǊΩǎ ƭŀǊƎŜǎǘ District is given over to the Royal Grounds, on which rests the 
Badshahi Palace, home of the Ruby Sultan, ruler of Kishar. Built onto a large hill, the palace 
dominates the city from this height, and its gilded tower-ǘƻǇǎ Ŏŀƴ ōŜ ǎŜŜƴ ƻǾŜǊ ǘƘŜ ŎƛǘȅΩǎ ǿŀƭƭǎ ŦǊƻƳ 
many miles out. Many intermediate noble houses have their seats in this District, generally awarded 
ƛƴ ǊŜǘǳǊƴ ŦƻǊ ŦŀǾƻǊǎ ŘƻƴŜ ǘƻ ǘƘŜ {ǳƭǘŀƴΩǎ ƭƛƴŜΦ ¢ƘŜ tŀƭŀŎŜ ƪŜŜǇǎ ƛǘǎ ƻǿƴ ǇǊƛǾŀǘŜ ŜȄƛǘ ǘƻ ǘƘŜ ŎƛǘȅΣ ǘƘŜ 
heavily ŦƻǊǘƛŦƛŜŘ [ƻǊŘΩǎ DŀǘŜΣ ŀƭǘƘƻǳƎƘ ǘƘƛǎ ƛǎ ǊŀǊŜƭȅ ǳǎŜŘΦ Recently, the Sultan renamed this District 
ǘƘŜ aŀǘǊƛŀǊŎƘΩǎ District ς ŦƻǊƳŜǊƭȅ ǘƘŜ tŀǘǊƛŀǊŎƘΩǎ District ς ƛƴ ƘƻƴƻǊ ƻŦ ƘŜǊ ŦƛǊǎǘōƻǊƴ ŘŀǳƎƘǘŜǊΩǎ ŦƛǊǎǘ 
birthday. 

 

South Quarter  

South Quarter contains the oldest Kishari buildings, although many of these have been torn down 
for new construction over the long years. Living in the Old Quarter is considered prestigious, as it 
contains the upper nobility, the prosperous middle class, the promising scholars and artists, and 
the finest of craftsmen. 

 

High District  

The most central part of the South Quarter is High District, home to the most powerful noble house 
in Kishar, House al-Zharka. While many of their individual members keep smaller, personal homes, 
the Lotus Court also keeps their Council House here, adjoining the largest area of forest remaining 
in Kishar ς the Old Grove. Sacred to Avahlei, her temple is also found here. For Kishari with enough 
funds to afford the admission, the Tyrian Arena hosts bi-monthly chariot races, with the noble 
houses adjoining it making colorful displays on their balconies and hosting elaborate after-parties 
in which the charioteers, all of noble blood by law, are feted as heroes. In addition to the city militia, 
each house keeps a private guard, making crime here a dangerous business indeed. 
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Rice District  

Named for the staple dietary crop of the prosperous working class, Rice District is home to what 
passes for middle class in Kishar ς those who own small business, clerks and scribes for nobility, 
moderately well-heeled traders, and other such people who lack the titles, purchased or otherwise, 
that would provide them with admittance to upper circles. The majority of the District is residential, 
but small shops and restaurants exist to serve those who do not feel like trekking across the city for 
simple goods. While not as well-patrolled as High District, violent crime is rare, and those thefts 
that occur are generally burglaries. An increasing amount of homes are found covered in wrought-
iron window-cages, forcing enterprising thieves to get more 
ŎǊŜŀǘƛǾŜΦ ¢ƘŜ ŦƛǊǎǘ !ŘǾŜƴǘǳǊŜǊΩǎ DǳƛƭŘ ƛǎ ƭƻŎŀǘŜŘ ƘŜǊŜΦ 

Scholar ôs District  

This District is home to the Royal Academy, where the sons and 
daughters of nobility and the most prosperous of the merchant 
class mingle in an atmosphere of learning. The Royal Academy 
grounds themselves are walled off in much the same manner 
as the Royal Grounds, and a strong militia presence makes sure 
no unauthorized persons enter to perform mischief. The rest 
of the District is generally given over to inexpensive but well-
mannered taverns and subdued housing for the students and 
instructors living here. 

Masque Dist rict  

/ŜƴǘŜǊ ƻŦ ǘƘŜ ŎƛǘȅΩǎ ŎǳƭǘǳǊŀƭ ŜȄǇǊŜǎǎƛƻƴǎΣ ǘƘŜ aŀǎǉǳŜ District 
boasts hundreds of small theaters, concert halls, and art galleries. The DistrictΩǎ ƴŀƳŜ ŎƻƳŜǎ ŦǊƻƳ 
the long-standing tradition that Kishari performers, whether poets, musicians, dancers or actors, 
wear masks to keep their identities secret. On any given night, perhaps a third of these will have an 
active performance or exhibit, and they cater to all aspects of society, although the wealthiest 
among the nobility sometimes prefer to pay more for private performances. A persistent rumor 
ǇƭŀŎŜǎ ƻƴŜ ƻǊ ǎŜǾŜǊŀƭ ƻŦ ǘƘŜ {ǳƭǘŀƴΩǎ ŎƘƛƭŘǊŜƴ ŀǎ ǇŜǊŦƻǊƳŜǊǎ ƘŜǊŜΣ ǘƘŜ ƴŀǘǳǊŜ ƻŦ ǘƘŜ ǇŜǊŦƻǊƳŀƴŎŜ 
changing with the amount of drink found in the rumormonger. Muggings and other robberies are 
known to occur to patrons who drink too heavily or stay out too late without proper bodyguards. 

Artisan ôs District  

¢ƘŜ !ǊǘƛǎŀƴΩǎ District is the home for shops, forges, halls, and laboratories for craftsmen, alchemists, 
and magical practitioners of all types, and the most intricate wares are produced here. Almost all 
of the shopkeepers belong to the MerchantΩs Guild, and a number of magical guilds locate 
ǘƘŜƳǎŜƭǾŜǎ ƘŜǊŜ ŀǎ ǿŜƭƭΦ ¢ƘŜ ƛƴŦƭǳŜƴǘƛŀƭ !ǎǘǊƻƭƻƎŜǊΩǎ DǳƛƭŘ Ŏŀƴ ŀƭǎƻ ōŜ ŦƻǳƴŘ ƘŜǊŜΦ ¢ƘŜ !ǊǘƛǎŀƴΩǎ 
District is well-patrolled by the City Militia, and moreover, most of the shops incorporate some sort 
of crafted defenses, with a loose alliance of the artisans producing mechanical and magical traps 
for the unwary thief. While many dwarven crafters keep shop in the Stone District, they often 
maintain facilities here as well. 
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West Quarter  

 

West Quarter is the newest portion of Kishar, historically speaking, as the city has expanded from 
east to west along the trade routes leading to the other Jeweled Cities. New Quarter, as it is 
ŎƻƳƳƻƴƭȅ ŎŀƭƭŜŘΣ ōƻŀǎǘǎ ǘƘŜ ƳŀƧƻǊƛǘȅ ƻŦ ǘƘŜ ŎƛǘȅΩǎ ǊŜƭƛƎƛƻǳǎ Ŏenters, many of its public facilities, the 
seats of numerous minor noble houses, the heart of the tawdry trades in flesh, and one of the most 
dangerous areas in the city ς ǘƘŜ IƻǊƴŜǘΩǎ bŜǎǘΦ 

Temple District  

Towards the center of Kishar lies the Temple District, so named for the 9 major temples here. This 
District is known for the beauty of its architecture, the temples often brightly painted or gilded at 
the top. By custom there is little violence or crime here, thieves and muggers apparently fearing 
the retribution of the gods as much as the city militia. This appears to be not wholly an idle 
superstition, as numerous stories report those who steal from the temple coffers vanishing soon 
thereafter, or perishing in unpleasant ways. The center of this District is a wide square in which 
representatives from all faiths, domestic and foreign, gather to hold discussion with themselves 
and passerby. Sulith and Gorgath, being illegal to worship openly, do not have publicly known 
temples, nor do their followers congregate openly in the square. The rest of the District consists of 
housing for priests and smaller temples to foreign gods. 

Public District  

This District is commonly used as a meeting place for strangers, as it is widely considered to be the 
most neutral ground in the city. The Public Baths are found here, available to most people for a very 
small charge. The Public Forum is here, presenting a space in which any person may speak their 
ƳƛƴŘ ƛŦ ǘƘŜȅ ŎƘƻƻǎŜ ǘƻΣ ŀƭǘƘƻǳƎƘ ǘƘƛǎ ΨŦǊŜŜŘƻƳΩ ŘƻŜǎ ƴƻǘ ǇǊƻǘŜŎǘ ǘƘŜƳ ŦǊƻƳ a thrashing should the 
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crowd choose to disagree. The Public Park, a shady area with clearings, is found here, and food 
vendors do a brisk trade supplying the crowds that seek some moment of peace among the 
greenery. While not strictly contained within it, being located inside the Silver Bazaar, the Zhan-Shi 
Arena is considered part of this District. 

Low District  

This District houses the vast majority of the nobility in Kishar ς thousands of small houses who are 
of little consequence in the larger political scheme. The exception to this is House Tang, one of the 
more powerful houses, whose complex now consists of a conglomeration of smaller buildings inside 
a wall. Speculation abounds as to why the house does not relocate to High District, but most credit 
ǘƘƛǎ ŘŜŎƛǎƛƻƴ ǘƻ ŀ ŘŜǎƛǊŜ ǘƻ ǊŜƳŀƛƴ ŎƭƻǎŜ ǘƻ ǘƘŜ /ƻǇǇŜǊ .ŀȊŀŀǊΣ ǎƻǳǊŎŜ ƻŦ ǘƘŜ IƻǳǎŜΩǎ ŜŀǊƭȅ ƛƴŎƻƳŜΦ 
Private house guards, while smaller by a large margin, are still common here, but the proximity to 
ǘƘŜ {ƻǊǊƻǿǎ ŀƴŘ ǘƘŜ IƻǊƴŜǘΩǎ bŜǎǘ ƳŀƪŜǎ ǘƘƛǎ District ŀ ǘŀǊƎŜǘ ŦƻǊ ǘƘŜŦǘΦ ¢ƘŜ ǎŜŎƻƴŘ !ŘǾŜƴǘǳǊŜǊΩǎ 
Guild hall was previously located here, but it closed after the Kishari Civil War. 

Bone District  

Being comprised ŜƴǘƛǊŜƭȅ ƻŦ ǘƘŜ ŎƛǘȅΩǎ ƎǊŀǾŜȅŀǊŘΣ ǘƘŜ .ƻƴŜ District is where all Kishari save sailors 
traditionally find their eternal rest. A series of shelves and caverns carved into a large hill, the strata 
ƘŜǊŜ ŀƭƛƎƴ ǿƛǘƘ ŀ ǇŜǊǎƻƴΩǎ ǎǘŀǘǳǎ ƛƴ ƭƛŦŜΣ ƳŜŀƴƛƴƎ ǘƘŀǘ ǘƘŜ Ƴost elaborate mausoleums reside atop 
the hill, like a city in miniature. The temple to {ǳƘƭΩ{ŜƪƘ is found here, and its priests are the 
majority of the caretakers as well. The city militia keeps a small guard to discourage grave robbing, 
and those caught in the act are subject to harsh punishments. 

