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How the Floating World Came To Be


Though the original name of the world that gave them birth is lost to the mist of ages, the name of its primary race lives on -- the Chandarath.


Their long climb from a primitive people to a highly advanced and sophisticated civilization was filled with the glory and strife of any intelligent species.  Over the course of some twenty millennia, the Chandarath grew in power, though too often their power outstripped their wisdom.


Theirs was a beautiful world, a globe of sparkling oceans and numerous continents with a wealth of varied terrain and life: breathtaking canyons and waterfalls, lush jungle, exotic flowering lagoons, endless plains of whispering grass, towering mountains wreathed in cloud and brilliant with snow.  The Chandarath tamed it all, and the animals along with it, even the enormous and intractable dragons.


They did this by becoming aware that an underlying essence of life force was the common thread that bound all existence together.  They called this life force the WYRD.  Chandarath mystics studied the Wyrd, mastering it thread by thread until they could alter the woof and warp of entire tapestries of life essence.


The Chandarath began to draw upon the Wyrd for everything.  They lit their homes and temples with it, made themselves warm or cool, caused rain to fall and breezes to blow, changed the growth of plants and animals, moved enormous stones.


Masters of the Wyrd broke into various guilds, each specializing in a different use of their powers.  Some became architects and builders who created structures that defied gravity and filled the mind with awe:  palaces whose delicate roofs of stained glass floated on luminous pillars of energy; gardens misted by fountains of liquid Wyrd; walkways that sang when stepped upon.


Others became Shapers, who created entire new species of plants and animals, or Shapers who sculpted the earth itself like clay.


The Chandarath grew bolder and experimented with creating new species of servants.  First they created the Elzar, but were not satisfied with the results.  Next came the Sarojin, the Dagani, the Orin and many others.  They created them for a variety of purposes: to clean, tend plants, tend libraries, raise animals, fight in gladiatorial combats, or simply for entertainment.


By this time, the Chandarath has also learned how to morph their own bodies into any shape they chose.  They had vastly expanded their life spans.  Even the least of the Chandarath lived hundreds of years; some lived for thousands.  This wasn’t enough for them.  They sought harder and deeper for the key to the Wyrd that would make them immortal.


One of those who searched the deepest was the highest Master of the Wyrd, known as Zaharanar.  He thought of himself as barely less than a god.  His goal was nothing less than mastery of the entire Wyrd.


Opposing him was the most powerful of the Master Shapers, the warrior who had been honored with the title of Alon D'ar.  Alon D'ar warned the Chandarath of the danger of what Zaharanar meant to do.  Alon D'ar gathered hundreds of thousands to his banner.

But Zaharanar had millions of followers who believed his every word.  Hiding himself in the ancient and sacred city of Karunesh, Zaharanar wove a planetary net of Wyrd, siphoning away all the power of his willing followers.  Once the balance had tipped in his favor, Zaharanar would have absolute power.

Realizing the danger, Alon D'ar raced to Karunesh and did battle with Zaharanar.  Blow for blow, spell for spell, the two mighty beings drew upon the Wyrd, heedless of the terrible effect it was having upon their world.

The Wyrd unravelled.  The core separated from the mass of the planet.  In one titanic, unspeakable moment, the world was torn apart, destroying every Chandarath save one, destroying nearly every race, animal and plant.  Enormous chunks of crust tore free from the core and were flung outwards.

Even then, the Wyrd struggled to reorder itself.  The Floating Worlds were held in orbit around the seething hot core.  Each piece of the destroyed world reformed into a miniature of what had been before, tiers of the same jungle or plain or tundra, rivers and canyons, air and cloud held together; existing against all reason only by the power of the Wyrd.

The heat of the core, being much greater than the heat of the ancient red sun, keeps the lowest tiers the warmest, with each succeeding tier becoming cooler and more temperate, with the coldest regions being at the highest tier.

