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Setting Overview : Samazar and Kishar

Our game takes place in thieweled Citiesa collection of
loosely allied citystates located in a geographic region
resembling ancient Babylomhese citystates 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 Citieare drawn from sources such &ne
Thousand and One Night&aka the Arabian Nights), the
Mahabharatg or I T A "y (théKegit ¢gf Darkness),
characters from vastly different backgrounds find themselves
in the Jeweled Cities for all manner of reasons.

Until a few years agowhenseveralwars rockedthe region
andthe ertire known world, the Ruby City #fishar was pre
eminent among the Jeweled Cities, being tigest andnost
opulent. Since the Kishari Civil War and the Great War of
Flame, Kishar itself has been much less influentidern
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 Citys a sparkling,
opulent city that is incredibly ancient and at the
same time completely newIn ancient times, the
Diamond Citywas the first ofthe Jeweled Cities,
but according to legendt was destroyed over a
thousand yars ago in a great conflibetween the
Djinn and the Efreeti

The Adventure® Guild, along with various
scholars, made amazing discoveries of artifacts ir
the Great Waste, the vast desert south of ttigy
of Kishar and eventually discovered that the
Diamond City was not destroyed busimply
hidden by magical technology. In time, the'y
Adventurers Guild built a@utpostin the desert
allied with the gnollish tribebving there discovered and unraveled the secrets of the Hub, and revealed
the Diamond @y high in the sky a towering city magically floating above thadless sandshidden

for over 1000 years and now ready to receive inhabitants again

When thefloating city swelled with refugees from all parts of the world during the Great War of Flame,
it was inevitable that sontling new would emerge. Far too many were disillusioned by the Kiiliait
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democratic representationAfter the Great Vir 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 fro

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 e Diamond Assembly, eollection of electedCouncilors representing each
former nation inthe new population.Nonewnobility has been createth the city, per se, but differences

of wealth and education are clear, and rank within various otbeganizations persistdMany of the
residents of the city left their homelands with lgnwhat they could carryso povertyis a continuing
issue. @hers with marketable skilland the means to use theilmave 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 atlefite in the skieseturned totheir

places of origin after the wars endeSamaza® a  &i&edpHysical structure is reflected in the social

tiers of its young citizenS he technological marvels found in the Great Library have reinvigorated the

populace as artificers who create new and marvelous inventions. But many problems gndlites
remaing can this ancient city of wonders truly become the birthplace of a new way of life?

Kisharitself is placed along several important trade routes and

surrounded by ample natural resources. The Kishari people shi :

a particular vibrancy ahlust for life that has historically make '
the city a cultural center as well as an economic dfigharis i
ruled by the Ruby Sultan and the Great Council. The Sultanat: ‘ :
hereditary, although dynasties have ended due to lack ¢ g
children or revolution.ri a normal succession, the eldest chilc .~ - '
inherits, regardless of gendeMembers of manylineages and
backgrounds are represented on the Great Council, an advis(:_'

the city. Councilors wieldignificant personal power and are i
often behind the larger intrigues, although rarely are thesg@
traceable to them.

Various noble houses play prominent roles in the adfafrthe
city. Competin@rganizationgater to all facets of economic life, s
AyOf dzZRAY3 (KS aSNOKIyidiQa Ddzi o
even the rumored ¢ KA S@S & @ larDedzAntl Risdlicated
bureaucracy runs the dap-day affairs of Kishar, from areas as
small as a city block up to erdgiDistricts.

Palace soldiers, mercenary companies, and gagaysh control various parts of the city and its
surroundings¢ those Districts that are prosperous are much more heavily policed than the near
lawlessness of the podistricts south of the harbaiSince the end of the Kishari Civil War, the rebuilding

YIE3XO

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 teepors

opportunities. Because of this the mood can often be somber in modern Kishar, with an awareness of

what has been lost.



The Other Jeweled Cities

In addition toSamazar an&ishar, therere four other Jeweled Citieeach associated with@ecious
gem as well as its own name

A - UIN
/ Khaz'dar :
/4 (Emerald City) )

4

Wild Plains/
Western Grasslands

\ly
N ) i/ Great Waste /

Sea of Sands /
Golden Sea

Phasn @7 (?(i'nyt Qj}%{ﬂu

(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 ixelestine, and mangk | NQ @AY | NB T 2 dzgHhalazarys knownS OA ( &
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 toRityal Academy of

Kishar¢ and perhaps, some are beginnitg quietly suggest, the Academy of Innovation in Samazar

Many scholars that fled Kishar during the wars escaped to Shalazar, and while some returned afterwards,
manyremained permanently in their new home.

[OOC note: the Sapphire City is imagined to kamfluence from thelndian subcontinent (Indian,
Pakistani, and Bandadeshi,as well as Hindu and Kashmiri, etcultural noteg in costuming and
fashion, naming conventions, etc,.but imagine that the region was never colonizdd.




To the southwest of Kiigr 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 fenpinence! f ¥ Rl N &
sultans areausuallyfellblooded, althouglaetherites are also moreommon 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 hrough this city.When trade routes changed in recent yeats pass through Samazar
instead the Onyx City bexne more isolatedWhere Ulfdar had beenthe wealthiest of the Jeweled
Cities the tensions between them and both Kishar and Sambaegan to impat the region directlyThe

Onyx Citysecretly negotiatech nonaggression pact with the Nocturnal Empire that put them at odds

with the rest of the Jeweled Citie&fter four years the sultan whasignedthe agreementwasdeposed

by his daughteywhoascended to the throne an event known as the Day of the Towerkeeping with

Onyx tradition for sudden and dramatic action, her for&dked or otherwiseexpelled the Nocturnal

Empire from the citydropping many of theadministrabrsrunning the occupied citfrom the Tower of
Vulturesto fall to their deaths. The new sultan reestablished ties with the other Jeweled Cities, and the
Onyx City once morstands with them against the invaders

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

¢2 GKS SIFad 2F YA&AKI NI A& dvakdnd @RGONF & G KEK S YSIRLIEZRI 6 A £
is heavilyinvested in crafts and artisan skjlend 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 Embrdakahas historicalljlowedthrough thiscity, although the occupation of this neighbor

by the Nocturnal Empire has decreased thisK | T i@ Repubdtl toK | @S (G KS draimiih RQ& 0 S2

programsandmanyan apprenticedreams2 ¥ £ I YRAyYy 3 | LR&aAldA2y Ay YKII QRI
future career.¢ KA & RSAAIYyF A2y A& O02y(GSaiSR ohedakté&ds 5A Y2y
and nimbleskilledfingers ofY K I T (&hla&®ate alsknown for, shall we sayfiner pursuits.

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

LAAfRFNE GKS tSFNI / AdGeX.Itidkiawn ior@sidivisiéh o WArdskwitNI Ay {0 |
the largest ones being named after theasons. The Shikone Bastion is a fortress overlooking the Pearl

w2l RX FYR GKS OAdeéQa YIAY 3IFNNAREA2Yyd ¢KS aAR2NAEI )
known for its koi ponds. Located near the palace is Washida Acadetraditional schooldr scholars

and warriors alike¢ KS OAG&Qa wAOS | yR { I f ditensaidtd rivaltheAGold | & LINJ
Bazaar in Kishaburing the Kishari Civil Walsildarfell to the hands of theexpansionistic Nocturnal

Empire. Being the smallest did Jeweled Cities and the most distdrom major trade routes, it was

the easiest city for the Empire to také.¢ K S 9 aftedpit® @@querthe Ruby Citymmediately
afterwardsfailednotablyd ¢ KS O2yljdzZSNRNBE NBYl YSR Aihéirlangizig8 2 y 35 G ¢
and executed most of the nobility and many of the highking members of the guilds there. While
LAAERIFNI KA NBOSyidte 0SSy FTNBSR 2F (GKS 9YLANBQA
occupation and death fades. The Peaity 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 meaninguding such
respectable careers as flower arranging and kimono design. Can this home of beauty, haring be
broken and held captive for years, recover its former glory?

[OOC: players have established that the Pearl City has a certain degree of traditedaéra (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 8idthn

under sudden andhysteriouscircumstancesHisrecentlyreturnedsister, Taslima aibna Osman, accused

his heir, Salema aibna Sulaiman, of conspiring with thezarka 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 litileraclaim to the throne. The resulting

fighting divided the cityrito warring factionswith different Organizationschoosingsides. The fighting

eventually culminated in a sdaased siege and the destruction of significant parts of the city. During the

final battle, two unexpected arrivals changed the course of evé#®s.NE (10 2 G KS al KI Q@ANI y
adzZLILIR2 NI t NAyOSaal {FfSSYlI FyR OKIffSyaSRshipgatAYl Q2
from the Nocturnal Empire appeared and attackemth navies and the city, with secret agents of the

Empire springing up within the city itsélf 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 abouthe assassination gathered by the Adventurers Guild, provided a reason

F2NJ {FfSSYlF FYyR ¢FLatAYl (2 aSitd FAARS GKSANI RATTSN
assisted the newly reunited city in routing the Nocturnal Empire forces. Anvidsispread destruction,

Princessa Saleema aibna Sulaiman ascended to the Sultanate under her new ruling name, Eismana, and
FLILRAYGSR ¢FatAYlF FAOYlF havYly GKS KSIR 2F (KS { dzf |

The Kishari Civil War, while n@fewyears in the pastleft an inddible 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 reontruct the bazaar, the city built a memorial plaza in its pla8aaller changes

include the destruction of various parts of the Do&kstrict, including the Adventur& Guild Hall that

once stood there. Other effects are less tangible but no les3reali K S  w dzéetningnde @rdofga  LINS
the Jeweled Cities and its wealth and international prestige have all diminiSbledlars permanently

fled to other cities most notably Samazér ¢ KS b2 OGdzNy I f 9YLIANBQa Fadl O
refugees from he 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 mourndtie death of Sultan Sulaimanews 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 onlyuthgiggly 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 to

By the time the Flame Lord stru@mbraWl 1 I Q& OI LJA ithe fAdvéniirery GuWdoshvé tkel
pattern and knew what was coming for the.benevolent Efreet, known as the Prince of Swomukst,
with members of the Guild and explained the situatiove®©a millennium ago, the Djinn and Efreet
waged a great and terrible war over the Diamond City, and while the city was sav®jinn that
survivedit were imprisoned in magical bottles by the Efried@theother people living in the areaere
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destroyedor enslaved as welFor centuries, theéefreet went about theirsecretbusinessdeep in the
desert until the Diamond City wamce morerevealed. Thwarted through a series of tricks by the Prince
of Swords,a powerful Efreet known athe Flame Lord wasying to find the people responsible for
revealing the Diamond Citiaventually 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, S6 G yQa aA3IKG &2t RAS NEEHeettaynRR lorg) @nGug NG luré the Fladd R o0 | O
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 @#gif 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 ofr Kilgthinto the
welcoming arms of the Diamond City, which scholars eventually revealed to be called Sdimiazzew
and-ancient city also saw Kishari refugees and opportunists arrive and, in the wake of thallag
begun to thrive. The Desert Outgbbelow the city, largely destroyed during the war, has been rebuilt
with taller walls in the years since, and the wavhile the trauma of a lifetime for many Samazari citizens
¢ 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 Embdaka. In reply to this offensive, all six Jeweled Cities have allied
together with the nations of anDwapeh and Prinya (or rather, part of Prittydprm The Daylight
Alliance. The Alliance works with the Kaewani resistance, known as the Army of Ftowkvgart the
Nocturnal EmpireThre Iron Hundred of the Corsair Islands (mostly orcish pirates) and the Dessonoran
/I 2y FTSRSNI O& Qa | A NA Kthasudiversal Helig@rentgakigivinat théyikadd G Sa v |
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Power in Everyday Life

The people who inhabthis worldvary 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 accesgptavers, 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
acrossa city without running into significant opposition. This might come in the form of gangs of thugs,
mercenaries or cityguards People who start too much trouble often wind up deadr 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 easbgrmidited 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 differenthose 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 thosaiiks 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 naig setsmall
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 tsaslibrarieg. 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
acommodating. 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 betweeperson of Rankand a healthy commoner with weapons,

barring the presence of numerous witnesses, will bespmed 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 certaiistricts). The city guards respond faster to areas where individuals of

Rank live and are better trained and armed when they doAnyone 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 mosi@es of these offenses would be treason against

the Sultan, in Kishar, or the Diamond Assembly, in Samazar. Anyone who obtains gudftodason

Oty 32 (2 GKS LISNE2YyQa hNBFYATIFIGA2Y O6AF GKS& 41
Organization(if they want to cause the most trouble) summonthe Palace Guard in Kishar or the

Samazar Sentriéa the Diamond Cit¢ [ F NESf &> wlyl YSIya o6SAy3 |ofS
than a commoner could without repercussions. A temple priest, marghar 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 Assembiyg the semielected 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 leaderof & 1 @ Q&4 WAY { KA X
othersareelected from the groups within the city, such as the
representative of the Northreach population.