Moonlight District  

Located in an unlikely spot, between the Bone District ŀƴŘ ǘƘŜ IƻǊƴŜǘΩǎ bŜǎǘΣ ƛǎ ǘƘŜ ƻǘƘŜǊ ŦƭƻǿŜǊƛƴƎ 
of Kishari night life. While the Lotus District entertains with plays, music, and paintings, the 
Moonlight District ŎŀǘŜǊǎ ǘƻ ƳƻǊŜ ƛƳƳŜŘƛŀǘŜ ǇƭŜŀǎǳǊŜǎΦ Lƴ ŀŘŘƛǘƛƻƴ ǘƻ ǘƘŜ ƳŀƧƻǊƛǘȅ ƻŦ ǘƘŜ ŎƛǘȅΩǎ ŦƛƴŜ 
gambling houses and opium dens, by a special arrangement, the Moonlight District is the only place 
in Kishar to find legal brothels. Prostitution is certainly rampant elsewhere, and streetwalkers and 
tavern girls fill the other Districts, but full-on, licensed brothels are found only here, mostly catering 
to those whose tastes and coin require something more than a willing partner and a dimly lit alley. 
Rumors of darker, more lethal entertainments cling to the District, and those who enjoy particularly 
scandalous gossip might claim that temples to the Dark Gods can be found deep in the basements 
of seemingly innocent but exclusive establishments. City militia can be found here, but their density 
is in direct proportion to the obvious protection money paid to them by the establishments, many 
of whom keep a large private security force to dissuade drunken or violent clients. 

The Hornet ôs Nest  

While those who dwell in the Sorrows, exposed to the sea on one side and the Tannery DistrictΩǎ 
fumes on the other, do so largely because they are too poor to live elsewhere, those who live in the 
IƻǊƴŜǘΩǎ bŜǎǘ ǎŜŜƳ ǘƻ ǘŀƪŜ ŀ ǎǇŜŎƛŀƭ ǇǊƛŘŜ ƛƴ ǘƘŜ ǎŜǾŜǊƛǘȅ of their situation. This is the one place in 
the city where the city militia are never found, and any sense of law or order comes at knife- and 
club-point, courtesy of the many flourishing gangs that effectively rule this area. By unspoken 
agreement, their activity is kept within the DistrictΩǎ ōƻǳƴŘŀǊƛŜǎΣ ŀƴŘ ǘƘŜ Ƴƛƭƛǘƛŀ ŘƻŜǎ ƴƻǘ ƘŜǎƛǘŀǘŜ 
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to inflict swift justice upon gang members caught committing crimes elsewhere. Assignment to the 
ŎƛǾƛƭ ǎŜǊǾƛŎŜ ŦƻǊ ǘƘŜ IƻǊƴŜǘΩǎ bŜǎǘ ƛǎ ƭŀǊƎŜƭȅ ŀ ƧƻƪŜΣ ŀ Ǉƻǎƛǘƛƻƴ ǿƛǘƘ ƛƳpossible demands given as 
punishment to those who make serious errors in the civil service. Travelers foolish enough to be 
lured into lodging here are often never seen again, and all manner of stories about the debased and 
violent nature of the Hornets (those native born to the District) can be heard late at night around a 
mug of drink. Of late, new gangs have emerged that consist entirely of small areas of residents 
actively banding together against the older, more violent gangs. 

The Bazaars  

While the city of Kishar is divided up into quarters, and these into 
Districts, there are four parts of the city not covered by this 
arrangement. Three of these are the massive Bazaars, open air 
markets with a wide collection of stalls and tents vending most 
anything a traveler might need. Most opulent of these is the Gold 
Bazaar, found in the dead center of the city at the heart of all four 
major roads. Where these roads meet, a grand fountain flows, at 
ǘƘŜ {ǳƭǘŀƴΩǎ ƻǊŘŜǊǎΦ ¢ƘŜ ǿŀǊŜǎ ƘŜǊŜ ŀǊŜ Ŏƻǎǘƭȅ ǘƘƛƴƎǎΣ Ƴŀƴȅ ƻŦ 
which are sold to those who come from foreign lands to marvel at 
Kishari wonders. Semi-permanent buildings can be found here for 
the most prosperous shops. Next down in the order is the Silver 
Market, which surrounds the Zhan-Shi Arena where the Onyx Road 
ƳŜŜǘǎ ǘƘŜ ŎƛǘȅΩǎ ǎƻǳǘƘǿŜǎǘŜǊƴ ǿŀƭƭΦ IŜǊŜΣ ƻǊŘƛƴŀǊȅ YƛǎƘŀǊƛ Řƻ ǘƘŜƛǊ 
casual shopping or find a quick bite to eat at the more reasonable 
prices found for natives. The last was the Copper Bazaar, where the 
cheapest goods were sold by the least reputable vendors. After the 
Kishar Civil war, it was rebuilt as a memorial. 

The M emorial Plaza  

The former Copper Bazaar was the single most damaged part of the city during the Kishari Civil War. 
The first riots broke out here as well as the worst of the fighting between the two warring factions. 
Most structures in the immediate vicinity were leveled by cannonballs, and over the months of 
fighting, dozens of people died here. Since the waǊΩǎ ŜƴŘΣ ǘƘŜ Ŏƛǘȅ Ƙŀǎ ǊŜōǳƛƭǘ ƴŜŀǊōȅ ōǳƛƭŘƛƴƎǎΣ ōǳǘ 
in honor of those who died in the war, the open area has been reconsecrated as Memorial Plaza. 
Statues honor especially heroic figures and a plinth lists the names of all who perished. 

The Jackal  

The other part of Kishar not under the District system is the island in the center of the harbor, 
ƪƴƻǿƴ ŀǎ ǘƘŜ WŀŎƪŀƭΦ ¢Ƙƛǎ ƛǎƭŀƴŘ ƛǎ ƘƻƳŜ ǘƻ ǘƘŜ ŎƛǘȅΩǎ ǇǊƛǎƻƴΣ ŀƴ ǳƴŦƻǊƎƛǾƛƴƎ ƳǳƭǘƛǎǘƻǊȅ ŜŘƛŦƛŎŜ ǘƘŀǘ 
overlooks steep cliffs on three sides. Access is provided by a single pier, and the multiple guard 
emplacements that share the island ensure that anyone attempting a rescue mission would find 
themselves quickly subdued. Those sent to serve out terms here find a wide variety of unpleasant, 
dangerous, and difficult tasks awaiting them, and seldom seek to return. The prison itself has the 
ōŀƴŀƭ ƻŦŦƛŎƛŀƭ ƴŀƳŜ ƻŦ ΨYƛǎƘŀǊƛ tǊƛǎƻƴΩΣ ŀƴŘ Ψ¢ƘŜ WŀŎƪŀƭΩ ƛǎ ƻŦǘŜƴ ǳǎŜŘ ǘƻ ǊŜŦŜǊ ǘƻ ǘƘŜ ōǳƛƭŘƛƴƎ ƛǘǎŜƭŦ ŀǎ 
well.  
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Foreign Nations  
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Farlanders  

The people of the Jeweled Cities, especially the Diamond City, may not necessarily have been born there. 
Many other nations exist in the world. In Samazar, people of varied origins are common, though there is 
still friction between different cultures. KishŀǊ ƛǎ ŀ ǇƻǊǘ ŎƛǘȅΣ ŀƴŘ ƛǘΩǎ ŎƻƳƳƻƴ ǘƻ ǎŜŜ travelers, sailors, 
ŀƴŘ ƳŜǊŎƘŀƴǘǎ ŦǊƻƳ ŀƭƭ ƻǾŜǊ ǘƘŜ ǿƻǊƭŘΣ ōǳǘ ǘƘƛǎ ŘƻŜǎƴΩǘ ƴŜŎŜǎǎŀǊƛƭȅ ƳŜŀƴ ǘƘŜȅ ǊŜŎŜƛǾŜ Ŝǉǳŀƭ ǘǊŜŀǘƳŜƴǘ 
by ǘƘŜ ƭƻŎŀƭǎΦ aƻǎǘ ƻŦ ǘƘŜ WŜǿŜƭŜŘ /ƛǘƛŜǎ ŀǊŜ ǇǊƛŘŜŦǳƭ ƻŦ ǘƘŜƛǊ ƴŀǘƛƻƴΩǎ ǇǊƻƳƛƴŜƴŎŜ ƛƴ ƛƴǘŜǊnational 
matters, and they tend to view those from other countries with a little disdain. The common term for 
ŀƴȅƻƴŜ ƴƻǘ ŦǊƻƳ ǘƘŜ WŜǿŜƭŜŘ /ƛǘƛŜǎ ƛǎ άŦŀǊƭŀƴŘŜǊέΣ ŎƻƴǎƛŘŜǊŜŘ ƳƛƭŘƭȅ ǊǳŘŜ ōǳǘ ŦǊŜǉǳŜƴǘƭȅ ǳǎŜŘΣ ŀƴŘ ǘƘŜƛǊ 
ƭŀƴƎǳŀƎŜǎ ŀǊŜ ƻŦǘŜƴ ƭǳƳǇŜŘ ǘƻƎŜǘƘŜǊ ŀǎ άŦŀǊƭŀƴŘƛǎƘέΣ ǿƘƛŎƘ ǎŀǾŜǎ ǘƘŜ ŀǾŜǊŀƎŜ YƛǎƘŀǊƛ ŦǊƻƳ ƘŀǾƛƴƎ ǘƻ 
know the actual names of these countries and languages. What follows is what an educated citizen might 
know about these nations. Residents of the Diamond City are more likely to know more about the wider 
world, hold fewer prejudices, and perhaps even hail from a distant land themselves. 