A tiny fraction of living beings survived on the Floating Worlds.  Many were driven instantly insane, unable to cope with what had happened.  They would throw themselves off the edge of the world.  Those who we left began with nothing.  Their history, libraries, buildings, fields, whatever they had was destroyed.  The following centuries were a struggle just to survive in competition with roving packs of creatures, beasts and demons.  Those higher beings who still had some mastery of the Wyrd in the early times erected the massive Pillars of Wyrd to keep others from falling to their deaths.  

Eventually the meaning of the Pillars was lost.  The knowledge that this was but one piece of an entire world was lost.  The inhabitants could only see their large red sun overhead and have come to believe the land on which they live is all there is. 

Upon one particular Floating World, a drama waits to be played out.  Zaharanar, whose lust for godhood brought about this catastrophe, has survived within a Cocoon of Stasis, hidden in a tiny piece of mystic Karunesh, now in ruins.

In the instant of destruction, Alon D'ar’s body died along with the rest of his kind.  But his soul was so thoroughly entwined within the fabric of the Wyrd, it was bound to the same piece of  Floating World as Zaharanar. 

While the body of Zaharanar slept, the soul of Alon D'ar underwent cycles of birth, death, rest, and rebirth.  He can never escape this fate until he has redeemed himself for his part in the apocalypse.

Other spiritual remnants of the Chandarath remain as ghosts.  These Ethereal beings have lost the full knowledge they had in life, but know they must keep the Wyrd in balance or this piece of the world will die.

Four major races survived and rebuilt new cultures on the Floating World: the Elzar, the Sarojin, the Dagani, and the Orin.  Each has carved out new territories, developed new mythologies, new societies, and steadily increased in population.  The memory of their creators, the Chandarath, has vanished the way a nightmare fades with the light of morning.

Until the return of the last living Chandarath...and the nightmare lives again.

THE RACES


Four major intelligent races survived on the Floating World, along with several kinds of creatures and numerous beasts.  The Sarojin have surmised that: most domestic beasts evolved naturally; the dragonets are most certainly Chandarath lifeforms; and such things as the Bat-Ears, Demons, turtlebacks and other monstrosities were likely creations of the Chandarath.  However, the Sarojin themselves are responsible for the creation of the Darkfell.


The four major races were all created by the Chandarath over the course of centuries (or more) in this order:

· ELZAR 

· SAROJIN

· DAGANI

· ORIN

These are far from the only races the Chandarath made.  There were many of them.  But these are ones that exist upon this piece of Floating World.

THE ELZAR


The Elementals are an extremely ancient race, going back millennia before the Catastrophe.  They were the first attempt by the Chandarath to create another intelligent species.


As first attempts go, they were considered only a limited success.  They were given the basic humanoid form of the Chandarath, but only in a crude shape.  Because the Chandarath Shapers were new at this, they focused the Wyrd upon fundamental elements to create the Elzar, using earth, lava and ice for their physical source and inspiration.


The result was a curiosity for the Chandarath, but they soon tired of the strange beings.  The Elzar have a peculiar intelligence, the nature of which they keep to themselves, rarely sharing anything about themselves with outsiders.


They proved to be willful and difficult to control, which also displeased the Chandarath, who set them to work reshaping or maintaining various parts of their continents, and thereafter paid little attention to them.


Another mistake, as far as the Chandarath were concerned, was in allowing the Elzar to be closely attuned to the Wyrd, and thus have a great deal of control over it, though the control is sharply defined.  The narrow focus upon one particular element during creation means each type of Elzar has enormous control over the Wyrd inherent in that element only.  Thus the Elzar of the earth have almost total mastery of rock and solid ground, but nothing else.  The Elzar of ice have mastery over ice, but only limited control of liquid water.  The Elzar of lava have mastery over lava, but minimal control over fire.

The Elzar divided themselves into the three “clans”:


M’TON = rock elementals

P’GOK = lava elementals

K’TIK = ice elementals

Their inherent natures have kept the three branches of the Elzar from working together or forming alliances.  They have a natural antipathy for one another, especially the P’Gok and K’Tik.