I AaAYLX S OKIFNISNI fFea 2dzi GKS 5Al Y
election requirements, and legal functionBhe Assembly passes lawegulates trade, oversees

large organizations within the city, and holds the power of the purse. Taxation of thencytize

fairly minimal, though there are always those who will complain nonetheless.

Themembership of theAssemblyconsists of PenglD2 = (G KS OAG&@Qa NIyl1Ay3d YSYo
Rashad aWabi, the head of the Adventurers Guild; Emberclaw, the leader of the Lightning Stones

gnoll tribe, the only tribe to permanently resideithin and near the city; Orcus and Q K asNJA
representativef the celestines, who claim some hereditary lineage from the origBelkstialof

the ancient Diamond City; and an elected representative from each of the regional refugee
populations, including/argaret de Leon, cleric of Gloriel from the HinterlanBsmbo Kamarusk

elf shaman and&ommunity leader fromEmbraJaka Mina Aadland, a tactician and former Senior

Sentry of Northreach and Allegria de Rossi, Daseran artificer and docent at the Academy of

Innovation

The Samazar Sentries

Early on, thddbiamond 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 dthe { dzf G yQa aAIK(GIZ wvaded / A (@&
mercenary guilds, the latter of which is excluded from the city

except for the Adventuré® Guild. The Sentries wear blue tabards

with the simplegold shield symbolic of their ordemd of their

directive to protect the citizens of the Diamond City with their

lives.In conjunction with the Jin Shi, with whom they shBxistrict

offices known as kaban, the sentries keep order in the city and
assistitizens with dayto-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 bpidahsond

Assembly, is a hill dwarf woman named Beathra Honorstone, who originally hails from the Hinterlands.

I F@AYy3 | FENIFYRSNI Ay OKIFNHBHS 2F (GKS OAdeQa aSOdzNJ
nervous at first, but they come to understen 4 KS OK2AO0S 2y 0S G(KS& 3INRgG |
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 Iravation is a new organization, made up of
scholars fromi KS wdzoeé / AGeQa wz2elf ! OF RSY
well as the diverse citizens of tizdamond @y itself. In contrast

to the Royal Academy, admission to the Academy of Innovation
is proudly based on mirand ability, rather than wealth or rank,
and students often receive scholarships to cover their living
expenses whilén attendance Given the value and rarity of
knowledge of artificing, and that this is the only institution in

the world which teachei ¢ admission to the Academy is very
competitive. Primary schools across the Jeweled Cities, and even
beyond, are now seeking to prepare students for this fievd of
study.

The Academy is led by Jaya Sato, an air aetherite and formerdrigmg schalr of the Daihonsha.

Sato oversees the Academy with logical andddirsomewhat unforgiving leadership, and the faculty
iKS& KI @S ONRdAZAKG 2y NBTFf SOG U B®newhat gobtiodersiallg, 2 T
one of the lower faculty, damnt Allegria di Rossi, also sits on the Diamond Assembly.

[antN
A
(s}

The Crafter & Guild

This organization is a relative newcomer that was founded in the
Diamond City in response to shortages of crafting supplies
material components in the years following the dual wakhile

the formation of this guild was initially opposed by the

a SNOK I y (ithe Zondeplzaf inRegalitarian organization of
many types of crafters and makers, not mesdlers of goods
wasvery popular and won widespread suppofhe 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. However (G KS DdzAf RQa Ay Tt dzZSyO0S NBYI
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 guildsistead of being headed by a siaghdividual, decisions are

made by a council composed of 5 Circle Lead@ng of these Leader¥amaChakraji, a higitaste

human originally from Kishar, was among the citizens of the Diamond City who advocated most

publicly and loudly for the formatioaf the Guild andoshe2 F1 Sy aSNIWS&a a4 (GKS DdzAf F
It is also said that a taciturn hill dwasomant N2 Y Y KI T QR Mmdiditara@$Hougd YS 2 F
Stonecirclep A St R&a | 3INBFG RSIFE 27F | dzA S{ibutshéiFrorezSsyedd | Y2y 3
public.
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Institutions and Organizations in Kishar

The Sultanate

SULAIMAR ThE

BE E

SeeeNd

The Great Council

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

After the unexpected death of her father, Sulaiman the Second, his
daughter becamehe current SultanEismana whose name is
dzadzl f & F2tft26SR SAGK adkenisiKS
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 reginaned lion, passant, wearing a purple sash.dRoy
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.

Of all the institutions in Kishar, théreat 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, lbram 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
Councilorscommonly wear white robes to formal gatherings, with
golden sashed he current First Councilor, Samiyah Zhashalrka, of

the powerful alzharka family, is said to be a great beauty whose

elegant features exemplify the best blood of high caste humans h&h 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 reérred to as the Ruby Court), only a few wield
sufficient power to affect the dajo-day life of the common
people. Noble houses are largely family urgjta person is born

into one but might marry into another to seal an alliance. A few
rare houses are agive, 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 ofelves, feytouched, and the occasional desirable low caste human who are found as
consorts and spouses.

House alzharka, a high caste human house, are likely the most powerful house in the city. Certainly,
they are one of the oldest houses. While illegalday house to keep a guard large enough to challenge
the PalaceGuard, 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 thRalaceGuard, if not the city militia, andumors
Fo2dzyR GKIFIGd GKA&a aKSFGIKSR a¢2NR KlFa Y2NB (2 R2
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 wiasrahouse until the
previous century, in which a single ruthless and energetic leader managed to be elected First Councilor,

YR (GKS K2dzaSQa F2NlidzySa It G§SNBR 2@0SNYyAIKiId ¢KS

house, and they keep one dfi¢ smallest guards, although senior members of their household receive
training in QiGong, 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 thbdZd, a mountain dwarf house that accepts some hill dwarves into its
lower ranks. An old and highly traditional family, the Klgiatake a much longer view on politics than
many other houses and have remained in their current position for hundreds of ,ye&ite 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. Kdobeolors 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 Housed 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, Kislhoasts 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 weito children are
commonly sent there to be educated inalanners of scholarship.
Graduation from this academy guarantees a highking 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 robgthe 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 G Might and the Palace Guard

Best equipped and trained of the large military forceshiea Ruby

city, the Palace Guard protects much more than just the Badshabhi

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 naxel

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

JdzZk NR GKS {dzZf GFyQad f Afaseasywdl. 20Se K

Thelargegd OF £ S YAf AGFNEB dzy RSNJ G§KS {dzf G}
G2 a GKS {dzZ GFyQa aA3adKid C2NDBARRS
against the citizens of Kishar (or brought in any large numbers
GAOUKAY (GKS OAGeQa ¢ ff aonatonsKS | N @&
6ra ¢Sttt a 20KSNI WSgStSR /AGASa0 GKFG YAAKENRa LI
AGa FToAfAGeE (2 LINRPFAGLIof& SyadaNB (KS Talimaabn2 F 02VYY
Osman, aunt to the Sultaand a fanous naval admiral

The City Militia

The Gty 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 raaukd-file of the Gty Militia

are drawn fran alllineages and economic levels. Since ability is a valid
way to rise to the top of this Organization, it is used as a recruiting
L22f o0& 020K GKS {dZf G4l yQa aAaA3dakKid | yR

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 wé&comes mercenaries, as the constant squabbles between noble houses and other factions

LINE RdzOS | RSYIFIYR F2NJ SELISYRIotS &2t RASNAE® {2YS 02)
Guild, and a few are large enough to be hired for true military engagésn 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.

Mercenay compaies may number as small asdwlozen members, or as many as several hundred, but
they all have one thing in commantheir 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.

b2ilofé&s YSNDSYENE O2YLIyASa FNB FoaSyd FTNBY {FYF]
below.

Shared Institutions and Organizations

Merchant & Guild

A formalized coalition of the major craftsmen in the Jeweled Cities,

thea SNOKI yiQa DdzA tKRhai liis hér hét theyO il A @S
have their main Guild Hall, overlooking the Gold Bazaar, most

opulent of all theRubyOA (1 & QlAA RILIBIYN] SGad ¢KS aSs
Guild levies a quarterly fee from all of its members, and in retur

provides services such as appraisal, caravan guards, and storage for

goods. Norguild merchants exist, but they are not permitted to

establish shops in the Gold Bazaar Metal Works, nostalls in

the Silver Bazaamor Spice Bazaaandthey generallyface some

hardship and occasional intimidation.

Noble houses exclusively take commissions from Master craftsmen

thatare GUIOS NI A FASR® ! ff YSNOKIydGa K2
approval display this affiliation prominently and gperiodically

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 symbolKofa or Thul, the Guild itself uses the emblem of a

ONRBYT S 2NJ O2LIISNI OdzLJz Ay | OO0O2NRIYyOS gAGK GKSANI Y
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 Shire Daihonsh&eadquarters in
Kisharis an enormous thresvinged building that harbors the
largest cokkction 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 servic
Commoners are not allowed in the Daihondi@adquartersas 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, specitally in and around the Great Libradny 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 enteravgioper escort. Certain parts of the
Great Library are furtheRestricted even to members of the Daihonsha, without permission of the High
Curator¢ someone whom, for whatever reason, no one ever seems to see around or even be able to
describe in detailater.

T he Jin Shi

TheJeweled Cities are eaclivided into quarterg; or tiers, in the

case of the Diamond City and these are in turn divided into
Districts. The head administrator of the Jin Shi in eBittrictis
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,
andcan 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 dayo-day affairs of the cityln Samazar, they
report to the Diamond Assembly. In Kishahile 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.hese 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 molitiywed 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 themagical 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. Asch, 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 0Guild

While not a recognized Guild, most people believeréht 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 disaapance of
these people lends some credence to the rumors.

Should such an Organization exist, it would most likely keep tabs
2y (K2aS 4K2 LINBaAaSyGagSR GFrfSyda F2N
property.