[OOC: EŀŎƘ ƴŀǘƛƻƴΩǎ ŘŜǎŎǊƛǇǘƛƻƴ ƛƴŎƭǳŘŜǎ ƛƴŦƻǊƳŀǘƛƻƴ ƻƴ ǊŜŀƭ-world (and at times some famous 
fictional) ŎǳƭǘǳǊŜǎ ǘƘŀǘ Ƴŀȅ ƘŜƭǇ ȅƻǳ ǳƴŘŜǊǎǘŀƴŘ ǘƘŜ ƻǾŜǊŀƭƭ άŦƭŀǾƻǊέ ƻŦ each fictional nation, but all 

of the fictional cultures in this setting also incorporate fantastical elements and inspiration. No 
nation, nationality, or ethnicity in this setting is meant to equate to, symbolize, or parody any real-

world one, and any attempts to do so are strongly discouraged.] 

anDwapeh  

anDwapeh sits to the south of the Jeweled Cities, across the Wastes. Located in a valley and north of the 
.ŀǿŀǊΩƘŀƛ LƴƭŀƴŘ {ŜŀΣ ǘƘƛǎ ƴŀǘƛƻƴ ŎƻǳƭŘ ŀƭƳƻǎǘ ōŜ ŎƻƴǎƛŘŜǊŜŘ ŀ ƳŀǎǎƛǾŜ ƻŀǎƛǎΦ Lǘ Ƙŀǎ ŀ ŎǳƭǘǳǊŜ ŦƻǊmed 
from educated warriors and martial sorcerers. Education is held in the highest esteem, followed by 
martial ability. Every child, even the poorest of the poor, is educated in scholastics and self-defense. Only 
the upper classes, however, are allowed join the elite of the warrior-scholars, the Lance of Truth. The 
nation is rich in food production; the climate perfect for dates and olives, cattle and boars, red 
spicefruits, and deep-rooted tubers. ¢ƘŜ ŎƻǳƴǘȅΩǎ Ƴŀƛƴ ŜȄǇƻǊǘǎ ŀǊŜ ŦǊǳƛǘΣ ƳŜŀǘǎΣ ƻƛƭǎΣ ŀƴŘ ƭŜŀǘƘer armor. 
Buying an anDwapeian horse is prohibitively expensive to all but the wealthiest, and it is seen as quite 
the status symbol. 

The nation has been ruled by a procession of purportedly kind and merciful kings and queens, the latest 
line being compromised of Feytouched. The current king is isiKul dWenparah the Golden Antelope, and 
his eldest, the prince who stands to inherit, is isiNkul anZulah the Red Crane. This generation has seen 
no Queen. Royal and upper-class marriages are foretold by augurs who read the Web of Fate. If a perfect 
match is not found, the individual never marries, although this does not necessarily mean they are 
childless. ¢ƘŜ ǇǊƛƴŎŜ ƛǎ ƪƴƻǿƴ ǘƻ ƘŀǾŜ ŀ ǎƛƴƎƭŜ ŎƘƛƭŘΣ ōǳǘ ǘƘŜ ƳƻǘƘŜǊΩǎ ƛŘŜƴǘƛǘȅ has never been publicly 
revealed, although rumors of a dalliance in the Jeweled Cities remain.  

¢ƘŜ Ǌƻȅŀƭǘȅ ŀƴŘ ƴƻōƛƭƛǘȅ ŀǊŜ ŜǎǇŜŎƛŀƭƭȅ ƪƴƻǿƴ ŦƻǊ ƘƻƭŘƛƴƎ ǘƻ ǘƘŜ ƴŀǘƛƻƴΩǎ ŜƭŀōƻǊŀǘŜ ǘǊŀŘƛǘƛƻƴǎΦ Lƴ ŀŘŘƛǘƛƻƴ 
to the strict mandates on marriage, children less than 16 years of age are considered to be the property 
of the father and a good deal of money is paid to the birth mother, who may choose after the production 
of children to leave the household and pursue whatever goal she might wish. Following a popular cultural 
icon, the Panthress of Two Claws, mothers who have chosen to leave their children behind may join one 
of several martial battalions, and the senior commanders of the anDwapeian army are often women. 

anDwapeh is particularly known for its grand horsemen. Their fine, delicate looking horses are as vicious 
as a wild camel and as easily trained as a domestic dog. Children (even low-class children) who show 
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inclinations towards droving are raised up with their first foal, learning the tricks and formations of the 
cavalry. These horsemen can easily cover long distances in many different environs. When not otherwise 
engaged, they play complex games aback their steeds to stay in practice. With several generations 
passing without major military conflict, a formal game has been created to showcase the skill of 
anDwapeian riders, and citizens come out to watch ά/ƘƻǾƎŀƴέ ƎŀƳŜǎ in great numbers. Riders with 
ebony mallets move leather balls stuffed with horsehair dowƴŦƛŜƭŘ ǘƘǊƻǳƎƘ ǘƘŜ ƻǇǇƻǎƛƴƎ ǘŜŀƳΩǎ Ǝƻŀƭ ŦƻǊ 
ǇƻƛƴǘǎΣ ǿƛǘƘ ōƻǘƘ ǘŜŀƳǎ ŎƻƳǇŜǘƛƴƎ ǘƻ ōŜ ŦƛǊǎǘ ǘƻ ǎŎƻǊŜ ŀ ΨƭǳŎƪȅΩ мн ǇƻƛƴǘǎΦ ¢ƘŜ ƎŀƳŜ ƛǎ ƻŦǘŜƴ ǇƭŀȅŜŘ 
informally in pastures using sticks, but official teams complete in arenas with defined boundaries. 

With the construction of the Desert Outpost, the appearance of the Diamond City, and in the wake of 
the ǊŜƎƛƻƴΩǎ wars, anDwapeh has invested in a new trade road that runs from their capital city, through 
the Outpost, and to the small city of Senabi. This road directly connects anDwapeh to the regionΩs trade 
routes in a way that bypasses the Onyx City, which previously had a monopoly on safe trade between 
the two nations. Thus, existing tensions between the Onyx City and anDwapeh have been somewhat 
aggravated. 

Most recently, following the clear and overt aggression by the Nocturnal Empire (and perhaps bolstered 
when the Onyx City signed a non-aggression pact with them), anDwapeh joined the four other free 
Jeweled Cities and Prinya (or at least, part of it ς see below) to form the Daylight Alliance. The Alliance 
ƻǇǇƻǎŜǎ ǘƘŜ ŦŀǎŎƛǎǘǎΩ ŀƎƎǊŜǎǎƛǾŜΣ ŜȄǇŀƴǎƛƻƴƛǎǘ ǎǘŀƴŎŜ ǘƻǿŀǊŘǎ ŀƭƭ ƛǘǎ ƴŜƛƎƘōƻǊǎΦ {ƛƴŎŜ ǘƘŜ hƴȅȄ /ƛǘȅ ƴƻǿ 
has a new sultan who has overturned the non-aggression pact with the Empire, the Alliance is much 
stronger ς but anDwapeh must also endure an alliance with a trade competitor. 

[OOC note: The cultural overtones of anDwapeh include Ethiopian and Kenyan, so 
costuming/fashion, props, and naming conventions should reflect this. Feel free to include inspiration 

from fiction as well ς one example is Wakanda, minus modern technology and vibranium.] 
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Dessanora  

The Dessanoran Confederacy, commonly referred to simply as Dessanora, is a loose confederation of 
city-states spread across a wide archipelago, far east of the Jeweled Cities.  Dessanora covers a range of 
climate types, with the upper islands being warmer, but not tropical, and the southern islands seeing 
mild winters. Members of every lineage inhabit the islands, living in their preferred clime, and as a result 
Dessanoran culture is much more accepting of differences. 

The nation is ruled by a council of noble families, each bound to a shifting alliance of merchant houses 
and other power brokers.  Several of the major temples, mostly those of Auran and Lyla, are involved in 
politics, and stand roughly on par with powerful merchant houses. The Path of Steel is frequently idolized 
in popular Dessanoran culture, with the notion of the light and mobile fighter capable of leaping between 
ships with flashing swords the subject of numerous popular ballads. The arts of magic (Path of Magic and 
Path of Mind) are considered to be rare and mysterious, with wizards frequently playing the part of 
villains in popular theater and ballads. 

The capital, on the large island of Lissaro, is called Relaria. The city was built by the Rays of Auran 
sometime in the last several centuries. This powerful group of high caste human and sun elf worshippers, 
with much sway in the government, planned the layout of the city to resemble the sun and its rays. No 
new structures are allowed to be built unless the pattern will not be disturbed, and the bright, white-
stone city walls are said to repel those who arrive with evil intent. The main result of this building 
restriction is that the population is not as concentrated in the capital as many other nations ς Dessanora 
has a wide array of well-populated cities. 

Most of the economy relies upon trade between these separated populations. Fine wines and cheeses 
come from the southern islands, where the worship of Lyla is more popular. Sheepskins, wool, and 
beautifully intricate textiles are provided by the more northern islands. Mines dotting the region provide 
yellow topaz said to be sacred to Auran. While Dessanoran trading ships range far from home, it takes 
some time for them to reach the port of Kishar.  Many travel to Northreach, where textiles and wines 
are especially popular. Due to the amount of time they spend at sea and the value of their cargo, 
Dessanoran ships often carry small armed contingents that specialize in ship-to-ship warfare. Many of 
the merchant guilds provide their own bodyguards, but mercenaries are common as well. 

In the last few years, Dessanoran artificers have appeared, building small, light, and agile airships. 
Initially, how they got their hands on these plans was unknown, ōǳǘ ǘƘŜ !ŘǾŜƴǘǳǊŜǊΩǎ DǳƛƭŘ ƻŦ {ŀƳŀȊŀǊ 
uncovered a secret trade in blueprints between the former Councilor from Embra-Jaka. To create wealth 
to be used for the improvement of his impoverished nation, Councilor Khalil Abebe stole various plans 
from the Great Library of Samazar and sold them to the highest bidder. At the moment, only the 
Dessanorans are known to have purchased these, but their airships have already changed the political 
climate in the region. In addition to the ships themselves, some Dessanorans appear to have personal 
flying devices. While short range, these can allow them to attack from above when launched from one 
of their fast-attack ships. 

Dessanoran merchants and ambassadors can now make new deals and arrangements more quickly than 
their competitors, though significant transport of goods remains slow. Additionally, while at first it was 
denied as fanciful rumor, it is now widely acknowledged that the official government looks the other 
way while Dessanoran airship pirates harass larger cargo airships ς and naval ships and caravans ς using 
their maneuverability and speed to strike at high-value targets. Some suspect Dessanoran spies in the 
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Diamond City are still present, seeking to steal and monopolize secrets of the ancients for the leaders of 
the Confederacy; other call this divisive nonsense. 

Early in the current war between the Nocturnal Empire and the Daylight Alliance, efforts were made by 
the Diamond Assembly to court Dessanora as mercenaries, but when funds ran low to pay them, they 
turned to raiding instead. Currently, the Dessanoran Confederacy and its airships are acknowledged as 
belligerents by both sides, and as such, usually only strike when they are sure of a quick victory. While 
the Dessanorans ships are small and have shorter ranges than Alliance long-haul ships, they have been 
sighted increasingly far from their home islands, suggesting either increases in fuel technology or some 
additional way to supply them. 