“Clan” is a fairly meaningless term for such beings.  They have no specific gender and cannot propagate as such.  To bring a new elemental into being, all the Elzar of the same clan must combine and use the Wyrd in a way that roughly imitates what the Chandarath did.  This is extremely difficult and has resulted in the numbers of Elzar remaining quite low.

They don’t take individual names for themselves.  Even the clan names they’ve adopted have more to do with the sound that is most familiar with them: the p’gok of lava bubbles bursting or the k’tik of ice cracking.

Ask any M’Ton who he is, and he will answer, “I am M’Ton.”  Identity and clan is all the same to them.  

Of the 3 clans, the M’Ton seem to have achieved the highest level of sophistication.  They have been known to work with an outside race on rare occasion and have a strong, underlying sense of justice. They are the only Elzar who have attempted to remember the past, by crystals which they grow and infuse with patterns of the Wyrd which allows the crystals to capture moments of memory.  Without the crystals, however, the M’Ton have trouble thinking much beyond the immediate moment.

The P’Gok and K’Tik are more chaotic and show no interest in helping other species.  They care only about the shaping or nurturing of their specific element, and the defense of their territory.  Their consciousness is of the present; they don’t think about the past or future.

THE ELZAR IN THE FLOATING WORLD


The elementals have little real understanding of what took place.  They only know the Wyrd was severely mangled.  They have spent their time since the Catastrophe tending their small pieces of territory to keep them intact and in order.

THE M’TON


Initially, the M’Ton went abroad on the Floating World, reweaving weak parts of the land and helping to restore the integrity of the Wyrd in their new world.  It was the M’Ton working with the early surviving Sarojin mages who created the Pillars of Wyrd as boundaries to keep the survivors safe.  They also created large stone rings, mostly in what is now Dagan, for reasons known only to them.  Other unexplained, unusual stone structures can likely be attributed to the M’Ton.


However, once they’d had enough of this, they retreated to the Twisting Deeps and the Oo’Pang Tulmus, which they made their own.  Here their Stonemasters and Stonemovers created monumental buildings of stone and grew scintillating “gardens” of crystal, some of which were harvested to become Crystals of Memory.  The Elzar don’t need shelter, but they do it out of the fundamental instinct to create with which the Chandarath gifted them.


Over the past few centuries, they have become more and more insular, and now have almost no dealings with the rest of the Floating World.

THE P’GOK


These are possibly the most traumatized of the elementals.  Their connection to lava and magma means they feel most keenly their separation from the molten core of their world.  This has made them extremely insular, keeping strictly to their own territory.  They must bathe often in the rivers and pools of lava; heat is life itself to the P’Gok.


They have always known of the existence of the gateway to Karunesh, and have kept it secret from any outsiders, even the other clans of Elzar.  They readily obeyed the orders of Drindithar, recognizing him as a master, even if they no longer clearly remember who or what the Chandarath were.  If is only because of Drindithar that they allowed SilverScale or Leyalla passage to Karunesh, and kept Grandar as their prisoner.  Otherwise, they have no use for “flesh beings”.

THE K’TIK


Like the P’Gok, the ice elementals keep to themselves and have no interest in dealing with outsiders, but have allowed themselves to be utilized by Drindithar.


They are the most chaotic of the Elzar, given to sudden changes of mood, shifting from indifference to aggression to indifference again.  It is best to leave a K’Tik alone, if it hasn’t taken note of you.


They spend their time maintaining the frigid ice tunnels that lead to the highest tier and the Frost Mountains.  The glaciers and ice packs of the mountains are their true home.  There they take their mysterious pleasure in the deep blue colors of glacial caves, and the symphonies of ice cracking and groaning.  They live a lifespan in keeping with the slow movement of glaciers and everything else seems hurried to them.  The short and fleeting lives of “flesh beings” means little to them.

THE SAROJIN


Having “failed” with the Elzar, the Chandarath took some time to consider how to proceed with their next attempt.  After much debate, the Shapers chose a breed of large, wingless, warm-blooded lizards that were closely related to the much more gigantic dragons (but nowhere near as dangerous).