The Hidden Court

2 KAf S GKS ¢ KA S gaficuldrdrked oRexpértisa, K (i
much of what transpires in the lessan-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 structerof 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 aloreinstead, these ruthless enforcers
have a strict code of achiement that requires repeated
demonstrations of effectiveness. As the name suggests, certain
things are anathema to the members of the Hidden Court, and
F2NBY2ald FY2y3a GKSasS Aa oNAy3IAy3I i
notice of more upstanding authoritee 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 pleasaflistricts are just as likely to belong to any number of criminal groups who
extort the local population. Too irregulas 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 hinegmaries

prune them back, but any lives lost in such engagements are easily replaced, and they are notoriously
hard to fully uproot. In the poordbistricts, membership in a powerful local gang is one of the few means

of advancement, and some are hongdtlenevolent, 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 G Guild
T — ¢KS ! ROSY (i dzZNENRA D danith i first bbcatoA G S NE |
AC[VGI‘)[U]‘O]‘ SGU]Id being foundedtwo decadesago. Formed in the wake of the

g RAaazfdziazy 2F (KS {SNLISyld Ddz NRZ
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\ and their business model of taking a greatmher of jobs too small
. for a traditional mercenary company seems to be bearing ftnit.
Kishar, 8y aA2ya o0SigSSy (GKS | ROSy i dzZNBN
mercenary companies, which accuse it of poaching their jobs,
occasionally spill over into brawlinig. theDiamond City, however,
the Adventure® Guild has won exclusive rights.

¢ KS | RSy i dz\sBviRIGhapdbblsés, e&ch Beaded by a Chaptermaster. Serving under

them is d least oneQuartermaster, who is often assisted by Scribes. The Guild asla istheaded by

Rashad A | 6 AX (GKS DdzAf RYF&AGSNXP ! yRSNI wt akKFRQa t SI RSNA
small group of former mercenaries that contracted out odd jobs to a major force for change in the.region

The Guildmastenow also holds &eat on the Diamond Assembly.

Because ordinary people are not supposed to bear weapons insitle déwelectitess G KS ! R@Sy (i dzNF
Guild takes care of securing special permission for its members to do spefithisis commonly known

Fa +Fy a!'RISHVAINSND> yR tf t/a& FNBE O2yaiARSNBR G2
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 andiwglstaffs within city walls.

22



A Guide to the Diamond City

Legend

1- The Room of Five Doors

2 - The Blue Rose

3 - Fields

4 - Adventurer’s Guild Garden Plots
5 - The Lady’s Grove

6 - House Syldithas - N'Vea

7- Tunnel/Entrance to Defender’s Station
8 - The Beehive

9 - Memorial Square

10 - New You

11- Temple to the Twelve Gods

12 - Temple to the Twins

13 - Public Baths

14 - The Adventurer’s Guild

15 - Diamond City Times Office

16 - Lin’s Study Coffee and Books
17 - Airship Plaza

18 - Welcome Plaza

19 - Architect’s Forge

Airship

W@ Airship towers

The Diamond
City

Elimugr. Roflithss™ M ire,

Samazar, the Diamond City, is a glistening mixture of ancient and new. Most sifub&ires of the

city are ancientbut 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 texisting 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 smal, elevators that ascends from the ground beneath the city, or hitch a ride on a regularly
schedule airship transport. Largad filigreed in bronze in the same style as the city, batgke
airships routindy move cargo and passengers to and from thg tit 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 texthgy 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 plumbimigich areconnectedvia underground
tunnels. The magiech that makes this possible is still shrouded in mystery, as the utuherels are
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somewhatdangerousand have only been partially exploreBlven the Adventur€r a  Dakziof flly
exploredthese underground systems.

Early on, the leadership of the DiamondyQieclared that the city would hold no standing offensive

army; only a defensive service known as the Samazar Sentries would serve to protect tihamatkar

major declaration, given the diverse population of the city, was to accept the Jeweled Gitiesay

as standard; lunari are the main currency for trade, although foreign coin is also more common than
elsewhere. Finallyit was decidedhat no one who dies in the Diamond City will be there interred,;

instead, the deadvould be either cremated or bied in the Lost Valleyar fromthe city.In practice,
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generally conducted elsewhere in the Great Waste.

Samazar is physically divided into three tiers kextw which individuals may travel freely but which

reflect different needs within the citg 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 Tieris hom
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meets and the Great Library can be found, is home to only a few, particularBngreent citizens.
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The Tier s

Low Tier

The Academy  of Innovation

The Academyof Innovation is perhaps the single most sought building in Samabar largest

building in the Low Tier, th&cademyoverlooks Victory Square and has its own airship dock tower.

In these walls, studentg admitted through on ahighlycompetitive, meritbased process;
OKIttSy3asS (GKSyaStoSa G2 €SNy GKS 0SadsougitkS OA G2 QA
after artificing skill. While they partner with the Dansha to utilize the Great Library, the

Academy keeps imwn copies of many important tomes and documents, copied carefully by hand

in the last few yearsStudents have access to esteemed instructors and an excellent library, and

the Academy while still very young boasts that in itdew years it has alreadyatched theRuby

I A (Rdyalzdcademin qualityg 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 thinfernos he caused in cities across the world. This large,-apdorum

allows for public gatherirgiand tributes, and a gilt building in the center of the square includes a
memorial to everyone who was lost in the w&tatues of those who died with pgérular bravery

stand evenly spacedroundthe Squarelt 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 defeth@ir 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.




The Adventurer 6s Guild

Adventurers, being the first to visit the elusive Diamond City in centuries, laid claim to a choice
building as their local guild hall. Thghapterhouses conveniently located near the original
working elevator to and from the ground below as well as arhg airship dock tower. The
Adventurers often have cause to travel extensively and on short naaéhis location is key, but

the building has its quirks. Protected by@ne of Simplicity, combatnd use of powersdoors is
magically prohibited. Ouide, 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
guardedin the Vault

The Spice Bazaar

Thislarge,openair market includes numerous stalls, set up each morning and closed each night,

that sell all sorts ofsofté goodsc not just spices, but all food and other consumables, as well as

some other inexpensivdaily-use items like simple clothTo Kishari citizens, this seems like a

combination of the Copper and Silver Bazaars, yet many durable goods are not solgthere
aStlrfg2N]la A4 K2YS (2 LISNNISPi& BaraasiKkcarefidly oveysee o K| NR €
by the Jin Shi, who organize stalls and keep everything laid out in a tidy grid. Additionally, an airship

tower in the corner of thidistrictis where the freshest perishabledike fresh fish from Kishar

and Prinya; are brought in daily. Sentries pat the Bazaar regularly, so thieves and pickpockets

are not a frequent concern here.

The Metalworks District

Metal isindeedworked herecg there are forges and silversmitltsbut all sorts of durable goods

are sold in the Metalworks. Household goods, gpgéwelry, bookg most permanent shops in

the city are set up in thiBistrict and shoppers from all tiers visit daiBm airship tower in the

corner of thisDistrictbrings in raw materialg ore and ingots, thread and fiber, etgcand exports

finished goods. A single, very largaithyat the center of theDistrictis dedicated to Kora and has
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manned by constructs, which c@noduce wide swaths of fabric big emgh 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 crdftke the Spice Bazaar, the Jin Shi and

Sentries keep order here. ReceniiyK S a SNOKI yiQa DdzAf R KIFI&d 2LISYySR |
up the edge of thiPistricti 2 (1 K S  aDistid) thoughiit 8% not yet been declared safe for

passengers.

The Free District

The FreeDistrict¢ ¢the one place in the city,as the saying goeswhere nothing is ever free.
ThisDistrictis home to large public baths, theatres, restaurants, taverns, brothel and the soft
trade, and all other sorts of entertainmentvhile theDistrictincludes 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 obikeictand the City, close

to Victory Square and the Templ®istrict three elevators operate frequentl 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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of the line if they are in need of doing so.
The Temple 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 godith the notable exception of

the Twins. Even Sulith and Gorgath have shrines,ithough 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 hee, and she is considered the unofficial patron goddess of Samazar. Small shrines to
Laurela are popular in many homes and in public areas in @fstricts as well.

Also in this smalDistrict are a few shopg selling incense, flowers, milk, and othesnemon
offerings¢ 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 idensitire less likely to be noticed. While
worship of the Twins is legal in Samazar, there is dtikgagainst it some would call it an unfair
prejudice.This bias seems to be decreasinghi@ last year or two, in young people in particular.
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The Wandering Bazaar

The Wandering Bazaar is a strange, labyrinthDistrict 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.he area is full of strange, open buildings up to five
stories tall with wile, wooden pathways between thenT.hese bidges between buildings shade

the alleys below, and only thBistrictQ &ew residens seem to know their way around with
confidence.The wide, tall buildings are only used around the edges, because in the céptamto

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 dangerdususual, rare, and sometimes quite

expensive items can be found here, along with medicines, esdcldzE dzNE 3I22Ra 3z | Y R

servicesServants from higher tiers can often be found here, shopping for their masters, but wise
ones never travel unguardeBecause of the difficulty in mapping and understanding Eisgrict,

it is less patrolled byhie Sentries than the other Bazaabs.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 FireHome 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 resid@isiticd al y& 2F (GKS O
lower-ranking civil servants, guild members, and shop owners live here, whegngotemains

affordable despite the buildings being in excellent condition. A small square set a full story down

into the stone of theDistrict was discovered when the area was first explored, with a covered

platform at its center. This area was convertatb 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.
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the Sapphire City. Many of the people who live here hail from there originally and wear a small blue
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scholars and crafters who are lesdreaded and makgood mediators, and even the Jin Shi has been

known to bring them in when formal charges may not be appropriate.

The Wind -Home District

TheWind-HomeDistrictis hamed for the winds out of the west that buffet it most of the day. This
Districtis a workingclass 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
themselvesFor safety reasons, the edge of tRistrictis lined wth rope barriers; at least once

a day someone unaccusteed to the high winds ends up needing them. The reliable presence of
the strong winds in thiistricthas also led to the development of gliders (originally designed by
the Academy of Innovation) drthat in turn has led to racing leagues and gambling. Once a week
a sanctioned race can be found from the edge of Bistrictto Victory Square;, a challenging
course due to the many tall spires in between. Less official racing means pilots sosistaniere
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through hefty fines.