[OOC note: The cultural overtones of Dessanora are Italian and French, particularly renaissance era 
and later, so costuming/fashion, props, and naming conventions should reflect this. Fantasy and 

fiction inspiration might include Stardust or perhaps The Three Musketeers with a bit of a steampunk 
twist, seeing as there are now airships!] 
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Embra -Jaka  

Embra-Wŀƪŀ Ƙŀǎ ǇŜǊƘŀǇǎ ŦŀǊŜŘ ǘƘŜ ǿƻǊǎǘ ƻŦ ŀƭƭ ƴŀǘƛƻƴǎ ŀŦǘŜǊ ǘƘŜ DǊŜŀǘ ²ŀǊ ƻŦ CƭŀƳŜΦ ¢ƘŜ ƴŀǘƛƻƴΩǎ ŎŀǇƛǘŀƭΣ 
Kimbasha, was leveled by the Flame Lord, and many citizens fled in the ensuing chaos. While the people 
therein are recovering, the government has fallen apart, and trade is minimal. The nation of Embra-Jaka, 
as it was just a few short years ago, no longer truly exists. 

Located in the northeastern part of the Western Continent, past the Sun Peaks and the Long Grasslands, 
the land is mostly composed of thick tropical jungles and the climate is quite humid and wet. This is the 
perfect environment for waterborn, hiwani, dusk elves and low caste humans. Aetherites, orcs, and 
dragonkin also thrive there, but are fewer in number. The population is composed of an ever-changing 
coalition of tribes. Until the Great War of Flame leveled the central city of Kimbasha, all tribes paid at 
least nominal respect to the Great Ruler of Embra-Jaka. After his death, succession remained unclear 
and contentious, and no single leader came forward to re-unite the tribes. 

Unfortunately, during this vacuum the Nocturnal Empire swept in, taking advantage of the dispersed 
ƭŜŀŘŜǊǎƘƛǇΩǎ ǿŜŀƪ ǇƻǎƛǘƛƻƴΦ /ŀǇǘǳǊƛƴƎ ǎŜǾŜǊŀƭ ǎƛƎƴƛŦƛŎŀƴǘ ǘǊƛōŀƭ ƭŜŀŘŜǊǎ ŀƴŘ ǘŀƪƛƴƎ ǘƘŜƳ ƘƻǎǘŀƎŜ όƻǊ ƛƴ ŀ 
few cases, simply executing them), the Empire has all but conquered Embra-Jaka and currently considers 
ƛǘ ǘƻ ōŜ ǇŀǊǘ ƻŦ ƛǘ άDǊŜŀǘŜǊ bƻŎǘǳǊƴŀƭ tǊƻǎǇŜǊƛǘȅ {ǇƘŜǊŜΦέ What the Empire plans to gain from Embra-
WŀƪŀΩǎ ŎƻƴǉǳŜǎǘ ƛǎ ǳƴŎƭŜŀǊΦ ¢ƘŜ ƴŀǘƛƻƴ ƛǎ ŜȄǘǊŜƳŜƭȅ ŘƛŦŦƛcult to administer without the normal 
bureaucracy that would enable communication and record-keeping across such an enormous part of the 
continent. While the area produces a number of unusual goods, these are largely luxury goods unsuited 
to feeding the EmǇƛǊŜΩǎ ƘǳƴƎǊȅ ǿŀǊ ƳŀŎƘƛƴŜΦ {ŜǾŜǊŀƭ ƭŀǊƎŜ ŘƛǾƛǎƛƻƴǎ ƻŦ ǘǊƻƻǇǎ ƘŀǾŜ ōŜŜƴ ǎŜŜƴΣ ƘŜŀǾƛƭȅ 
laden with supplies, presumably heading towards the interior of the jungle, but as they have not 
returned, their objectives remain unclear. 

Culturally, while the usual gods are worshipped here, many tribes of Embra-Jaka revere demi-gods and 
spirits of the land as well. Naiads, Nagas, Crocuttas (sentient dog beasts) and even some rare plants are 
considered sacred, and offerings may be left for them. Since the landscape is under-developed and full 
of deadly challenges, Embra-Jaka tends to spawn animists and masters of arms more than most other 
regions. Travel between settlements without armed escort is unheard of. Native guides are easy to find, 
in part because those who travel in the jungle are happy to accept payment from those too inept to find 
their own way. Trust and honesty can be less forthcoming, although Embra-Jakans insist that their 
reputation for survival of the fittest is an over-exaggeration of local beliefs about the Wheel of Life. 

Embra-Jakans can be isolationist and strongly dislike those who would alter their way of life. Even before 
the arrival of invaders from over the Silver Sea, every tribe had its own horror story of the filthy cities 
and dry climates beyond the jungle canopy. The Great Waste is viewed with particular horror for the 
general lack of plant life. Would-be explorers from other nations often venture into the Embra-Jakan 
wilderness, but fewer leave alive. Succumbing to the dangers of the terrain is common, but enough 
return with unbelievable tales and rare materials to keep the flow steady and local guides employed. 
Those who dwell near the borders often ally with tribes who are less inclined to violence, as the products 
of Embra-Jaka are sought after in other parts of the world. Trade is unpredictable and ever changing; 
woven materials, paper, and food-goods go in and feathers, beads, strange medicines, and the skins of 
monstrous snakes come out... but not always as scheduled. Among the less-commonly found items are 
ancient relics reportedly unconnected to any current culture, uncut gems seen nowhere else, and tools 
to tattoo and pierce nearly any part of a creature. 
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Mermaids who dwell along the coast often refer to a long-lost city in the ocean, and some invite 
explorers along, but as they are carnivorous, they are not seen as a particularly trustworthy source of 
information. ¢ƘŜ !ŘǾŜƴǘǳǊŜǊΩǎ DǳƛƭŘ ƛǎ ǎŀƛŘ ōȅ ǎƻƳŜ ǘƻ ƘŀǾŜ ǊŜŘƛǎŎƻǾŜǊŜŘ ǘƘŜ ǎǳƴƪŜƴ Ŏƛǘȅ ƻŦ /rythia in 
these waters, along with a great temple to Laurela, but as no apparatus exists for diving to the depths 
this would require, many who hear these tales are skeptical. 

[OOC note: The cultural overtones of Embra-Jaka are indigenous South American, particularly 
Brazilian, so costuming/fashion, props, and naming conventions should reflect this. Fantasy and 
ŦƛŎǘƛƻƴ ƛƴǎǇƛǊŀǘƛƻƴ ƳƛƎƘǘ ƛƴŎƭǳŘŜ ά¢ƘŜ [ƻǎǘ ²ƻǊƭŘέ ōȅ Sir Arthur Conan Doyle or the novel trilogy 

άhōǎƛŘƛŀƴ ŀƴŘ .ƭƻƻŘέ ōȅ Aliette de Bodard.] 
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Hinterlands  

The Hinterlands are a broad stretch of coastal territories on the Arephian (Eastern) continent. Not so 
much a unified nation as a grouping of feudal towns that share certain common cultural elements, the 
Hinterlands are principally united by a common foe - the Fey Courts. While the Fey are seen as tricksters 
who are natural part of the world in other countries, in the Hinterlands they have come to represent 
everything wrong with the scarred remnants of their landscape. It is unknown what happened in the 
area to draw down the wrath of these beings, but in their wake a once-vibrant part of the world has 
been condemned to the status of a backwater. Most lineages are common in the area, but feytouched 
children are rare indeed, and those who wish such children to live easier lives usually smuggle them 
overseas to be raised by relatives elsewhere. 

The history of the Hinterlands is tied into the Tendran Empire, often referred to in ancient Oranti texts 
ŀǎ ΨǘƘŜ DƻƭŘŜƴ 9ǾŜǊ-wǳƭŜΩ ƻǊ ΨǘƘŜ 9ǾŜǊ-ƭƛǘ bŀǘƛƻƴΩ ŦƻǊ ǘƘŜ ŜǘŜǊƴal sacred flame kept in the highest tower 
of its fabled cities. At its height, the Tendran Empire covered the whole of the Arephian continent and 
many colonies on other continents as well, and its language, OrantiΣ ōŜŎŀƳŜ ǘƘŜ ƭŀƴƎǳŀƎŜ ƻŦ ǘƘŜ ǿƻǊƭŘΩǎ 
scholars. ¢ŀƭŜǎ ŘƛǎŀƎǊŜŜ ƛƴ ǘƘŜ ŘŜǘŀƛƭǎΣ ōǳǘ ŎŜǊǘŀƛƴ ŎƻƳƳƻƴ ŜƭŜƳŜƴǘǎ ŀǊŜ ŦƻǳƴŘ ƛƴ ŜŀŎƘ ŎƛǘȅΩǎ ƘƛǎǘƻǊȅ - 
many hundreds of years ago, or perhaps as much as a millennium, a great wasting disease known as the 
Red Shakes swept through the prosperous Empire, crushing its population and devastating the systems 
of government and agriculture.  

As many as 3 out of every 4 people died, and the pestilence resisted all attempts at containment or 
treatment. Some connection is suspected between the disease and the powerful Fey who emerged from 
ǘƘŜ ǿƛƭŘ ƭŀƴŘǎ ƛƴ ǘƘŜ ŎƻƴǘƛƴŜƴǘΩǎ ƛƴǘŜǊƛƻǊ ǘƻ ŎƻƴǉǳŜǊ ǘƘŜ ƳŀƧƻǊƛǘȅ ƻŦ ǘƘŜ ŦƻǊƳŜǊ ŜƳǇƛǊŜΣ ōǳǘ ƛǘ ƛǎ ƴƻǘ 
known if the Fey themselves concocted the sickness or if they merely exploited it. Armies of wild beasts 
and enthralled mortals devastatŜŘ ǘƘŜ ǊŜƳƴŀƴǘǎ ƻŦ ǘƘŜ 9ƳǇƛǊŜΩǎ ŦŀƳŜŘ {ǘƻǊƳ [ŜƎƛƻƴǎΣ ŀƴŘ it seemed as 
though mortals would be driven entirely out. Legends say that only disagreement between the Fey Lords 
prevented total subjugation of the land, although they are less clear about the nature of the 
disagreement. ¢ƘŜƛǊ ŀǊƳƛŜǎ ǘǳǊƴŜŘ ŀƎŀƛƴǎǘ ŜŀŎƘ ƻǘƘŜǊΣ ŘƛǎŀǇǇŜŀǊƛƴƎ ƛƴǘƻ ǘƘŜ ŎƻǳƴǘǊȅΩǎ ƛƴǘŜǊƛƻǊΣ ǿƘŜǊŜ 
locals still insist it is certain death to travel. 