They used the Wyrd to transmute these lizards into the Sarojin.  Like the original creature from which they came, the Sarojin proved to be long-lived, reaching their prime at about 120 years, and often living up to 200 years.


The Sarojin proved much more to the liking of the Chandarath.  They were quick to absorb knowledge, becoming much valued and in demand as librarians, scholars, and scroll-makers.  Gradually, mages developed among the Sarojin who showed special talent in using the Wyrd. The Chandarath discouraged this, but the Sarojin mages continued these studies in secret and hid their true mastery from those who had created them.


They had millennia in which to grow in intelligence and sophistication, building entire cities of their own, preferring warm jungle areas.  They are neither a passive species, nor an aggressive one, taking action as it is needed to defend themselves without seeking to dominate others.


There were many Sarojin in Karunesh at the time of the Catastrophe.  Though painfully aware of the impact Zaharanar was having upon the Wyrd, there was nothing they could do about it.  When Alon D'ar entered battle with Zaharanar, most of the Sarojin mages added whatever power they could to support Alon D'ar.  Only a handful of them survived this sacrifice.

THE SAROJIN IN THE FLOATING WORLD


The stunned survivors fled Karunesh, carrying whatever scrolls or precious objects they could carry upon the moment (one such relic being a fingerbone of Alon D'ar, all that remained of his body after the cataclysm).  Only a tiny fraction of their immense, ancient libraries were saved.


Those few mages left combined their power to create the Gate of Wyrd that blocks the way to the ruins of Karunesh, fearing it was unstable and would pose a danger to anyone who wandered into it. 


Unfortunately, knowledge of Karunesh and the Gateway was eventually lost, as many of these mages died during the early turbulent years on the Floating World.  They expended their power working with the M’Ton to create the Pillars of Wyrd, and other such deeds to restore the Wyrd.  The scholars had little time for study or passing on their knowledge in the fight to find food and repel dangerous creatures.


Slowly, as the centuries passed, the Sarojin were once again able to return to their studies of the small amount of scrolls they salvaged, and to start anew in building a base of knowledge about their existing world.  New mages developed, but their mastery of the Wyrd is nothing compared to the Sarojin mages of their ancient legends.  They are painfully aware of this.


It was during the lifespan of the Sarojin hero, WhipTail, that the mages made their most serious and long-lasting mistake.  In an unconscious imitation of the Chandarath, a few of the mages decided to experiment with Shaping, thinking they had achieved greater control over the Wyrd than they actually had.


The soul of Alon D'ar surely remembered and reacted to this.  WhipTail fought with the mages and tried to stop them.  He was betrayed many times by those he trusted, leading him to become suspicious of everyone around him.  He also failed in stopping the mages.  In their misguided attempt at creation, they instead brought forth a twisted, loathsome mutation of a Sarojin, known as the DARKFELL.  WhipTail died in battle with the Darkfell, destroying many of them, but the Darkfell have bred and continue to be a plague throughout Palash.


The only good result of this is that all such attempts became strictly forbidden and the Sarojin have never used the Wyrd in that fashion again.  SilverScale’s creation of the Changelings is an unforgivable violation of this crime, an act of high treason.


The territory of the Sarojin is known as Palash, composed entirely of warm jungle, their favored habitat (though they are not affected by cold in the same way the Dagani are).  They learned some of the stoneworking art from the M’Ton, using it to build temples and other buildings.


Twice a year, there is a mass mating and large clutches of eggs are produced.  These are watched over by Warriors and guarded from the predations of various creatures and the Darkfell (who think nothing of cannibalizing them).  The “sprogs” (young Sarojin) are raised communally, creating a feeling of kinship with every Sarojin.  For this reason, they have a cooperative society with little internal bloodshed.  What conflict occurs between them is over status, rank, scholarly differences, and the like.