The Stone District I Or fAThe Falling District 0

The Stone District was, for the first few years of settlement, known commonly a$-ahang

Distrid. Originally namedor the exceptional stone facades on many of the buildings thtére

name fell out of common uskecause those samaecesstarted falling apart Not only facades

but also other large ipces of buildingsvould crumble nto the streetor collapse in sudden and

unexpected waysAcross the streets in the Fidome District and the Spice Bazaar, buildings

stayedin complete repair, butnysteriously, thisection of the cityalone seemed talecay.The

automatons that clean ahrepair the city ignoréthisDistrict and asi dzZOKX 2y f & GKS OAdeQ
residents and outcasts livieere, including a disproportionate number f#llblooded¢ so some

call this area the Fallen or the Fell Distriresidentsoriginally haihg from the Ruby City have

taken to jokingly callingthemewK 2 YS a0 KS b Sg { 2 NNEs#idarebegaradzd 3 A RSNAE
with suspicion, especially those who comeimy to get information without contributing.
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nine constructsof the ancient, Djinn-created Quintessence Forge, was malfunctioning duaal

beenusing the Engies of Fate to pull energy from this Districtfuel 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 resifiest being

pushed out by outside investors looking to capitalize on their good fortune.
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The Rim
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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 walleu would face a terrible drop off the
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since no legitimate shops or business want to set up in quite such an out of the way area. A popular
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Sentries and Jin Shi patrol less often and fewer people might happen by. This tassafia

criminality further stigmatizes those who live in the unusually long andomahouses in this
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find gliders and glideracing, 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 gard,whenceit

must drain to the undetunnels, though no one is entiregurew S 3+ NRf Saa 2F (GKS OAde@
mysteries, the park is a pleasant place to visit, with lawns, flowers, shrubs, even trees and small

At REATSY a ¢Sttt a FINILFdzZfte FNNIy3aASR adz2ySasz |
tables for familiesto ghK SNIX ¢ KS LI NJ A& LINRK laddFesidentsdiS R o6& (K
patrolled regularly by the Sentries astbaned by the Jin SHt times, public events are held in

the Park, such as summer evening concerts and the like, but large public gvienisily 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 ruldhe Diamond Assembly
commandeered this otherwisempty 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, @sratating selections from current artisemdcarefully
G§SYRSR KA&aid2NROI fpastSmé&lOdhéertsamBeld herekirSthe Ovintérén@ &and
when the summer heat becomes oppressive. Admission is free to the public during daytime hours,
and Sentries patrol the museunwhile 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 andé-la 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
highrranking citizens.fe 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 experiamhts,
even some routine alchemical or magical work can be quite unfortunate to ingerhoung
scholars of the path of Magic ofteaake formal classesfere. here isno quarter given to anyone
who interferes with the exchange of magical knowledge intruders are promptly ejected

The Merchant  6s District

The Merchan® Guild, which undetsod a new city as a golden opportunity, naturally claimed an
elegant building for their local guild hall, and many merchants also reside neathis large,
crescentshapedDistrict The Guild hosts a small bank based out of their main hall. Moneylenders
can also be found in thiistrict and their services exchanging foreign coin are called upon daily
Some farlanders mightgrumble aboutunfairness in exchange rates, but only guikettified
moneylenders are legally allowed to operate in the city, and crooks are dealt with by the Jin Shi
without mercy.

Senior Merchant NemoBashir formerly of the Ruby City, is well respectedrbgny across the
city. Her righthand man,Merchant AnJin 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 eaadyninistration and

logistics being their forte. They are responsible for everything from recé&eeping to

peacekeeping, issuing permits to issuing judgements on crimes. The breadttKk& WAY { KA Qa
responsibility is strange to some farlanders, who expect more separation of duties. Others expect
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dedication to fairness, logic, and diplomacy lzr@ath of fresh air.

ThecurrentSuzerairgf S RSNJ 2 T (icHsPend Pdb gadigh cigfe yiumarnkvoman 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 offioewn to be ne
nonsense, efficient, and dedicated to her ethic of fairness and justice, she isegmdicted by
citizens around the city.

In addition to their headquarters, the Jin Shi have small stations, callgzhke,in eachDistrict

They share thispacewith 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 thdin 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 holt#iniljties 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 Thel@agsty did not appear

to have a pson 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 Qentries

barracks until trial, those who are especially dangerousuled guilty of crimes find themselves

in the Cage. This muitoried building as yet has few logrm residents; most crimes to date
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The Kind  District
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residences, private andemi-private baths fine restaurants, and salons where private concerts

and entertainment are heldAn airship tower in the north part of the District is where many

higherclass residents and visitors take small passenger ships to and from the city. The Kind District
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designs.

The Green District

Early efforts by members of the Temple, community leaders, and several Adventurers led to the
F2NXEFGA2Yy 2F 2y S 2 Bistrictk BverOwithite Qpiing Yfahe OasisHppedryid R
in the desert below the city, it was quickly apparently that trefugees needed a source of food
(and income) as soon as possible. Since most ofttisisict 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, espaity from the Temple, aided refugees in starting up small
community farms and gardens here. Quite a few residents now devote theiiniglwork to
growing crops in thi®istrictand selling them in the Spice Bazaar. Some have done quite well for
themseles growing delicacies and spices from around the warlchuch beloved in this
cosmopolitan city. Each year thgistrictimproves; more space is converted from open lot to
growing fields and new efficiencies are found. There are even young orchards ahteadyng

here, and the GreeBDistrictis often enjoyed as a sort of park, kept secure and safe by the efforts
2F GKS {SYidNARSa YR WAY {KAI ¢gK2 020K The GNRE (2
airship tower in this district directly suppsragricultural effortsFinally, a breathtaking hanging
garden tumbles down the side of tl&reen District wall above th8toneDistrict.

High Tier

The Great Library

TheJewel of theDiamond @y ¢ the Great Library towers, glistening, overlooking the entire city.

The beautiful, lofty spire is full of tomes, scrolls, maps, and records, all ancient, andavéme
Dahonsha has not been able to fully catalogue it all. In early days of settlement, the Library was
not well giarded, 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 Dabnsha 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 mairgd its pristine condition until it was
openedat the conclusion of the Great War of Flanzd 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 slents at the Academy of Innovation are often put to work with
transcription, though cataloging is reserved for experienced Librarians.

The Daihonsha headquarters offices are locatgithin side rooms off the main library hall, and

the Senior Librarian liweon site. The building is guarded by an ample contingent of Sentries. Only
ranking members of the Daihonsha or the Academy are allowesdipervisedwithin the Great
Library,althoughall citizensare allowed inpublic sections, where there is constant suyision

No materials may be removed from the Library at any tife@: some documentsppies may be
made, and so talented calligraphers who can accurately transcribe original materials are often in
demand. Particularly with artificing diagrams, inaccyr@t transcription can be deadt 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 librarg, someone or something that dates back to the days of the Djfome
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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,raitmseating for three

great leaders Afine table and chairs, rather thathe thrones, now sit on a raised dais at the far

end of the main hallSeats are available for petitioners, so no one needs to stand waiting or kneel
deferentially to the Assembly, though many do anyway#.of the main hallthere are offices,
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Assembly membersas well as their Arbiterghocse to live elsewhere in the city for the dag-

day life, but each has their owquarters and office within the Hall as welllerks, Ritari, andin

Shi recorekeepers 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 intglzet®work

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, higbociety 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 small, unassuming building in the High Tier that is generally left alone. Within resides

The Operator, a construct from the original days of thg wiho maintains and operatebe flow
of magical power from the Desert Shrindie Operator monitors the tyi for threats and keeps
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the systems running smoothl$hould 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, isdeft to his somewhat mysterious dutigss he first known
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the source of unique and important information key to helping the city.

The Quiet District
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private gardens. Any new construction here has been completed in a way théenids 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 underneattstintace The workings of

the city hum along, maintained by automatons. Until recently, it was very dangerous to visit here;
similarautomatons here were unusually aggressive and woulalcktainy 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 thato onehas seen elsewherén 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, asnifdgyc. 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 rivepreviously known to only a few Adventurers and

scholars, now flows freely across the desert past Senabi to the seagasdf 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 thisjldlife that fled tre[ | R@ Q4 C2NX a0 RdzNAyYy 3 (K
Nocturnal Empire forces found a new home in thecatied Desert Forest.

In the last year or twpit has quietly become common knowledge that some sort of great power
resides in this forest and taig too freely from the forest will not bode well féry” SaRgevity.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, saheewildlife
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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 thg,dbut 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 Adven®i@uild as they explored ruins in the

desert, lies below the city and atop thave where the Earth Shrirean be foundThe anDwapeh

N} RS NRBIFIR LI daSa GKNRBAAK GKS hdzilLlaiQa 622RSY
War of Flame. Within the walls lie barracks for the Guild, multiple inns and a hostel, warehouses,

and a éw 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 mostisagmt of these belongs to the Lightning
Stones gnoll tribe, whose matriarch, Emberclaits on the Diamond Assemblyhe Lightning
Stones are the first known gnoll tribe to settle in a permanent location in this way. Their housing
remains simple and madfrom natural materials, easy to break down and return to the earth if
needed. Settlers in other groups have erected somewhat more permaoneking homesThe
residents of the varied settlements including the gnolls, unusually 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 providenore food each year, which is fortunate since the city
continues to grow.

The Shrines

9x elemental shrines ring thenderground 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, Wathr, Lie,

and Death, are dangerous and therefore-liffiits 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 neviéuleattended.

The Lost Valley

In the desert lies a particularly interesting valley. Full of-hatied tombs and catacombs,&H_ost

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 safelhe famed Royal Scholankhares 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 nam@éd)enturers helped in
exploration, butmanysecresremained in the area.

During a lull in the exploration, followers of Sulftrst moved into thevalley. Dark necromancers
arrivedand 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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Flame Lord and his arnayrived, the necromancers seem to have fled, and thmains of their

undead army fought the Efreeti andene destroyed. The Lost Valley lay once again open to
explorationand scholarship

As itwas believe to mostly consist okEmpty tombs the newly-formed Diamond Assembly
decided thatit would serve as place to bury those who had died in the final battles of the Great
War of FlamesMany were cremated and their ashes scattered to the desert winds errad in
urns, but some cultures called for a burial in eattfitially this arrangement seemed as though it
would work, withSentriespatrolling the valley to make sure that the area remedsafe

Soon thereafterthe Lost Valley was once more overrioy a large force of necromancers serving

Sulith, although no one saw them enter the area from any adjoining road or track. They were soon

discoveed to have passed throughstable portal between worlds in the centertbg valley.The

portal in the Lost ®lley wasconnected to a new land known as Cyrillia, with an unusual language

YR I a20ASG& R2YAYIFIGSR o0& @I YLANBA YR 6SNBg2f 0
during the war, had discovered a new world ripe for conquest. Exploration ofribbsual land by

the other peoples of the Jeweled CitiwsuldNB I dzZA N O2y i SYRAYy 3 6AGK GKS =+
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 intDistricii @ ¢ KS A&aflyR OGKIFIG K2dzaSa YAakKlFNDRa LI
the three openair Bazaars (shown in tan below) are thdyoparts of the city excluded from this

division.

Old Quarter

Emerald Road GEEEED

Official | Common District s Notable Buildings
Name Name

¢ KS { 2 NNZ distkict, / 2
TannenDistricE.  a S NIXDistricy’| 5201 a3 ¢SYLIXE S 27
DocksDistrict, StoneDistric  { I Guild Hall, House Khazad

District

HeartDistrict Ml (i N Dbistdatk { Daihonsha, Hall of the Great Council,
Kishari Bank, Badshahi Palace

South Oold HighDistrict, RiceDistric  { OK Tyrian Arena, House-Zharka, Old
Quarter | Quarter District MasqueDistricE ! NJi [ Grove, Temple of Avahlei, Lotus Coul
District Royal Academy
TempleDistrict PublicDistrict Bone | Temples of: Kora, Maenir, Auran, Thu
District MoonlightDistrict Low Lyla, Gloriel, Nivone, The Brothers,

District ¢ KS | 2 Ny § Public Baths, Public Park, Graveyard
House Tang, Zhaghi Arena
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North Quarter
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North Quarter, ofterd I NOIF aGA Ol f f & NBFSNNBR (2 a GKS wwz2aSsS v
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 dwially 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
aSNOKFIyiQa 5201az o0dAfR (2 INXO&Jest @&RheN&al Bi&sS | NB S 2
I F2NIAFASR aLI OS F2NJ GKS YAAKINR bl geQa SEOf dza A ¢
fleets that keep Kishar fed dock at the Fishing Docks. The smallest and oldest of the dock complexes

are the Old Docks remnant of times far past when these smaller piers could provide for the whole
OrAteQa ySSRad ¢KSasS RlIeéa GKS& IINB fFNBSt& NBAaSNIDS
having a reserved berth on a favored pier is a status symbol.