Regardless of what happened so long ago, the reality of the situation in modern times is stark. Four major 
cities survived the disease, separated widely down the western coastline. Two of these, Ardan and 
Belglia, fell ǇǊŜȅ ǘƻ ǘƘŜ CƭŀƳŜ [ƻǊŘΩǎ ŘŜǾŀǎǘŀǘƛƻƴ in the Great War of Flame. While the days of the proud 
lightning bolts that once graced the EƳǇƛǊŜΩǎ banners are but distant stories, the symbols of the cities of 
Moetica and Oquinta still fly from their city walls. Symbols of the more recently fallen cities of Ardan and 
Belglia are added at times in memory of more recent losses, although there are also efforts to rebuild 
from the broken wreckage left behindΦ ¢ǊŀŘŜ ƛǎ ƳǳŎƘ ŘƛƳƛƴƛǎƘŜŘ ŦǊƻƳ ǘƘŜ Řŀȅǎ ƛƴ ǿƘƛŎƘ ǘƘŜ 9ƳǇƛǊŜΩǎ 
capital of Neplia Magna saw a constant flow of tribute barges, and these days few from foreign lands 
even remember the existence of the 9ƳǇƛǊŜΦ ¢ƘŜ ǊŜƎƛƻƴΩǎ ƴŀƳŜ ƴƻǿ ǊŜŦƭŜŎǘǎ ƛǘǎ ƎŜƻƎǊŀǇƘȅ - the surviving 
cities are coastal, and the locals say that the salt air repulses the Fey. 

The ǊŜƎƛƻƴΩǎ ōŜǎǘ-known export is a fine pink salt, farmed from the salt flats that the locals maintain to 
ward off further incursions from the Fey. Merchants sell flax grown for weaving into linen, and the area 
is known for its pungent washed-rind cheeses. The most famous liqueur from the area is made from 
elderflowers, but the locals consume most of this, leaving only a little to be exported at steep prices. The 
arts once flourished in the long-lost Empire, but now few survive to maintain the elaborate frescos and 
tile mosaics crumbling among the ruins of this former shining beacon of civilization. The natives of this 
land are highly superstitious and do not like to travel out of sight of the salt flats. To be far enough inland 
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ǘƻ ōŜ ǳƴŀōƭŜ ǘƻ ǎŜŜ ǘƘŜǎŜ ƛǎ ǎŀƛŘ ǘƻ ΨŎƻǳǊǘ ǘƘŜ ǿǊŀǘƘ ƻŦ ǘƘŜ ¢ƛƳŜƭŜǎǎΩΦ ¢ǊŀǾŜƭŜǊǎ ŦǊƻƳ ƻǳǘǎƛŘŜ ƻŦ ǘƘŜ 
Hinterlands are uncommon, but scholars periodically arrive in search of ancient texts from an Empire 
that once spanned half the world. The fortunate ones find nothing and return home shaking the fine 
pink salt from their clothes. The more determined travel deeper inland and are rarely heard from again. 
To the people of the Hinterlands, those who would ignore taboo and travel where they should not have 
chosen their own fate. 

[OOC note: The cultural overtones of the Hinterlands are those of western Europe, particularly 
England, Ireland, Scotland, and Germany, so costuming/fashion, props, and naming conventions 

should reflect this. It might help to think of this as what would have happened to western Europe if 
the Black Plague succeeded in wiping almost everyone out, and then a few hundred years passed. 
Fantasy and fiction inspiration might include traditional Euro-centric high fantasy, minus the great 

kingdoms and merchant families ς just a bit post-apocalyptic.] 
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Maha'vira  

¢ƘŜ ƻǘƘŜǊ ǎǳǊǾƛǾƛƴƎ ƴŀǘƛƻƴ ƻƴ ǘƘŜ !ǊŜǇƘƛŀƴ ό9ŀǎǘŜǊƴύ ŎƻƴǘƛƴŜƴǘ ƛǎ aŀƘŀΩǾƛǊŀΦ tƻǇǳƭŀǘŜŘ primarily by a 
combination of dwarves, humans, and dhampirsΣ aŀƘŀΩǾƛǊŀ Ƙŀǎ ƴƻ ǇŀǊǘƛŎǳƭŀǊ ƘƛǎǘƻǊȅ of the plague that 
ǎǳǇǇƻǎŜŘƭȅ ǎǿŜǇǘ ǘƘŜ IƛƴǘŜǊƭŀƴŘǎ ǎƻ ƭƻƴƎ ŀƎƻΦ ¢ƘŜ ƴŀǘƛƻƴΩǎ ǘŜǊǊŀƛƴ ƛǎ ŜȄǘǊŜƳŜƭȅ ƳƻǳƴǘŀƛƴƻǳǎΣ ŀƴŘ Ƴƻǎǘ 
of the population lives at a higher altitude than those who hail from other nations, so perhaps some 
combination of these factors served to isolate the nation during this ruinous period. While they were 
once a province of the Tendran Empire, they wisely joined willingly, and thus preserved their own 
culture. 

aŀƘŀΩǾƛǊŀ ƛǎ ŀ ŎƻǳƴǘǊȅ ǿƛǘƘ ŀ ƳǳŎƘ ƳƻǊŜ ǳƴƛŦƛŜŘ ǇƻǇǳƭŀǘƛƻƴ ǘƘŀǘ Ƴŀƴȅ ƻŦ ǘƘŜ ƻǘƘŜr nations in the world. 
Rather than an alliance or confederation of city-ǎǘŀǘŜǎΣ aŀƘŀΩǾƛǊŀ ƛǎ ǊǳƭŜŘ ōȅ ǘƘŜ /ƻǳǊǘ ƻŦ a Thousand 
Faces, a combination of the noble houses and bureaucratic systems found in nations such as the Jin Shi 
of the Jeweled Cities. The Court exists to serve the will of the Twin Child Goddesses, the daughters of 
ǘƘŜ ŎƻǳƴǘǊȅΩǎ ŦƻǳƴŘŜǊΣ ǿƘƻǎŜ ƴŀƳŜ ƛǎ ƴŜǾŜǊ ǎǇƻƪŜƴΦ {ǳǇǇƻǎŜŘƭȅ ŀ ƎƻŘ ǿƘƻ ƎŀǾŜ ǳǇ Ƙƛǎ ŘƛǾƛƴƛǘȅ ǘƻ ōŜƎƛƴ 
the dynasty, his daughters are said to have remained eternally young ever since, and their rule underpins 
ǘƘŜ ŎƻǳƴǘǊȅΩǎ ŘŜǾƻǘƛƻƴ ǘƻ ǘǊŀŘƛǘƛƻƴΣ ǳƴƛǘȅΣ ŀƴŘ ǇŜŀŎŜΦ 

This history led naturally to the now-ubiquitous worship of the Twins, deities that some say are evil, but 
ǘƘŜ aŀƘŀΩǾƛǊŀƴǎ ǎŀȅ ŀǊŜ ǘŜǊǊƛōƭȅ ƳƛǎǳƴŘŜǊǎǘƻƻŘ ƻǳǘǎƛŘŜ ƻŦ ǘƘŜƛǊ country. At this time, worship of the 
Twins is considered a requirement of residency and citizenship in the nation, and the only traders that 
are allowed to enter the nationΩs borders must be devotees of the Twins as well. A single border port is 
the sole avenue of access for these who travel to the nation in search of goods to trade. With the advent 
ƻŦ ŀƛǊǎƘƛǇǎ ŀƴŘ ǘƘŜ Ǌƛǎƪ ǘƻ ǘƘŜ ŎƻǳƴǘǊȅΩǎ ǎŜŎǳǊƛǘȅ ŦǊƻƳ ŀŜǊƛŀƭ ǘǊŀǾŜƭŜǊǎΣ aŀƘŀΩǾƛǊŀ Ƙŀǎ ŀǳƎƳŜƴǘŜŘ ǘƘŜƛǊ 
already formidable mountain forts with arcane walls of force that block entrance to the country by air. 
The Wall of Peace, as this is called, has resulted in several highly publicized crashes by small vessels 
ŀǘǘŜƳǇǘƛƴƎ ǘƻ ǎƳǳƎƎƭŜ ŎƻƴǘǊŀōŀƴŘ ƛƴǘƻ ǘƘŜ ŎƻǳƴǘǊȅΦ ²ƛǘƘ ǇŀǘƛŜƴŎŜ ŀƴŘ ǎƻǊǊƻǿΣ ǘƘŜ aŀƘŀΩǾƛǊŀƴǎ ǊŜǇŜŀǘ 
thŜƛǊ ŎƻǳƴǘǊȅΩǎ Ǉƻǎƛǘƛƻƴ ǘƘŀǘ ƻǳǘǎƛŘŜǊǎ Ƴǳǎǘ ŀǇǇƭȅ ŦƻǊ ŜƴǘǊȅ ŀǘ ǘƘŜ ǘǊŀŘŜ ǇƻǊǘΣ ŀƴŘ ǘƘŀǘ ƛǘ Ŏŀƴƴƻǘ ōŜ ƘŜƭǇŜŘ 
if those will ill intend come to harm attempting to stray from the law. 

aŀƘŀΩǾƛǊŀ ŘƻŜǎ Ƴŀƛƴǘŀƛƴ ŀ ǎǘŀƴŘƛƴƎ ŀǊƳȅΣ ŎƻƳƳƻƴƭȅ ŎŀƭƭŜŘ ǘƘŜ 5ŀǿƴƎǳŀǊŘΦ ¢ƘŜ 5awnguard serves to 
keep peace in the realm, and while Maha'vira is a small and generally stable country, they do skirmish 
with the animist nomads in the northern part of the nation. The population is concentrated in a number 
of cities carved out of the mountains themselves, and the artisanship of the terraces of these cities is 
said to be one of the prettiest sights in the world. A few picture books exist that depict them, although 
none of these are more recent than a hundred years ago. 

In addition to the honorable Dawnguard, the country hosts DuskΩǎ Banner, a division of their military 
that takes in people who wish retreat from the larger world or who have committed some crime that 
prevents them from continuing as part of normal society. Instead of imprisonment, these individuals 
ƻŦǘŜƴ ŎƘƻƻǎŜ ǘƻ ǎŜǊǾŜ ƛƴ 5ǳǎƪΩǎ .ŀƴƴŜǊΣ ǿƛǘƘ ǘƘŜ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ǘƘŀǘ ǘƘƛǎ ǎŜǊǾƛŎŜ ǊŜǎǘƻǊŜǎ ǎƻƳŜ ƳŜŀǎǳǊŜ 
of the harmony they took from their nation in committing their crimes. Dusk's Banner is charged with 
guarding the remotest outposts, overlooking frozen valleys and barren tundra, both of which are in great 
supply. ¢ƻ ŎƻƳǇƭŜǘŜ ƻƴŜΩǎ ƭƛŦŜ ƛƴ ǎŜǊǾƛŎŜ ƻŦ ǎǳŎƘ ŀ Ǝƻŀƭ ƛǎ ǎŀƛŘ ǘƻ ŜŀǊƴ ŦŀǾƻǊ ŦƻǊ ǘƘŜ ƴŜȄǘ ǘǳǊƴƛƴƎ ƻŦ ǘƘŜ 
Wheel of Life. 