Status and rank are the most valued aspects of Sarojin society.  A Sarojin must undergo decades of apprenticeship, study, testing, and service before being considered for a seat on one of the ruling Councils.  There is a Council of Mages, Council of Scholars, Council of Time-Keepers, Council of Merchants, Council of Clutch Keepers, Council of Warriors, Council of Stonemasons, and so on for all significant aspects of life.  The Councils rule upon matters dealing with their respective areas.  Larger issues are dealt with by the Council of Councils, with the Sarojin of highest rank from each Council convening under the leadership of the Master Mage.  Issues are resolved by discussion and debate until a consensus is reached.  Given their longer age span, Sarojin are willing to take their time coming to decisions, something that is often a frustration to the other races trying to deal with them.  “Slower than a Sarojin council,” is a phrase often heard amongst the Orin.


The highest and most difficult rank to achieve is that of a full Mage.  A student must undergo a long apprenticeship, undertake his Wanderings, followed by decades of more study.  He can only progress further if he shows special talent and is sponsored by a Mage who will serve as his mentor.  More decades of work, study and devotion to mastering the Wyrd must pass before he is recognized as a Mage.  And even then, under the complex hierarchies of the Sarojin, he is considered a beginning Mage.  Very few Sarojin under the age of 100 have ever attained the rank of full Mage.


Though far better known as scholars and mages, the Sarojin are also respected as fighters, when one chooses to follow that path.

THE DAGANI


Pleased with the results they had in creating the Sarojin, the Chandarath continued to experiment, tinkering with races based on insects, snakes, fish, birds and various smaller lifeforms.  The Chandarath did their best to minimize the amount of control the new species would have over the Wyrd, not wanting a repeat of the Elzar.  Even the Sarojin were too strongly attuned to the Wyrd for their liking.  The Chandarath did their best to minimize control of the Wyrd in all the races they created after the Sarojin, with greater and lesser degrees of success.


The Dagani were transmuted from an amphibian species during a time when lagoons and sprawling aquatic “gardens” had become a popular landscaping whim with the Chandarath.  The original purpose for creating the Dagani was to have an intelligent species to create, tend, repair and stock these aquatic playgrounds. 


By some quirk, the Dagani proved to be tough and resilient fighters, not at all the calm, peaceful aquatic gardeners the Chandarath intended.  Where the Sarojin proved natural mages, the Dagani proved natural warriors.  However, the Dagani were never considered a threat, therefore the Chandarath came to enjoy the impulsive nature of the Dagani.


This led to a long period during which the Chandarath became enamored of gladiatorial combats.  Soon, special teams of created races were being pitted against one another for the amusement of their masters.  Because of their battle prowess and indomitable spirit, the Dagani were great favorites in the battle-rings and coliseums.


Alon D'ar voluntarily took many shapes, including Dagani, and fought in the combats with them to improve his skills.  He counted many Dagani warriors as his friends, and they considered him the only Chandarath worth knowing.  These warriors fought alongside Alon D'ar at the final battle in Karunesh.  All died but one.

THE DAGANI IN THE FLOATING WORLD


The sole Dagani gladiator left alive in Karunesh escaped from the disintegrating city along with the Sarojin mages.


As she wandered, bereft and heartsick, in the new Floating World, she found to her joy that a small number of her people had also survived.  They were all fishers and farmers, so they turned eagerly to her for help during the Dark Times when survival was a deadly struggle.  It was quicker for them to reestablish thriving colonies in the lagoons, making them a target for the other hungry populations.


The surviving gladiator was hard-pressed to defend her people in the early years.  She spent much of her spare time training young Dagani in the arts of combat.  She also took care to maintain friendly relations with their near neighbors, the Sarojin, establishing treaties that have remained in effect ever since.  Though her name has been lost, she is remembered as the Mother of the Dagani, the most revered ancestor in their history-tales.


With their numbers so low in the early days, the Mother encouraged her people to change mates frequently and have as many children as possible.  While a long-term devotion to one mate is hardly unknown, it is now the common order of things for the Dagani, both male and female, to have many different mates throughout their lives.