The Sorro ws

hyS 2F YAARStrNERAA AR ZREMR KSNBZ G GKS 6Sa0SNYyY2al
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 shadiige houses fond 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




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 onwre, and theDistricts around it, being

2yS AGNRYy3 G6AYR | gle& FNRY o60SAy3 GKS NBOALMASyLa 2
Any large scale, unpleasant trade is likely to operate here.

Cooper 6s District

Named for the largescale producbtn of the barrels and crates that drive shipping, fistricthas

Ffaz2 0S02YS K2YS (2 GKS fFNBSal o1 NBK2dzaSa TFT2NJ &
Docks, loading and unloading vast cargoes is fastest from these warehouses. Due to tlitgequant

of these goods, it is somewhat inevitable that some of them go missing, and speculation has often

LX F OSR (KS ¢KASPSEAQ DdzAf R aK2dzZ R adzOK | o0dzAf RAY
found here.

Merchant  6s District

ThisDistrictis hometoA 1 a y I YSal 1S (GKS aSNOKIyGdQa DdzAf R | 2dz
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 currencieshaf Krhe

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, goddes$uck. One of the smallefistricts, 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 thi®istrictRF 6§ Sa (2 (KS 0 6s8 asyayidval BadidgPpowsri & K N &
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. Saildr F NB 4SSy KSNB Ay 3INBIG ydzYoSNBRXZ |fGK2
Districtif 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 nhame, as the respectable dwarven population living here refuses to accept

anything less than stone for their homes, shops, and nbbleses. Most prominent of these last is

House Khazad, a massive walled keep that marks the seat of dwarven power in the city. Those
t221Ay3 F2N FFYSR Rgl NSy ONIXFlavYlIyakiALl FNB |a f
District
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Sailor 6s Distric t

Almost exclusively comprised of the lowest of gambling houses, taverns, inns, and flophouses, this
Districtis the refuge of the poorest or most frugal among sailors and other elements of society who
draw little pay. While the militia patrols thBistrict, 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 orfearflilyp. G KS { dzf G F y Q& vdzr NOSNE A& ||
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

GKS OAleQa 2t RSado

Gate of Brothers

Lord’s Gate

Badshahi
Palace

_éihonsha

Gold
Bazaar

Sapphire Road Sun Gate

Heart  District

Found at the center of the city, the Hedtstrictcontains the Hall of the Great Council, the seat of

GKS y20AtAG2Qa O2ff SOGAGS LI évibdétbDalhofishh iRlkefelar 2y (0 2
ANBIG o6dAf RAY3a O2yilAyAy3d GKS OraGeQa SEShSyairogs
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K2dzaAy3a (GKS @Fad F2NldzySa 2F GKS NAOK |yR AYyTFf
Unsurprisingly, the security in thBistrictin impressie, 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 thdistrict while anyone caught with unlawful items faces imprisonment.

t 7
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M atriarch 6s Distric t

¢KS @Fald Yl 22 NRDigrictid givervovel s thdNBdyal Grdurid® éavbich 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 tovie2 LJ& OF'y 06S a4SSy 2@SNJ GKS
many miles out. Many intermediate noble houses have their seats ibtkigct, generally awarded

AY NBGdzZNYy F2NJ FIF @2NBR R2yS G2 (GKS {dAf G4lyQa ftAySo
heaviyF 2 NI A FASR [ 2NRQ& DI ( Reentlyf the S@tdaIehamédimsstrich & NJ NBf
0KS al (DiKidtcNI2REYSE NI & O Bisricte A y0 NB 2 yWNONIORF KSNJ FANE G0 2 NJ
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 clasg promising scholars and artists, and

the finest of craftsmen.

Sun Gate
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Gold

Bazuarl
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High District

The most central part of the South Quarter is Hijstrict home to the most powerful noble house

in Kishar, House -@harka. While many of their individual members ksemaller, personal homes,

the Lotus Court also keeps their Council House here, adjoining the largest area of forest remaining
in Kisharg the Old Grove. Sacred to Avahlei, her temple is also found here. For Kishari with enough
funds to afford the admissiorthe Tyrian Arena hosts 4ononthly chariot races, with the noble
houses adjoining it making colorful displays on their balconies and hosting elaboratgafties

in which the charioteers, all of noble blood by law, are feted as heroes. In additioa titymilitia,

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,Rétgctis home to what
passes for middle class in Kisltathose who avn small business, clerks and scribes for nobility,
moderately welheeled traders, and other such people who lack the titles, purchased or otherwise,
that would provide them with admittance to upper circles. The majority of@isrictis 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 waglatrolled as HiglDistrict, violent crime is rare, and those thefts

that occur are generally burglaries. An increasing amafi homes are found covered in wrought

iron window-cages, forcing enterprising thieves to get more
ONBIiAGS® ¢KS FTANRG ! ROSYdz

Scholar  6s District

ThisDistrictis home to the Royal Academy, where the sons an¢
daughters of nobility and the most prosperous of the merchant
class mingle in an atmosphere of learning. The Royal Acaden
grounds themselves are walled off in much the same manne
as the Royal Grounds, aadtrong militia presence makes sure
no unauthorized persons enter to perform mischief. The rest
of the Districtis generally given over to inexpensive but well
mannered taverns and subdued housing for the students ang*
instructors living here. :

Masque  Dist rict

/] SYGSNI 2F (KS OAiGéeQa ObitictdzNl f SELINBaairzyazr GKS a
boasts hundreds of small theaters, concert halls, and art galleriesDiBticiQa  y I YS 02YSa T NE
the longstanding tradition that Kishari performers, whether poets, musicians, danaeastors,

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 mdia@ private performances. A persistent rumor

LX  OSa 2yS 2NJ aSOSNYt 2F GKS {dzZ G yQa OKAf RNBY
changing with the amount of drink found in the rumormonger. Muggings and other robberies are

known to occur to prons who drink too heavily or stay out too late without proper bodyguards.

Artisan  6s District

¢ KS | Nlstkiciid the Adime for shops, forges, halls, and laboratories for craftsmen, alchemists,

and magical practitioners of all types, and the mostidate wares are produced here. Almost all

of the shopkeepers belong to the Merch&tGuild, and a number of magical guilds locate
GKSYaSt @dSa KSNB a 6Sttd ¢KS AyFEdzSYyadAlf | AGNRTE 2
Districtis wellpatrolledby the CityMilitia, 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 Siistrict they often

maintain facilities here as well.
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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
O2YYz2yfteée OFfftSRXY 02l aita (ekds, manyoRitspublié fachities, theK S OA G & ¢
seats of numerous minor noble houses, the heart of the tawdry trades in flesh, and one of the most
dangerous areas intheciyil KS | 2 Ny S Qa bSaido

Temple  District

Towards the center of Kishar lies the Templstict, so named for th® major temples here. This
Districtis 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 Bifgrid is a wide square in which
representatives from all faiths, domestic and foreign, gather to hold discussion with themselves
and passerbySulith and Gorgathbeing illegal to worship openly, do not have publicly known
temples, nor do their followers conggate openly in the square. The rest of fdistrictconsists of
housing for priests and smaller temples to foreign gods.

Public  District
ThisDistrictis commonly used as a meeting place for strangers, as it is widely considered to be the
most neutral graind 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
YAYR AT (KSe& OK22aS G423 I f (K2 dz3«thrasKing&howtiiéS SR2 Y Q |
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crowd choose talisagree. 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 iging located inside the Silver Bazaar, the Z8an
Arena is considered part of thidistrict

Low District

ThisDistricthouses the vast majority dhe nobility in Kishag 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 buildidgs insi

a wall. Speculation abounds as to why the house does not relocate tdifgict, but most credit

GKAa RSOAaA2Y G2 | RSAANB G2 NBYIFIAYy 0Oft2aS G42 GKS
Private house guards, while smaller by a large masmyi@ still common here, but the proximity to

0KS {2NNBga YR (GKSDistEtNY S NBSHSF2 NY I KSF (@K XK S &S
Guildhall was previousliocated here but it closed after the Kishari Civil War.

Bone District

Being comprise6 Yy G ANBf & 2F (KS ODisir&t® avhe® Ml KBS sadeRalorsi KS . 2y
traditionally find their eternal rest. A series of shelves and caverns carved into a large hill, the strata

KSNB FfA3dy @gAGK | LISNA 2 Y Q@stelabardtelimdaisolelinys reSide®tS® Y S| y A
the hill, like a city in miniature. The temple fodzK f @s{fdbijdkere, and its priests are the

majority of the caretakers as well. The city militia keeps a small guard to discourage grave robbing,

and those caughnithe act are subject to harsh punishments.

Moonlight District

Located in an unlikely spot, between the Bdbistrictt Y R 0 KS | 2Ny SiQa bSadz Aa
of Kishari night life. While the Lotusistrict entertains with plays, music, and paintingbe
MoonlightDistrictOl G SN& G2 Y2NB AYYSRAIGS L SIFadaNBaod Ly I R
gambling houses and opium dens, by a special arrangement, the Modnlgghittis the only place

in Kishar to find legal brothels. Prostitutioncisrtainly rampant elsewhere, and streetwalkers and

tavern girls fill the otheDistricts, but fulton, 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 Bistrict 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. Ciligiacan 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 6s Nest

While those who dwell in the Sorrows, exposed to the sea on one side and the T@igeigQ a

fumes on the other, do so largely because they are too poor to live elsewhere, those who live in the

I 2Ny SiQa bSaid asSSy G2 ol dituationISHBAslthe oneldeRis Ay G K.
the city where the city militia are never found, and any sense of law or order comes atamiffe

club-point, courtesy of the many flourishing gangs that effectively rule this area. By unspoken
agreement, theiractivity is kept within theDistricQa o6 2 dzy RF NASaz | yR (KS YAf AL
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to inflict swift justice upon gang members caught committing crimes elsewhere. Assignment to the

OAGAf aSNBAOS F2NJ GKS | 2Ny S QassildeSdaniands givefas NBSt & |
punishment to those who make serious errors in the civil service. Travelers foolish enough to be

lured into lodging here are often never seagain, and all manner of stories about the debased and

violent nature of the Hornets (those native born to tBéstrict) 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 int 3
Districs, there are four parts of the city not covered by this®
arrangement. Three of these are the massive Bezaopen air &
markets with a wide collection of stalls and tents vending mosi
anything a traveler might need. Most opulent of these is the Gol
Bazaar, found in the dead center of the city at the heart of all fo
major roads. Where thesmadsmeet, a grad fountain flows at
GKS {dAZ GFyQa 2NRSNER® ¢KS 4I N
which are sold to those who come from foreign lands to marvel &
Kishari wonders. Sermpermanent buildings can be found here for
the most prosperous shops. Next down iretbrder is the Silver
Market, which surrounds the Zh&®hi Arena where the Onyx Road
YySSia GKS OAGeQa az2dzikgSadSN

prices found for nativesihe last was theCopper Bazaar, where the
cheapest goodweresold by the least reputable vendowstter 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 KishataC

The first riots broke out heras well ashe worst of the fighting between the two warring factions.