¢ƘŜ ǎǳŘŘŜƴ ŀǇǇŜŀǊŀƴŎŜ ƻŦ ǘƘŜ aŀƘŀΩǾƛǊŀƴ ŀǊƳȅ ŀƴŘ ƴŀǾȅ ŀǘ the final battle of the Kishari Civil War is 
still considered to be a source of confusion for most military historians, as before this the nation had 
been almost entirely isolationist. Supposedly this intervention was arranged by an Ambassador of the 
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nation originally from the Jeweled Cities, and it did result in the legalization of worship of the Twins 
there. After their participation in repelling the Nocturnŀƭ 9ƳǇƛǊŜΣ ǘƘŜ ƳƛƭƛǘŀǊȅ ǊŜǘǊŜŀǘŜŘ ǘƻ ǘƘŜ ƴŀǘƛƻƴΩǎ 
borders, and it is not currently considered a party to the war. 

Even before their brief involvement in the Kishari Civil War, there had been little commerce between 
aŀƘŀΩǾƛǊŀ ŀƴŘ ǘƘŜ ǿƛŘŜǊ ǿƻǊƭŘ ŦƻǊ many ȅŜŀǊǎΦ ¢ƘŜ Ƴŀƛƴ ŜȄǇƻǊǘǎ ŦǊƻƳ aŀƘŀΩǾƛǊŀ ŀǊŜ ŦƛƴŜƭȅ ƭŀŎǉǳŜǊŜŘ 
dishes, carved wooden goods, and enameled jewelry in elaborate forms, and these have been rare in 
the markets for a whileΦ aŀƘŀΩǾƛǊŀƴ ƎƻƻŘǎ ŀǊŜ ōƻǘƘ ǘǊŜŀǎǳǊŜŘ ŀǎ precious and seen with some suspicion 
by thƻǎŜ ǎƪŜǇǘƛŎŀƭ ƻŦ ǘƘŜ ŎƻǳƴǘǊȅΩǎ ƭŜŀŘŜǊǎƘƛǇ.  

[OOC note: The cultural overtones of aŀƘŀΩǾƛǊŀ are Tibetan, so costuming/fashion, props, and 
naming conventions should reflect this. Cŀƴǘŀǎȅ ŀƴŘ ŦƛŎǘƛƻƴ ƛƴǎǇƛǊŀǘƛƻƴ ƳƛƎƘǘ ƛƴŎƭǳŘŜ 5/ /ƻƳƛŎǎΩ 
[ŜŀƎǳŜ ƻŦ !ǎǎŀǎǎƛƴǎΤ ǘƘŜ ƴƻǾŜƭ ά[ƻǎǘ IƻǊƛȊƻƴέΤ ƻǊ ǘƘŜ ƳȅǎǘƛŎŀƭ Ŏƛǘȅ YΩǳƴ [Ωǳƴ ŀǎ ǇƻǊǘǊŀȅŜŘ ƛƴ aŀǊǾel 

ŎƻƳƛŎǎΩ Iron Fist stories.] 
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The Nocturnal Empire  (Kaewan)  

The Nocturnal Empire is a hyper-patriotic expansionistic militaristic state. Formerly known as Kaewan, 
an island nation covered in light jungle and comprised almost entirely of dragonkin, political change 
came to the nation less than a decade ago. Purist dragonkin, followers of the demi-god dragon Noctus, 
ǘƻƻƪ ƻǾŜǊ ǘƘŜ ƴŀǘƛƻƴΩǎ ƎƻǾŜǊƴƳŜƴǘΣ ŀǊƳȅΣ ŀƴŘ ŜŎƻƴƻƳȅ in a quick and decisive coup. 

Kaewani society had been inwardly focused and self-sustaining, only in the last century opening up to 
outside trade and seafaring ventures. This by no way implies, however, that their culture is primitive. 
Their complex and nuanced spoken language and a highly advanced mathematics system (largely 
memorized by each generation as there is little paper) came from the counties devotion to learning. 
Things such as geometric proofs and building plans are scratched onto clay tablets that are often 
destroyed after use to protect family secrets. White sand, collected from the beaches, is fired into glass 
forms that are tinted with plant dyes. There is a traditional shape for each god or goddess, with vessels 
in !ǳǊŀƴΩǎ ǎƘŀǇŜ ǎŜǊǾƛƴƎ ŀǎ ŎƻƴǘŀƛƴŜǊǎ ŦƻǊ ǘƘŜ ƻƛƭ ǘƘŀǘ ƛǎ ōǳǊƴŜŘ ŀǘ ƴƛƎƘǘ ŦƻǊ ƛƭƭǳƳƛƴŀǘƛƻƴΦ Now, in the time 
of the Nocturnal Empire, worship of the deities is banned. Under threat of violence, the people now 
practice a form of ancestor worship centered around Noctus, a full-blooded dragon who died centuries 
ago, only to supposedly reappear less than a decade ago. 

¢ƘŜ 9ƳǇƛǊŜΩǎ ǿŀǊ of aggression started several years ago with a dramatic attack on Isildar, the Pearl City. 
{ǳŎŎŜǎǎŦǳƭƭȅ ǊƻǳǘƛƴƎ ǘƘŜ ŎƛǘȅΩǎ ŀǊƳȅ ŀƴŘ ŜȄŜŎǳǘƛƴƎ ƛǘǎ ǎǳƭǘŀƴΣ ǘƘŜ 9ƳǇƛǊŜ Ƴŀƛƴǘŀƛƴed a firm grasp on the 
city for five years, pushing outward to encompass several smaller towns as well. At the height of this 
expansion, they controlled the small town of Senabi between Kishar and Samazar. wŜŎŜƴǘƭȅΣ ǘƘŜ 9ƳǇƛǊŜΩǎ 
forces have been driven from Isildar after the non-aggression treaty with the Onyx City was negated by 
the rise of the new sultan there. To the east of the Jeweled Cities, the Empire also captured the 
weakened nation of Embra-Jaka. That nation, still in shambles after the Great War of Flame, had yet to 
be reunified under a single leader, so the imperial forces took advantage of the dispersed power 
structure.  

Opposing the Empire is the Daylight Alliance, composed of the Jeweled Cities, anDwapeh, and the Sky 
Decade of Prinya (see below for more details), as well as the resistance within the Empire itself, known 
as the Army of Flowers. The Army of Flowers is largely comprised of Kaewani citizens who oppose the 
current fascist regime. This is not a standing military force, but instead a quiet, underground resistance 
that deals in subterfuge, sabotage, smuggling, intelligence, and counter-propaganda efforts. The Army 
is composed of many individual cells, each with local members known only to each other by floral code 
names. While certain leaders might be widely known, their true identities are not. Kiku (the 
Chrysanthemum) is believed to be the highest-ranking member of the Army, and travels frequently to 
carry news between the allies of the Alliance. Another well-known and respected resistance fighter and 
healer was known aǎ ǘƘŜ ά¢ǊŜŜŦŀǘƘŜǊέ ς his pseudonym a bit unusual on account of having been an 
outsider who decided to join the cause. Recent reports suggest he gave his life in the battle to free Isildar, 
and his memory is spoken of with respect among young, free-thinking Kaewani. 

What follows is information regarding was what was known about Kaewan prior to the change in their 
political structure: On the main island, homes are burrowed into the roots of the massive banyan trees 
that dominate this kingdom. The trees provide protection and an easy way to funnel rainfall into 
collection barrels. Family groups are led by a matriarch of considerable age, who is served by her 
daughters and sons-in-law. Unmarried males have their own family structures, entering these at a young 
age and leaving them only for purposes of marriage. The male groups take care of foreign trade and are 
the only ones that commonly leave the island; the matriarchal groups are responsible for gathering food 
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and raw materials. The matriarchal families delegate tasks, such as patrolling, overseeing local trade, 
keeping the villages clean, making accounts of food goods, crafting, etc. aƻǎǘ ƻŦ ǘƘŜ ǊŜƎƛƻƴΩǎ ŦƻƻŘ ƛǎ ǊŀǿΣ 
fermented, or made from dried vegetables. Most foods are served cubed or sliced, then covered in sauces 
to taste. Carved sticks are used as utensils and wooden or ceramic plates are commonly used. On some 
religious occasions, large quantities of meat will be cooked in a pit of heated stones. 

Major trade items, other than the glasswares, include intricate carvings, formidable weapons, 
housewares, and jewelry made from local hardwoods and nuts. A variety of dyes are also available, from 
the same stock as are used in the glasswares. Because of drŀƎƻƴƪƛƴΩǎ ǇǊƻǘŜŎǘƛǾŜΣ ǎŎŀƭȅ ǎƪƛƴ ŀƴŘ ǘƘŜ 
ƛǎƭŀƴŘΩǎ ƘƛƎƘ ǘŜƳǇŜǊŀǘǳǊŜǎΣ ŎƭƻǘƘƛƴƎ ƛǎ ǎŜŜƴ ŀƴ ŀŎŎŜǎǎƻǊȅ ǊŀǘƘŜǊ ǘƘŀƴ ŀ ƴŜŎŜǎǎƛǘȅΦ [ƛƴŜƴΣ ōŜƛƴƎ ƭƛƎƘǘ ŀƴŘ 
breathable, is highly sought after for the layered, elaborate costumes worn on special occasions. 

[OOC note: The cultural overtones of The Nocturnal Empire/Kaewan are Korean, with accompanying 
divides between North and South Korea, respectively, so costuming/fashion, props, and naming 

conventions should reflect this. Fantasy and fiction inspiration might include the novels of Ellen Oh.] 
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Northreach  

Far north of the Western Continent, across the vast ocean, lies Northreach. Local folklore says that 
Northreach was once the domain of the ancient Frost Titans and that the mountains encircling the 
country were raised in defense of their frozen kingdom. Sprawling from the foot of the mountains almost 
to the sea itself is the Frozen Forest, a dense tangle of various sorts of evergreen trees. Independent 
villages, scattered through this forest, are usually ruled by interrelated clans.   

The main lineages of Northreach are low caste humans, orcs, and waterborn. Other folk tough enough 
to survive the environment turn up as well, but outsiders are required to prove themselves before being 
accepted into society. The winters are hard and unforgiving, lasting almost half the year and making food 
scarce for the underprepared.  Food sources may range from red elk and mammoths in the forested 
areas to seal, walrus, or whale on the coast. In the brief spring, freshwater fish, tubers and mushrooms 
can be had and these are often preserved for the colder months. The people of Northreach put as much 
value on cunning as they do on physical strength and endurance, and contests of jokes and stories are 
as common as those of lifting heavy weights or enduring heat and cold. 