Most structures in the immediate vicinity were leveleg cannonballsand over the months of

fighting, dozens of people died he®ince thewlllDa Sy RX GKS OAG& KIF & NBOdzA €
in honor of those who died in the war, the open area has bemwmnsecratechs Memorial Plaza.

Statues honor especially heroic figures and a plinth lists the namabvdfio perished.

The Jackal

The othe part of Kishar not under th®istrict system is the island in the center of the harbor,

1y26y +ta GKS WHOlFfod ¢KAAa AaflyR Aa K2YS (G2 (KS
overlooks steep cliffs on three sides. Access is provided lnygée 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 taskswvaiting them, and seldom seek to return. The prison itself has the

oFbylrf 2FFAOAIE YyIYS 2F WYAAKINR tNARA2Y QI YR W¢K!
well.
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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. KishNJ A a | L322 NI OA (i atmvelery SRilors, i Qa O2 Y
YR YSNOKFIyGa FTNRY Fff 20SNJ 0KS ¢g2NI R odzi GKAA R
by KS f20Flftad az2ad 2F (GKS WSgStSR / AlGA SationalNE LINA F
matters, and they tend to view those from other countries with a little disdain. The common term for
Fye2yS y2i FTNRY GKS WSgStSR /AGASaAa Aa aFl NI YR RS NE :
fly3adzZ 3Sa | NB 27F0SyNIflIdyYRASRK €52 BXKAKOKNI al- 50 Sat G KS | @S|
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 abouiténe

world, hold fewer prejudices, and perhaps even hail from a distanttlechselves

[OOC:EOK yIF A2y Qa RSaONA LI A -2ofld (and & fintzssénde faingus 2 N I G A 2
fictional) Odzf G dzZNB&a GKI G YI & KSft L) & 2 deadieficRoSanatian; batRll § KS 2 @
of the fictional cultures in this setting also incorporate fantastical elements and inspiratidn.
nation, nationality, or ethnicity in this setting is meant to equate to, symbolize, or parody any-eal
world one, andany attempts to do so arestrongly discouraged.

Y
S

anDwapeh

anDwapeh sits to theouth ofthe Jeweled Citiescross the Wastes. Located in a valley and north of the

.S NRKFA LytryR {SIZT GKA&A ylFGA2Yy O2dzZ R mddY2did 085
from educated warriors and martial sorcerers. Education is held in the highest estelbmwved by

matrtial ability. Every child, even the poorest of the poor, is educated in scholastics addfeake. Only

the upper classes, however, are allowecdijthe elite of the warrioischolars, the Lance of Truth. The

nation is rich in food productignthe climate perfect for dates and olives, cattle and boars, red

spicdruits, and deeprooted tubers.¢ KS O2dzy i e Qa Yl Ay SE L2 NledarmioNB F NHzA
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 mercifuldadggueensthe latest

line being comprornised of Feytouched. The current king is isiKul dWenparah the Golden Antelope, and

his eldestthe prince who stands to inherits isiNkul anZulah the Red Crane. This generation has seen

no Queen. Royal and uppelass marriages are foretold by augurs wead the Web of Fate. If a perfect

match is not found, the individual never marries, although this does not necessarily mean they are
childless¢ KS LINAYOS Aa (y2éy (2 KI PSS hasdekeyt@énpub@igAt RZ 0
revealed, althoufy rumors of a dalliance in the Jeweled Cities remain.

¢KS NRelfdGe YR y20AfAde NB SaLISOALfte ({yz2s6y F2N
to the strict mandates on marriage, children less than 16 years of age are considerechtoeperty

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 Clawstimers 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. Childrenl¢exetasschildren) who show
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inclinations towards droving are raised up witketr 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 pradtite several generatins

passing without major military conflicta formalgame has been created to showcase the skill of
anDwapeian riders, and citizens come out to wafch K 2 @3 | yié greatlnynthérsRiders with

ebony mallets move leather balls stuffed with horsehairgowA St R G KNR dzZAK GKS 2 LJIJ2&A
LR2AYyGas 6AGK 020K GSFYya O2YLSidAy3a (G2 oS TFANRBRG G2
informally in pastures using sticks, but official teams complete in arenas with defined boundaries.

With the castruction of the Desert Outpost, the appearance of the Diamond City, and in the wake of
the NB 3 Anurg, @riDwapeh has invested in a new trade road that runs from their capital city, through
the Outpost,andto the small city of Senabi. This rodidectly connects anDwapeh to the regf@rirade

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 naggression pact with them), anDwapeh joined the four other free

Jeweled Cities and Prinya (or at least, part gfsee kelow) to form the Daylight Alliance. The Alliance
2124848 (GKS FLaoraadaQ 3anNnBaargsSs SELlyarazyrad aid
has a new sultan who has/erturnedthe nonraggression pacwith the Empire the Alliance is much

stronger¢ but anDwapeh must also endure an alliance with a trade competitor.

[OOC note: The cultural overtones of anDwapeblude Ethiopian and Kenyan, so
costuming/fashion, props, and naming conventions should reflect tikisel free to include inspiration
from fiction as well¢ one example is Wakanda, minus modern technology and vibranium.]
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Dessanora

The Dessanoran Confederacy, commonly referred to simpQeasanorais a loose confederation of
city-states spread across a wide archipelago, far eatefieweled 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 evefjineageinhabit the islands, living in their preferred clime, and assalte
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, mdktige ofAuran and Lylaare 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 swordble 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 db4aro, is called Relaria. The city was built by the Rays of Auran
sometime in the last several centuries. This powerful group of tegie human andsunelf worshippers,

with much sway in the government, planned the layout of the city to resemble thesdrits 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 populatin is not as concentrated in the capital as many other natgoDdessanora

has a wide array of wefiopulated cities.

Most of the economy relies upon trade between these separated populations. Fine wines and cheeses
come from the southern islands, whereettworship 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 fromithtakes

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 shipsften carry small armed contgents that specialize in ship-ship warfare. Many of

the merchant guilds provide their own bodyguards, but mercenaries are common as well.

In the lastfew years, Dessanoran artificers have appeared, building small, light, and agile airships.
Initially, how they got their hands on these plam@s unknowng dzi G KS | RSy (i dzZNBE N A
uncovered a secret trade blueprintsbetween the former Councilor from Embdaka. To create wealth

to be used for the improvement of his impoverished nation, Counéitmlil Abebestole 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 purskd theseput their airshipshavealready changd the political

climate in the regionln 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 lauinchredne

of their fastattack ships.

Dessanoran merchants and ambassadors can now make new deals and arrangements more quickly than
their competitors, thougtrsignificanttransport of goods remains slovdditionally, while at first it was

denied as fancifl rumor, it is now widely acknowledged that the official government looks the other
way while Dessanoran airship pirates harass larger cargo aikshipsnavalships and caravansusing

their maneuverability and speed to strike at highlue targetsSome suspect Dessanoran spies in the
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Diamond City arstill present,seeking to steal and monopolize secrets of the ancitortghe leaders of
the Confederacyother call this divisive nonsense

Early in the current war between the Nocturnal Empire and@iaglight 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. Currentlyhe Dessanoran Confederacy and its airships are acknowledged as
belligerents byboth sides, ands such, usually only strike when they are sure of a quick victory. While
the Dessanorans ships are small and have shorter ranges than Alliandealdnghips, they have been
sighted increasingly far from their home islands, suggestirigeeincreases 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 #astasy and
fiction inspiration might includeStardust or perhap3he Three Musketeers with a bit of a steampunk
twist, seeing as there are now airships!]
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Embra -Jaka

EmbraWl { I KFa LISNKFLA FFENBR (KS g2NRARG 2F Fff ylFdA2y:
Kimbasha, was leveled by the Flame Lord, and many citizens fled in the ensuing chaos. While the people
therein are recovering, the government haséalapart,and trade is minimal. The nation of Emhlaka,

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 ofittk 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 composead efexchanging
coalition of tribes. Until the Great War of Flame |ledthe central city of Kimbasha, all tribes paid at

least nominal respect to the Gre&ulerof EmbraJaka. After his death, succession remained unclear
and contentious, and no singledder @ame forward to reunite the tribes.

Unfortunately, during this vacuum the Nocturnal Empssgept in, taking advantage of the dispersed

f SFRSNEKALIQA ¢S] LRaAGAZ2Y D [/ FLIWdzNAYy3a aSOSNIf aAirila
few cases, simply executing them), the Empire has all but conquered Elakaand currently considers

AG G2 06S LI NI 2F AlG & DNBNhét S8 Enipite Qléandziagaint front Bidbra LIS NAX § &
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bureaucracy that would enable communication and reckegping 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 EmMJA NS Q& KdzyINE 6 NJ YIF OKAYySod { SOSNIf I NHS F
laden with supplies, presumably heading towards the interior of the jungle, but as they have not
returned, their objectives remain unclear.

Culturally, vhile the usual gosl are worshipped here, many tribes of Emideka revere dergods and

spirits of the landas well. Naiads, Nagas, Crocuttas (sentient dog beasts) and even some rare plants are
consideredsacred,and offerings may be left for thengince tle landscape isinder-developed and full

of deadly challenges, Embdaka tends to spawn animists and masters of arms more than most other
regions.Travel between settlements without armed escort is unheard\aitive guides are easy to find,

in part because those who travia the jungle are happy to accept payment from those too inept to find
their own way. Trust and honesty can be less forthcoming, although Edatans insist that their
reputation for survival of the fittest is an ovexaggeratn of local beliefs abouthe Wheel of Life.

EmbraJakans can be isolationist asilongly dislikehose who would alter their way of lif&ven before

the arrival of invaders from over the Silver Seeerg tribe hal its own horror story of the filthy cities

and dry climates beyal the jungle canopyThe Great Waste is viewed with particular horror for the
general lack of plant lifeWould-be explorers from other nationsften venture irto the EmbraJakan
wilderness, but fewer leavalive Siccumbing to the dangers of the terrais common, but enough
return with unbelievable tales and rare materiats 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 EmbraJaka are soughtfer in other parts of the world. Trade is unpredictable and ever changing;
woven materials, paper, and foegbods go in and feathers, beads, strange mediciaed the skins of
monstrous shakes come out... but not alwagsscheduledAmong the lessommaly 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 ldagt city in the ocean, rad some invite

explorers along, but as they acarnivorousthey are not seen as a particularly trustworthy source of
information.¢ KS ! RASYy (1 dzZNENDa DdzAf R A& &lF AR oeérythigirS (2 KI
these waters, along with a greagmple 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 Emhlaka are indigenous South American, particularly

Brazilian, so costuming/fashiomrops, and naming conventions should reflect this. Fantasy and

FTAOGAR2Y AYALANI GA2Y YA SiKAithuAG6rah DiaiRed theanoviél Filogy2 a & 2 2 NI
GhoaARALY [|AYeRe de Boa@dR¢ 0 &
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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 fdke Fey Courts. While the Fey are seefriaksters

who are natural part of the worléh other countries, in the Hinterlands they have come to represent
everything wrong with thescarred remnants of their landscapi¢ is unknown what happened in the

area to draw down the wrath of these beings, but in their wake a evibeant 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 childrelivo easier lives usually smuggle them
overseas to be raised by relatives elsewhere.

The history of theHinterlands is tied into the Tendran Empire, often referred to in ancient Oranti texts

a WiKS v By 2 HAINIKOS (1R @2 Sakacted thameiksp in Bdih& Mgt tower

of its fabled cities. At its height, the Tendran Empmiogeredthe whole of the Arephian continent and

many colonies on other continents as well, and its language, Grand SOl YS (G KS f I y3dz 38§
scholas.¢ £ S& RA&FANBS Ay GKS RSOGIFIAf&az o0dzi OSNIIFAYy O2
many hundreds of years ago, or perhaps as muchmaglennium a great wasting disease known as the

Red Shakes swept through the prosperous Empire, crusisipgpulation and devastating the systems

of government and agriculture.

As many as 8ut of every4 peopledied, and the pestilence resisted all attempts at containment or

treatment. Some connection is suspected between the disease and the powerfwhieesmerged from

GKS gAfR flFyRa Ay (GKS O2yliAySyidQa AYyOdSNA2NI G2 02\
known if the Fey themselves concocted the sickness or if they merely exploitedhies of wild beasts

and enthralled mortals devastitR G KS NBYyYy Il yia 2F GKS 9 YsdanmeBada T YSH
though mortals would be driven entirely out. Legends say timly disagreement between the Fey Lords

prevented total subjugation othe land, although they are less clear about the neguof the
disagreement¢ KSANJ I N¥AS&a (dzNYySR F3FAyad SFEOK 20KSNE RAA
locals still insist it is certain death to travel.

Regardless of what happened so long ago, the reality of the situation in modern time&igstamajor

cities survive the disease, separated widely down the western coastlingo of these, Ardan and
BelgliafellLINS & G2 GKS Cf I e GreaNRaaGi Fladn8Vile theldays df the/proud

lightning bolts that once graced thg LJA N&hGe#sare but distant storiesthe symbols of the cities of

Moetica and Oquintatill fly from their city wallsSymbols of the moreecently fallercities of Ardan and

Belglia areaddedat timesin memory of more recent losses, although there aitso efforts to rebuild

from the broken wreckage left behidl ¢ N} RS Aad YdzOK RAYAYAAKSR FTNRBY
capital of Neplia Magnha saw a constant flow of tribute barges, and these days few from foreign lands

even remember thexistence othe9 YLIA NBE ® ¢ KS NBIA 2y Qa yitheSurviyilgg NBFE S
citiesare coastalandthe locals say that the salt air repulses the Fey.

TheNE 3 A 2 ykéivn egpBriiigia 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 washethd cheeses. The most famous ligudtom 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 loAgst Empire, but now few survive to maintain the elaborate frescos and
tile mosaics mmbling among the ruins of this former shining beacon of civilizafitie. 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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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 the Hinterlandsare those ofwestern Europeparticularly
England, Ireland, Scotland, and Germasy, costuming/fashion, props, and naming conventions
should reflect thislt 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 thiewaundred years passed.
Fantasy and fiction inspiration might includaditional Euro-centric high fantasy, minus the great

kingdomsand merchant familie; just a bit postapocalyptic]
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Maha'vira

¢KS 20KSNJ adzNBAGAY3I ylIGA2y 2y GKS | NPind&iyvbyya 091 aid S
combination of dwarveshumans and dhampirs  a | KI Q@A NI K| & of yhe plagile Mt A O dzf | NJ
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of the population lives at a higher altitude than those who hail from other nations, so perhaps some
combination of these factors sed to isolate the nation during this ruinous periddfhile they were

once a province of the Tendran Empire, they wisely joined willingly, and thus preserved their own

culture.

al KF Q@ANI A& | O2dzyiNE 6AGK I YdzOKnatoasN@hedayfld. F A SR LIz
Rather than an alliance or confederation of gityli I 1 S& > al KI Q@A NI aXhdusabdizi SR 0 &
Faces, a combination of the noble houses and bureaucratic systems found in nations suchimstiie

of the Jeweled Cities. Th€ourt exists to serve the will of the Twin Child Goddesses, the daughters of

GKS O02dzy iNEQA F2dzy RSNE ¢K2aS ylIYS Aa ySOSNI 4L Sy
the dynasty, his daughters are said to have remained eternally young acer and their ruleinderpins

GKS O2dzyiNEQa RS@20GA2y (2 GNIXYRAGA2YS dzyAdesz | yR LI

This history led naturally to the neubiquitousworship of the Twins, deities that some say are evil, but

GKS al KFQ@ANIya aleé | NB (S NDkty.fABthisviing dayfsRis ofkhé 2 2 R 2 d
Twins is considered a requirement of residency and citizenship in the nation, and the only traders that

are allowed to enter the natia® borders must be devotees of the Twins as well. A single border port is

the soleavenue of access for thegho travel to the nation in search of goods to tradl¢ith the advent

2F FANARKALA YR GKS NARA]l G2 (GKS O2dzy iNBEQa &aSOdzNR
already formidable mountain forts with arcane wallsfofce that block entrance to the country by air.

The Wall of Peace, as this is calleds resulted in several highly publicized crashes by small vessels
FOGSYLIWIAYy3 G2 ayvydza3atsS O2yiNIolyR Ayid2 GKS O2dzyiNE
thSANJ O2dzy (NBE QA LIRaAAGAZ2Y GKIFG 2dziaARSNAE Ydzad | LILIX &
if those will ill intend come to harm attempting to stray from the law.
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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 mauains themselves, and the artisanship of the terraces of these cities is

said to be one of the prettiest sights in the worlsifew picture books exist that depict them, although

none of these are more recent tha hundred years ago.

In addition to the lonorable Dawnguard, the country hosts DOsRanner, 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 impnson, these individuals

2FGSy OK22asS G2 aSNWS Ay 5dza1Qa .l YyySNE 6AGK GKS ¢
of the harmony they took from their nation in committing their crimes. Dusk's Banner is charged with

guarding the remotest outpds, overlooking frozen valleys and barren tundra, both of which are in great
supply.¢ 2 O2YLX SGS 2ySQa ftAFS Ay aSNWBAOS 27F adzOK | 32
Wheel of Life.

¢KS adzRRSyYy | LIISIFNFyOS 27 th&ihal battlkdf QeXKishari CivilWBNse | y R

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 Nocilr f 9 YLIANB S GKS YAfAGFNEB NI
borders, and it is not currentiyonsidered a party to the war.

Even before their brief involvement in the Kishari Civil War, there had been little commerce between

al KI QAN} YR i(nfa§e 8ARBM®NI ¢8I R FENBELRNI A& FTNRY al K
dishes, carved wooden gds, and enameled jewelry in elaborate forms, and these have been rare in

the marketsforawhilep al K+ Q@A NI y 32 2 R preciousdid seeh Witk soin&l&igpigiarNBE R I &
byt aS &1 SLIWAOFE 2F .GKS O2dzyiNBEQa f Sl RSNAKALIJ

[OOC note: The cultural overtoseofa | K | CageXibkkan so costuming/fashion, props, and
naming conventions should reflect thi€ I y G &8 | yR FAOQOUGA2Y AYALANIGAZY
[ SF3dzS 2F ! a4l aaAyaT GKS y2@0St a[2aid |1 2NRIT2y&EéT 2N
O 2 Y Aréh&FiStstories]
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The Nocturnal Empire (Kaewan)

The Nocturnal Empire ishkeyyper-patriotic expansionistianilitaristic state. Formerly known as Kaewan,
an island nation covered ilight jungle and comprised almost entirely of dragonkin, pcdit change
came to the natiorless than a decadago. Purist dragonkin, followers of tllemigoddragon Noctus,
G221 20SNJ 0KS yI A2y Qa mnagqubkaMdtécisitexoup NY¥e s | yR
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Kaewani societyrad beeninwardly focusedand selfsustainng, only inthe last centuryopening up to
outside trade and seafaring ventures. This by no way implies, however, thatctiiire is primitive.

Their complexand nuancedspoken language and a highly advanced mathematics sygtgely
memorized by eaclgeneration as there is little papecame from the counties devotion to learning
Things such as geometrproofs and building plans are scratched onto clay tablets that are often
destroyed after use to protect family secrets. White sand, collected ftorbeacles is fired into glass

forms that are tinted with plant dyes. There is a traditional shape for each god or goddess, with vessels
in! dzNJ yQa &aKIL)S aSNBAy3a a O2ydl Ay SNENoW hMetinkS 2Af
of the Nocturnal Epire, worshipof the deities is banned. Under threat of violence, the people now
practiceaform of ancestorworship centered around Nxus, a fulblooded dragon who died centuries

ago, only tesupposedlyeappearless thara decadeago.

¢ KS 9 Y LIoN@yRessionsstatébeveralyears ago with a dramatic attack on Isildar, the Pearl City.
{dzOOS&a&a¥Fdz f & NRdzZiAy3d (GKS OAadGeQa | addérmbprgsRon$e SOdzi Ay
city for five yearspushng outward to encompass severanallertowns as well.At the height of this

expansion, they controlled the small town of Senabi between Kishar and Sameé&®.Sy it 8 2 G KS 9 Y|
forces have been driven from Isildar after the raggression treaty with the Onyx City was negated by

the rise of the new sultan thereTo the east of the Jeweled Citidbe Empirealso captured the

weakened nation of Embrdaka That nation, still in shambles after the Great War of Flame, had yet to

be reunified under a single leadeso the imperial forces ik advantage of the dispersed power

structure.

Opposing the Empire is the Daylight Alliance, composed of the Jeweled &@itirgapeh, and the Sky
Decade of Prinya (see below for more detads)well aghe resistance within the Empire itself, known
asthe Army of Flowers. The Army of Flowers is largely comprised of Kaewani aitizermppose the
current fascist regimerThis is ot a standing military force, but insteadgaiiet, underground resistance
that deals in subterfuge, sabotage, smugglimiglligence, anccounterpropaganda effortsThe Army
is composed omanyindividual cells, each with local members known only to each other by floral code
names. While certain leadersmight be widely known, their true identities are not Kiku (the
Chrysanthemum) ibelieved to bethe highestranking member of the Army, and travdiequently to
carry news between the allies of the Alliance. Another sdketiwn and respected resistance fightand
healerwasknown ad (i KS & ¢ QNI Pseddaniin® aNtianusualon account of having been an
outsider who decided to join the caus@ecent repotsuggest h@ave his life in the battle to free Isildar,
andhis memoryis spoken of with respeemong young, freg¢hinkingKaewani.

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 prowighrotection 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-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 deleg#asks, such as patrolling, overseeing local trade,

keeping the villages clean, making accounts of food goods, craftng €@ & 2 F G(KS NBXIA 2y Qa
fermented, or made from dried vegetables. Most foods are served cubed or sliced, then tosauegs

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. Becausé d &8ry { Ay Qa LINRPGSOGA GBS &c
AaflyRQA KAIK GSYLISNI G§dzNBaz Ot 2idKAy3 Aa asSSy |y |
breathable, is highly sought after for the layered, elaborate costumes worn on special occasions.

[OOC noteThe cultural overtones of The Nocturnal Empire/Kaewan are Korean, with accompanying

divides between North and South Kore@gspectively so costuming/fashion, props, and naming
conventions should reflect this. Fantasy and fiction inspiration might incltigke novels of Ellen Qh
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Northreach

Far north of the Western Continent, across the vast ocean, lies Northreach. Local folkloreatays th
Northreach was once the domain of ttancient 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 I various sorts of evergreen trees. Independent
villages, scattered through this forest, arsuallyruled byinterrelatedclans.