Wuldkest, once the city of the Jarl of Northreach, is the only major port, and it has only been partly 
rebuilt since the Great War of Flame. The last ruler, Celenius Stormguard, gave control of portions of the 
land to the largest clan in each region ƛƴ ŀƴ ŜŦŦƻǊǘ ǘƻ ƘƻƭŘ ƻŦŦ ǘƘŜ ŎƻǳƴǘǊȅΩǎ ŘƛǎǎƻƭǳǘƛƻƴΦ CŀǊ ŦǊƻƳ ŦƛȄƛƴƎ 
the problem, this exacerbated it, and Celenius was murdered shortly afterwards. His son, Valdos 
Stormguard, somehow survived the burning of the city and maintains control over Wuldkest and 
ƭŜŀŘŜǊǎƘƛǇ ƻŦ ǿƘŀǘ ƭƛǘǘƭŜ ǊŜƳŀƛƴǎ ƻŦ ǘƘŜ ŎƻǳƴǘǊȅΩǎ military. His fair and neutral rule has somewhat 
redeemed his clan, and the Stormguard clan is now once again respected. Whenever a gathering of the 
Clan Lords is held, it is held in Wuldkest in the former JarlΩǎ ǇŀƭŀŎŜΣ ǿƘƛŎƘ ǿŀǎ ōǳƛƭǘ ƻǳǘ ƻŦ ǎƻƭƛŘ ǎǘƻƴŜΦ 
These councils are called infrequently due to the difficuƭǘȅ ƻŦ ǘǊŀǾŜƭƛƴƎ ƛƴ bƻǊǘƘǊŜŀŎƘΩǎ ŎƭƛƳŀǘŜ ŀƴŘ ǘƘŜ 
challenge of providing sufficient resources for the leaders and their retinues. 

Aside from extreme situations, each clan remains in charge of the care of its own people.  In times of 
strife, some clans will raid and pillage other settlements or ships to feed and clothe themselves. Some 
clans (whether due to convenience or a reversion to older traditions) prefer this pillaging to honest work 
and have become a nomadic blight in the area around Northreach. Raiders that have become adept at 
sailing and maintain small fleets are called ΨǎŜŀ ǿƻƭǾŜǎΩ and make trading with Northreach even more 
challenging. On occasion, they also turn out to defend coastal settlements against Corsairs, allowing 
them to maintain their traditional claim to ownership of the waters of Northreach. 

Off the eastern coast of Northreach rests a sizable island called Kjoldan, populated largely by hiwani who 
share the unusual trait of white fur. Among these people, polar bear hiwani are revered as powerful in 
the ways of the Path of Nature and often act as leaders in settling disputes. The clans of Kjoldan are 
highly isolationist, and their members are rarely found outside of Northreach itself, leaving only for the 
direst of reasons. Their presence in rare enough that the appearance of one such white-furred animist 
in the Ruby City of Kishar almost a decade ago is still talked about there. The practice of runecrafting is 
said to have originated on Kjoldan, spread to Northreach, and from there, reached the rest of the world. 
Runecrafters can inscribe symbols on objects to enhance their power. Those with connections to the 
gods are also said to be able to cast runes for divination, although this is an exceedingly rare art indeed. 

The more settled clans (generally in and around Wuldkest) export trade goods such as leather armors, 
bear, wolf, and seal skins, carved whalebone crafts, raw copper, and iron weapons. In addition, 
Northreach produces a certain kind of rare mushroom that grows only in caves. These mushrooms, 



 

 
60 

ƪƴƻǿƴ ŀǎ ±ŀǊƧŜΩǎ ²ƻǊǘΣ ŀǊŜ ǳǎŜŘ ƛƴ ǘƘŜ ƳŀƴǳŦŀŎǘǳǊŜ ƻŦ ƳŜŘƛŎƛƴŜǎ ŀƴŘ ƘŀƭƭǳŎƛƴƻƎŜƴƛŎ ŘǊǳƎǎΦ Those 
cunning enough to operate successful export businesses can demand high prices for these goods in the 
markets of the southern continents, for they have escaped sea wolves, corsairs, and airship pirates in 
their travels. 

[OOC note: The cultural overtones of Northreach are Scandinavian, particularly Norse, so 
costuming/fashion, props, and naming conventions should reflect this. Fantasy and fiction inspiration 

includes Skyrim and the graphic novel Vei by Sara Elfgren.] 
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Prinya  

Prinya is widely considered to be the most unusual of all nations, and as such it finds a place in all manner 
of stories, ballads, legends, and folktales. The first sight of Prinya has been known to cause even a 
seasoned traveler to pause and gape: Prinya is simply like no other place. Rather than a fixed city with 
walls, Prinya is a mobile city: a loose collection comprised of hundreds of boats, barges, and pontoon 
ƘƻǳǎŜǎΦ Lǘ ƳƻǾŜǎ ǳǇ ŀƴŘ Řƻǿƴ ǘƘŜ .ŀǿŀǊΩƘŀƛ LƴƭŀƴŘ {ŜŀΣ ǎƻƳŜǘƛƳŜǎ ƭŜŀǾƛƴƎ ōŜƘƛƴŘ ǘŜƳǇƻǊŀǊȅ 
άǎŜǘǘƭŜƳŜƴǘǎέ ǘƘŀǘ ǎǇƭƛǘ ƻŦŦ ŦƻǊ ŀ ŦŜǿ ƳƻƴǘƘǎ ǎƻ ǘƘŀǘ ǘƘŜ ǎƳŀƭƭŜǊ ōƻŀǘǎ Ŏŀƴ Ǝƻ ŦǳǊǘƘŜǊ ƛƴƭŀƴŘΦ tǊƛƴȅŀΩǎ 
preferred places for docking are the brackish sea mouths in the winter and near anDwapeh in the 
summer, and it spends more time at these two anchorages than most other locations. The population is 
made up by an odd mishmash of hiwani, dragonkin, low caste humans, and moon elf families. The most 
common Paths are Faith, Steel, and Nature. Gloriel is held in high esteem here, as freedom is seen as a 
foundational principle of the city ς ŀƴȅ ǎƘƛǇ ōŜƛƴƎ ŦǊŜŜ ǘƻ ƭŜŀǾŜ ŀǘ ŀƴȅ ǘƛƳŜΦ aŀƴȅ ƻŦ ǘƘŜ ŎƛǘȅΩǎ ǊŜǎƛŘŜƴǘǎ 
have been refugees from other places and are traditionally under the protections of Laurela.  

¢ƘŜ ΨǊŜǎƛŘŜƴǘǎΩ ƻŦ tǊƛƴȅŀ ŀǊŜ ŦƻƴŘ ƻŦ ǘǊŀŘƛƴƎ ŀƴŘ ŦƛǎƘƛƴƎΣ ŀƴŘ lineages who can swim are considered 
invaluable to the community for both of these pursuits. The fish they catch provide a major trade good, 
kept live in wrought reed baskets that are pulled behind the boats. A sort of small sea serpent, called an 
Eel Drake, has been domesticated by the Prinyans as a work animal. Eel Drakes help pull the less agile 
vessels and are also used to hunt for larger prey in the ocean. Larger fish and sea mammals are rendered 
for oil, lending a permanent smell to some of the barges. 

The city is ruled by the Decade, a council of ten members selected by votes from the heads of the various 
families that make up the populace. This vote takes place every five years and is celebrated with a week-
long festival called the Choosing that includes food, dancing, and a liquor made from the seaweed that 
lines the river mouth. The people of Prinya accept outsiders as permanent residents if they bring value 
to the community or are known to be refugees from their former homes. Newcomers are brought in and 
given until the Choosing, whenever it falls, to prove themselves. Those who fail are supposedly given a 
small boat and cast out of the city at the next major docking. 

The unusual nature of Prinya, and its ever-changing makeup, have spawned a whole host of legends. In 
some countries, Prinyans are talked about as kidnappers or slavers, and in others they are presented as 
slovenly raft-dwellers too foolish to build cities with walls. Few have actually spent time among the Free 
Folk, as they call themselves, without having something positive to say about them and their non-
traditional nomadic lifestyle. 

Since the Great War of Flame, Prinya has moved to take advantage of the power vacuum to increase 
their share of international trade. Some of the Free Folk, excited about the possibility that airships could 
offer, relocated to the Diamond City to study; other feel that airships threaten their traditional way of 
life. Several artificers trained in the Diamond City have rejoined the floating nation, adding new 
technology to existing ships and creating other small, useful machines. The Decade initially issued a 
standing offer to recruit and pay artificers, though a rumor was circulated ǘƘŀǘ ǎƻƳŜ ƻŦ ǘƘŜ ƴŀǘƛƻƴΩǎ 
άǾƻƭǳƴǘŜŜǊέ ŀǊǘƛŦƛŎŜǊǎ ŘƛŘ ƴƻǘ go willingly. Among the machines they have created are what could be 
called the first anti-airship weapons, which are mounted on several of ǘƘŜ 5ŜŎŀŘŜΩǎ own ships. 

Lƴ ǘƘŜ ƭŀǎǘ ǘǿƻ ȅŜŀǊǎΣ tǊƛƴȅŀΩǎ rapid economic growth and the two diverging visions ƻŦ ǘƘŜ ƴŀǘƛƻƴΩǎ ŦǳǘǳǊŜ 
ς one staying solely on the sea, one taking to the air for even greater freedom ς have led to a deep 
division. The Decade itself has split in two. Some of the original members of the Decade, joined by other 
progress-ƳƛƴŘŜŘ ŎŀǇǘŀƛƴǎΣ ƘŀǾŜ ǎǇƭƛǘ ƻŦŦ ŀƴŘ ŦƻǊƳŜŘ ŀ ƴŜǿ ά{ƪȅ 5ŜŎŀŘŜΣέ ǿƘƛŎƘ ƛƴŎƭǳŘŜǎ ǎŜǾŜǊŀƭ ŀƛǊǎƘƛǇǎ 
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of various sizes among its numbers. Former Jeweled CitiesΩ residents such as Captain Mariana Andaleh, 
a sun elf from Isildar, and waterborn Captain Obeah Nganga, who was once a member of the 
!ŘǾŜƴǘǳǊŜǊΩǎ DǳƛƭŘ, are included in the Sky Decade. The Sea Decade, which prefers to simply be called 
άǘƘŜ 5ŜŎŀŘŜέ ǎƛƴŎŜ ƛǘ sees itself as the only legitimate leadership of Prinya, refuses to acknowledge the 
Sky Decade. However, other nations have since recognized the Sky Decade as a legitimate ruling body 
with the support of the Prinyan people ς admittedly, not all of them ς and the Sky Decade has made 
alliances on behalf of Prinya with anDwapeh and the Jeweled Cities to fight the Nocturnal Empire as part 
of the Daylight Alliance. 

[OOC note: The cultural overtones of Prinya include the Caribbean during the Golden Age of piracy, 
blended with elements of southeast Asian cultures, mostly Vietnamese (especially in clothing), and 
costuming/fashion, props, and naming conventions can reflect this. It is inherently a very multi-cultural 
and independent-minded place. The geography and climate of this region is reflective of southeast 
Asia, e.g. Vietnam, Thailand, Malaysia, and Indonesia. Fantasy and fiction inspiration might include 
Black Sails the works of Zen Cho, among others. Note that the actual, serious pirates live elsewhere ς 
see the Corsair Islands.] 
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X ôa  

·Ωŀ ƛǎ ƳŀǊƪŜŘ ƻƴ Ƴŀƴȅ ƳŀǇǎΣ ōǳǘ ŦŜǿ ŀǊŜ ǘƘŜ ǇŜƻǇƭŜ ǿƘƻ Ŏŀƴ ŎƭŀƛƳ ǘƘŜȅ ƘŀǾŜ ōŜŜƴ ǘƘŜǊŜΦ ¢Ƙƛǎ ƛǎƭŀƴŘ 
nation is said to be a land of solid ice where few mortals can survive. Most of the inhabitants have a 
direct connection to the element of water that provides them with some protection, such as water 
aetherites or dragonkin. Supposedly the touch of the Dynamae, the elemental force of creation, is felt 
upon this land, and certainly the elementals found here are some of the oldest and most powerful seen 
anywhere in the world. Little else is known of this place, as they seem to have no substantial trading 
vessels or ports. Recently, some members of the AdventurerΩs Guild claim to have met and negotiated 
with vampires from this country, but most people consider true vampires to be ravenous beasts who 
cause destruction. Whether there is something in this frozen land worth seeing is unknown to those not 
from there. 
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The Corsair Islands  

The Corsair Islands are not so much a nation as a loose confederation of islands inhabited by pirates and 
exiles. Most famously the home of the Jagan Temur, or Iron Hundred, these islands are scattered across 
the Silver Sea. Certainly, the Orcish Armada patrols most regularly around these islands, and most major 
commerce routes steer well away from them for the same reason, but not every inhabitant of the islands 
is a pirate, or even an orc. Corsairs are known to take in those cast out from other lands, so long as those 
people provide useful skills and are willing to swear an oath of allegiance. TƘŜ !ǊƳŀŘŀΩǎ current leader, 
¦ƭŀΩǎƭŀƴΣ is an arc known as the Red Lion for the tide of blood she leaves in battle. 

Several of the islands are large enough to host villages or small towns, most of which are constructed 
around safe harbors for ocean-going ships. Travelers who are not corsairs are welcome to put in at these 
ports if they can find them, although the corsairs reserve the right to board any ships that are not flying 
ǘƘŜ !ǊƳŀŘŀΩǎ ŦƭŀƎΦ Oddly, they are said to seize any books they find. Other than Prinya, these islands are 
the only place in the world known to be home to drovers of large aquatic animals, including giant crabs, 
sharks, and lesser sea serpents, all of which may be used in battle from time to time. 

Aside from potentially violent pirates, several other possibilities make the area inherently dangerous. 
First, the weather near the islands is often unpredictable, with the seas turning wild much faster than 
ƻŦŦ ƻǘƘŜǊ ŎƻŀǎǘǎΦ {ŜŎƻƴŘƭȅΣ ǘƘŜ ƛǎƭŀƴŘǎ ǘƘŜƳǎŜƭǾŜǎ Ƴŀȅ ōŜΧ ŦŀƭǎŜΦ {ǘƻǊƛŜǎ ǘŜƭƭ ƻŦ ǎŀƛƭƻǊǎ ǿƘƻ find 
uncharted islands and land on them, only to find the entire island has moved in the night, as it was in 
fact the back of a great shelled beast that swims from place to place. These wandering islands are 
described as great turtles or giant crabs ŀƴŘ ŀǊŜ ŎŀƭƭŜŘ Ψ{ŀǊŀǘŀƴΩΦ  

 

 

The Saratan are far from the only monster said to lurk in these waters. Great fish or sea serpents that 
can swallow ships whole, ŎŀƭƭŜŘ Ψ5ŀƴŘŀƴΩ, are mentioned by writers who have spoken to corsairs, 
although few claim to have seen them personally. These are said to exist in many shapes and sizes. 

Perhaps the most mysterious monster reported from this area is the ΨTannineΩ. This many-headed beast 
is said to swim in these waters and to breathe a noxious fume that produces rolling fog. Those who 
wander into the fog become confused and sometimes find themselves sailing back in the direction they 
ŎŀƳŜ ŦǊƻƳΦ ¢ƘŜ ¢ŀƴƴƛƴŜΩǎ .ǊŜŀǘƘΣ ŀǎ ǘƘŜ ŦƻƎ ƛǎ ƪƴƻǿƴΣ ƛǎ ƻŦǘŜƴ ŎǊŜŘƛǘŜŘ ǿƛǘƘ ŘŜŦŜƴŘƛƴƎ ǘƘŜ ƛǎƭŀƴŘǎ ŀƎŀƛƴǎǘ 
some of the historical attempts to find and root out the free towns of the Corsairs.  
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The sea in the area is prone to unusual fogs and strange weather patterns of all sorts. These include 
waterspouts and sinkholes that appear mysteriously in the ocean to drag unwary ships to the bottom of 
the Silver Sea. Rumors circulate of strange ruins and people who live beneath the waves; these might be 
sightings of the merfolk who are common in the Silver Sea, or they might be the legendry Marid who are 
said to be to the deep ocean as the Djinn are to the skies. 

 

Crythia  

Until recently thought to be nothing but rumor, some say that the legends of a great sunken island 
civilization off the eastern coast of Embra-Jaka are true and that they have been there. While it is referred 
to by many names, the most common is Crythia. Suggestions for the cause of its sinking include volcanic 
action, an angry deity smiting the land, and self-imposed destruction by a death cult. The great 
civilization supposedly included a glorious and opulent city with huge temples dedicated to Laurela. 
Recent rumors in the Diamond City claim that the Academy of Innovation is exploring Crythia actively 
and even building new settlements there. 
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Cyrillia  

Not to be confused with Crythia, only a few people have heard of this even more mysterious and newly-
discovered place ς a world accessible only by portal, as it exists on another plane! Cyrillia is a world that 
operates on very different rules, where the gods of this world do not hold sway, vampires rule the 
populace via their werewolf servants, and the sun does not shine, leaving a world awash in perpetual 
gloom. Somehow, necromancers of Sulith have made their way to Cyrillia and have run rampant, using 
their powers ς heretofore unknown in that world ς to take over the ruling government. Meanwhile, the 
common people ς mostly humans, it would appear ς barely survive, mere chattel to the vampires. The 
!ŘǾŜƴǘǳǊŜǊΩǎ DǳƛƭŘ Ƙŀǎ ƳŀŘŜ ǎƻƳŜ ƛƴǊƻŀŘǎ ŀƴŘ ŀƭƭƛŀƴŎŜǎ ƘŜǊe, but exploration has really only just 
ōŜƎǳƴΧ The main portal to this plane is located in the Lost Valley in the Great Waste, east of Samazar, 
and the armies of Sulith encamped there make reaching it truly challenging. A recent rumor suggests 
this heavily guarded passage may not be the only way to reach this distant land. 
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Commonly  known Regional Languages  

Each region in the world has an associated language. The one for the Jeweled Cities, which includes 
Kishar, is the Jeweled Tongue (sometimes just called Jewel for short). New characters begin play knowing 
their regional language and the Jeweled Tongue. Players are always assumed to be speaking the Jeweled 
¢ƻƴƎǳŜ ǳƴƭŜǎǎ ǘƘŜȅ ƳŀƪŜ ǘƘŜ ƘŀƴŘ ƎŜǎǘǳǊŜ ŦƻǊ άƻǘƘŜǊ ƭŀƴƎǳŀƎŜέΦ ¢Ƙƛǎ Ŏƻƴǎƛǎǘǎ ƻŦ ƳŀƪƛƴƎ ŀƴ [ ǎƘŀǇŜ ǿƛǘƘ 
either hand. You must make the gesture visibly enough so that all nearby players can see it. Following 
this gesture, state which language you are using. Tone usually translates across language, whether or 
not someone can understand you. The available regional languages are:  

 Dutsvolk ς the common language of the Hinterlands  
 Ember ς the language of Embra-Jaka 
 Envalisianno ς the language of the Dessanoran Confederation 
 IΩŀƴΩŀ ς the language of anDwapeh 
 The Jeweled Tongue ς the language of the Jeweled Cities and the international trading 

language 
 Kaewani ς the language of Kaewan/the Nocturnal Empire 
 aŀΩƘŀǊŀƴ ς the ƭŀƴƎǳŀƎŜ ƻŦ aŀƘŀΩǾira (and, it turns out, ·ΩŀΣ ŦƻǊ ǎƻƳŜ ǊŜŀǎƻƴύ 
 Norvan ς the common language of Northreach and Kjoldan 
 Papiahne ς the common language of Corsairs 
 Prinyan ς the language of Prinya 

Ancient  and Rare  Languages  

In addition to the modern regional languages, there are also several ancient languages of interest to 
scholars. 

Heavily theorized to be the root language of most known regional languages, Oranti is a dead language 
believed to have no more native speakers. As written history dates back thousands of years, Oranti is no 
doubt a remnant of some other age. Some scholars associate it with the lost Tendran Empire. Items 
bearing inscriptions in Oranti are found from time to time in ancient tombs or dredged up from the Silver 
Sea. Some linguists separate Oranti into Ancient, Middle, and High dialects, but the differences are said 
to be subtle. 

Afrayen is the language of the Efreeti, a demon-like lineage of which little is definitively known. Dealing 
with Efreeti is said to be dangerous, even if they can be found, so this language is uncommon. The Efreeti 
are most commonly associated with the night and with wild, uncivilized places, such as the deep desert. 
Stories suggest that mortal tongues are not well suited to the hissing syllables of Afrayen, but some 
scholars maintain what they claim to be accurate dictionaries, enabling the reading, if not speaking, of 
this language. 

Next, there is Sah-mat, the language given by scholars to an equally ancient lineage of beings known as 
the Djinn. Very little is known about Djinn, save that they warred with the Efreeti many centuries ago 
and lost. In some stories, they are said to be possessed of inhuman wisdom and supreme magical 
powers. The Diamond City has lent credence to some of the ancient tales, and Sah-mat is relatively 
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common among the scholars of the city, though not the general populace. More is being learned about 
the Djinn all the time. 

Very recently, scholars have learned the names of the ancient languages of the Dao and the Marid 
through the archives in the library with the Diamond City: Dushara, the language of the Dao, and 
Yerudav, the language of the Marid. Very little is known about these languages yet. 

Finally, there are three languages that only a few people have even heard of. These include Kaldu, άstone 
song,έ ƻǊ άthe language of the Great BelowΣέ ǿƘƛŎƘ ƛǎ spoken by the cavern dwarves, a lineage heretofore 
unknown but recently re-discovered in caves deep underneath the Hinterlands. Additionally, scraps of 
truly ancient artifacts have occasionally been found with a written language referred to as Mandaean; 
this is an extinct language of an unknown desert people that seems to predate even the original Diamond 
City. The third language is perhaps the oddest, in that it comes from the further place of all ς another 
plane. Cyrillian is the language spoken by the people (mostly vampires, werewolves, and human serfs) 
of the realm of Cyrillia, about which little is known outside of the AdventureǊΩǎ DǳƛƭŘΦ 

  


















