The mainlineages of Northreach are lowaste humangsorcs,and waterborn.Cther folk tough enough

to survive the enviroment 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 rednelkmammoths 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 mofrithe.people of Northreach put as much
value on cunning asey 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 thdarlof Northreach, $ the only major port, and it has onlyeen partly

rebuilt since the Great War of Flame. The far, Celenius Stormguardave control of portions of the

land to the largest clan in each regiany’ |y SF¥F2NI (2 K2fR 2FF (KS O2dzy
the problem, this exacerbated it, and Ceiles was murdered shortly afterwards. His son, Valdos
Stormguard, somehow survived thaurning of the cityand maintains control over Wuldkest and

f SFRSNEKALI 2F ¢gKIF G f A militdryS HisN&rYahdAngudral @il@ hasbride8/hatO 2 dzy (i NEB
redeemedhis clan, and the Stormguard clan is nomce agairrespected. Whenevea gatheringof the

Clan Lords is held, it is held in Wuldkest in the ford@a LJ £ | OST gKAOK gl & 0dzAf i
Thesecouncils are called infrequently due to the difficii @ 2 F GNI @St Ay 3 Ay b2 NI KNJ
challenge of providing sufficient resources fioe 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 witlaid 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 blighttire area around\orthreach.Raides that havebecome adept at
sailingand maintain small fleetare calledW & S| @l in&k& téading with Northreach even more
challenging.On occasion, they also turn out to defend coastal settlements against Corsairs, allowing
them to maintain their taditional 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 hiwamemered 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 reasonsTher presence in rare enough that the appearance of one such vihited animist

in the Ruby City of Kishar almost a decade ago is still talked about Terqaractice of runecrafting is

said to have originated on Kjoldan, spread to Northreach, and frarethreached 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 sdted clans (generallin and aroundWuldkest) export trade goods such as leather armors,
bear, wolf, and seal skins, carved whalebone crafts, raw copp®dt iron weapons. In addition,
Northreach produces a certain kind of rare mushroom that grows onbaires. These mushrooms,
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cunning enough to operate successful export businesses can demand high prices for these goods in the

markets of the southern continent$or they have escapksea 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 antifi inspiration
includes Skyrinand the graphic novel Vei by Sara Elfgrgn
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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. Tingt sight of Prinya has been known to cause even a
seasoned traveler to pause and gapeinya issimplylike no other place. Rather than a fixed city with

walls, Prinya is a mobile city: a loose collection comprised of hundreds of boats, ,m@Erdg®ortoon
K2dzaSad® Ll Y20S&a dz2J yR R2g¢gy (GKS . I gl NRKFA Lyf¢tl
GasSiatSYSydae GKFG aLIXAG 2FF F2NI I FSg Y2yiKa az
preferred places for docking are the brackish sea moiththe 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 oddhishmashof hiwani, dragonkin, low caste humarsd moon elf families. The most

common Paths ar€aith Steel, and Nature. Gloriel is held in high esteem here, as freedom is seen as a
foundational principle of the city y&@ &AKALI 0 SAy3 FTNBS (42 fSI@S i lye
have been refugees from other places aré traditionally urder the protections of Laurela.
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invaluable to the community for both of these pursuits. The fish they catch provide a major trade good,

kept live in wroughreed 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 oceageLfish 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 taglese every five years and is celebrated with a week

long festivalcalled the Choosintihat includes food, dancing, and a liquor made from the seaweed that
lines the river mouthThe people of Prinya accept outsiders as permanent residents if they bilung va

to the community or are known to be refugees from their former honMssvcomers are brought in and

given until theChoosingwhenever it falls, to prove themselves. Those who fail are supposedly given a
small boat and cast out of the city at the nexajor docking.

The unusual nature of Prinya, and its eebanging 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 raftdwellers too foolish tduild cities with walls. Fewave 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 takergage of the power vacuum to increase

their share of international tradeSome of the Free Folk, excited about the possibitigt airshipscould

offer, relocated to the Diamond Citp study, other feel that airships threaten theitraditional 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 Daitedly issued a

standing offer to recruit and pay artificer$hough a rumor was circulatedi K & a2YS 2F GKS y
G@2ft dzy G SSNE  lgd\nilimgiyA ArdgEihe Ractinesyti®yi have created are what could be

called the first antiairship weapons, which are mounted eaveral oi K S 5 So@isRB.Q &

Ly GKS fI &0 iagiRecondnighaivtll and thitwbdivei@gisions2 ¥ G KS yI A2y Qa

¢ one staying solely on the sea, one taking to the air for even greater freegdbave led to a deep

division. TheDecade itself has split in two. Some of the origmambers of theDecade, joined by other
progressYA Y RSR OF LJiFAyas KIFE@S aLX Ad 2FF FyYyR F2N¥YSR |y

61



of various sizes among its numbers. Former Jeweled Qitisisentssuch asCaptain Mariana Andaleh

a sun elf from Isildar, andvaterborn Captain Obeah Nganga, who was once a member of the

| RGSy i dzNJamInéluded dzihe Bky Decade. The Sea Decade, which prefers to simply be called
GG KS 580l se&sdtselfiak §icdBly lagitimate 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 Prinyapeople ¢ admittedly, not all of thenx; 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 Prinyelude theCaribbeanduring the Golden Age of piragy
blended with elements of southeast Asian cultures, mostly Viethamese (especially in cloffang)
costuming/fashion, props, and naming conventionanreflect this.It is inherently a very multcultural
and independeriminded place.The geography and climate of this region is reflective of southeast
Asia, e.g. Vietham, Thailand, Malaysia, and Indonedt@ntasy and fiction inspiration might include
Black Sailshe works of Zen Chaamong others Note that the actual, seriougirates ve elsewhereg
see the Corsair Islands
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nation is said to be a land of solid iaere few mortalscansurvive. Most of the inhabitants have a
direct connection to the element of water that provides them with some protection, sucivader
aetherites or dragonkin. Supposedly the touch of the Dynamae, the elemental force of creation, is felt
upon this landand 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 portsRecently, some members of theventuref Guildclaim to havemet and negotiated
with vampiresfrom this country but most people consider true vampires to be ravenous beasts who
cause destructionWhether 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 confederaistand&inhabited bypiratesand

exiles Most famously the home of théagan Temuyror Iron Hundredthese islands are scattered across
the Silver Sea. Certainly, tlircish 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 oubfh@mlands, so long as those
people provide useful skills and are willing to swear an oath of allegidicé ! NXCUrrBrtl€ader,

I £ I Qisdn largkriiown as the Red Lion for the tide of blood she leaves in battle.

Several of thaslands are larger®mugh to host villages or small towns, most of which arestosted
around safe harbors for oceagoing ships. Travelers who are not corsairs are welcome to put in at these
ports if they can find them, althoughe corsairs reserve the right to boashyshipsthat arenot flying

0KS | NI GrtiyQthey aré daidltdseize any books they fdiher 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 lessesea serpents, all of which may be used in battle from time to time.

Aside from potentially violent pirates, several othmssibilitiesmake the area inherently dangerous.

First, the weather near the islands is often unpredictable, with the seas tumildgnuch faster than

2FFT 20KSNJ) O2Fradao {SO2yRfeéx (GKS AaflyRa fniKkSyasSt g
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 shetlebeast that swims from place to place. These wandering islands are
described as great turtles or giantcrdbs/ R I NB Ol f f SR W{I N} G}y Qo

The Saratan are far from the only monster said to lurk in these waters. Great fish or sea serpents that
can swallowships whole O f f SR , &#& mnefitiohey 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 isfthanin€ This mamheaded beast

is said to swim in these waters and to breath noxious fume that produces rolling fog. Those who

wander into the fog become confused and sometimes fimehtselves sailing back in the direction they

OFYS TNRYD® ¢KS ¢lyyAySQa . NBFIGKX Fa GKS F23 Aa (y?2
some of the historical attempts to find and root out the free towns of the Corsairs.
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The sea in theraa 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 vehlodieath the waveshese might be
sightings of the merfolk who are common in the Silver Sea, or they might be the led¢addywho are

said to be to the deep ocean as tbBgnn are to the skies.

Crythia

Until recently thought to be nothing but rumosome say that the legendsf a great sunken island
civilization off the eastern coast of Embiakaare true andhat they have been there. While it is referred

to by many names, the most common is Crythia. Suggestions for the cause of its sinkingvioldadie
action, an angrydeity smiting the land, and seifnposed destruction by a death culfhe great
civilization supposedly included a glorious and opulent city with huge temples dedicated to Laurela.
Recent rumors in the Diamond City claim that theademy 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 a world accessible only by portal, as it exists on another plane! Cyrillia is a world that
operates on very different rules, where theds 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 powersg heretofore unknown in that world, to take over the ruling government. Meanwhile, the
common people; mostly humans, it would appearbarely survive, mere chattel to the vampires. The

| RGSY G dZNBENRa DdzA f R KI & Y| RSbutiEfplrationhadN®alyroaly jusy R I f f
0 S 3 dTyiexmain 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 heavilyguarded passage may not be the only way to reach this distant land.
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Commonly known Regional Languages

Each region ithe 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 adsumeespeaking the Jeweled

¢2y3dzS dzyf Saa GKSe& YI1S GKS KFEyR 3Sa0dz2NE F2NJ) G2 K¢
either hand. You must make the gesture visibly enough so that all nearby players can see it. Following

this gesture, state wieh language you are using. Tone usually translates across language, whether or

not someone can understand you. The available regional languages are:

Dutsvolk¢ the common language of the Hinterlands

Emberg the language of Embrdaka

Envalisianng, the language of the Dessanoran Confederation

I QI gitliellanguage of anDwapeh

The Jeweled Tongugethe language of the Jeweled Cities and the international trading
language

Kaewani the language of Kaewéhe Nocturnal Empire

al QKIgtNgtyr y 3 dzl IS iredahd intrm§ buQ @O = F2NJ 42YS NBlF az2yo
Norvanc the common language of Northreach and Kjoldan

Papiahne; the common language of Corsairs

Prinyang the language of Prinya

Ancient and Rare Languages

In addition to the modern regional languages, there are alseeralancient languages of interest to
scholars.

Heavily theorized to be the root language of msbwnregionallanguagesQrantiis a dead language
believed to have no more native speakeks.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 uptfr@®ilver

Sea. Some linguists separate Oranti into Ancient, Middle, and High dialects, but the differences are said
to be subtle.

Afrayenis the language of the Efreeti, a demtiike lineageof which little is definitively known. Dealing

with Efreeti is aid 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 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 isSahmat, the language given by scholars to an equally andieaageof beings kown as

the Djinn. Very little is known about Djinn, save thia¢y 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 soofighe ancient tales, and Sahat is relatively
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common among the scholars of the city, though not the general populace. More is being learned about
the Dijinn all the time.

Very recently, scholars have learn#te names of theancient language of the Daocand the Marid
through the archives in the library with the Diamond Cibushara the language of the Daand
Yeruday the language of the Marid/ery little is known about these languages yet.

Finally there arethreelanguageshat only a few people have even heard of. These incKaldu ¢stone

songé challanguage of the Great Belanwé ¢ Kpokei by thd cavern dwarvesjrmeage heretofore
unknown but recently rediscoveed in caves deep underneath the Hinterlandgiditionally, scraps of

truly ancient artifacts have occasionally been found with a written language referredNtandaean

this is an extinct language of an unknown desert people that seems to predate even the original Diamond
City. The third language igerhaps theoddest in that it comes from the further place of @llanother
plane.Cyrillianis 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 Advertidfed D dzA f R @












































