A Dagani female typically bears only one child.  Twins are extremely rare.  When twins are born, they are considered a special gift from the Wyrd.  The entire colony dotes upon them and gives them the best of everything.  In return, such twins are expected to become special protectors of their people.  They undergo rigorous training to fully realize their physical and magical potential.


Dagani twins are bound by a powerful psychic bond, considered one soul in two bodies.  Should one twin die of natural causes, the other twin will usually fall into incurable despair and die soon after.


But if one twin is killed in battle and the killer still lives, the other twin falls under the Dagani blood-curse.  The killer must be brought to justice, or the surviving twin’s piece of soul will eventually wither and die.  Once the dead twin’s ghost has been avenged, it will rejoin the weave of the Wyrd, leaving the surviving twin in peace to carry on the task for which they were raised.


These swamp people are spread out in small colonies, living in raised platform communities, tending the hatcheries and crops in their lagoons, or engaging in small raids and territorial battles with one another, though they are less inclined toward this than the Orin, for although the Dagani may seem belligerent, they are not interested in conquering territory the way the Orin are.

The Dagani are now ruled by the strongest war-chief, who must hold his or her position by annual tests of combat, during which time the war-chief may be challenged by a champion who has won a series of challenges in local tests of combat.


Dagani tend to be hot-headed, quick to react, capable of rapid decisions and wonderful feats of strength and agility.  They are known for being loud and boisterous, full of zest for life; and for being stubborn, determined, set in their opinions.  They are very clear about what they consider to be right and wrong, and resistant to changing their ideas about this.  They are not known for subtle thought, nor for moral ambiguity.  Their loyalty is difficult to win, but once a Dagani gives his loyalty, it is given for life.

There is another way in which they are radically different from their neighbors, the Sarojin.  The Dagani mistrust written language and refuse to read or write.  They have developed the unshakeable conviction that written language is the tongue of lies, because once something is written down it is seldom questioned and lives on indefinitely.  

A Dagani will say, “Let someone look into my eyes and speak a lie, and I will know.  Let it be written down, and no one can know whether it is truth or not.”  The Sarojin shake their heads over this refusal to use the written word, but they have never been able to convince the Dagani to think otherwise.


Instead, the Dagani rely on long and detailed oral histories, in the form of epic tales, poems and songs.  These are learned by rote, passed down by highly respected elders known as Truth Speakers. 

Because of their origins, the Dagani are at their best in a warm, humid environment.  They become more sluggish and definitely unhappy in cold or extremely arid settings.  This has made them somewhat insular.  They view other lands with a certain degree of mistrust and do not travel much.


The “tendrils” on their heads double as air storage tubes, allowing a Dagani to remain underwater for long periods of time, making them extremely efficient fishers and aquatic plant farmers.  However, in those Dagani who have a stronger gift for the Wyrd, as some do, the “tendrils” act in a distantly removed way like the vanes of a Chandarath, and can help channel the energy of the Wyrd into a Dagani’s body for use in magic-casting.


For both these reasons, cutting off a Dagani’s head-tendrils is considered one of the worst crimes that can be committed.  Even in their most ferocious battles with one another, they avoid this.  It is a punishment reserved for the worst sort of criminal.  A Truth Speaker caught uttering a deliberate lie would be subject to such a punishment.

THE ORIN


The Chandarath spent thousands of years Shaping nearly every other kind of animal on their world into a new race.  They moved from smaller forms to higher mammals, transmuting new species with little regard for the consequences.  Everything from (the Chandarath equivalent of) cats and dogs to bears and elephants were Shaped as the Chandarath pleased.  Along the way, the Chandarath also created unpleasant transmutations -- various bestial monsters -- mainly to serve as opponents in the battle-rings.


Having exhausted their stock of natural lifeforms with which the experiment, the Chandarath moved on to their most daring and dangerous act of creation -- a race based upon nothing less than elements of the Chandarath themselves.


They took great care in this, not wanting to risk creating a species that could possibly pose a threat to them.  The result was a humanoid species they called the Orin.


The Orin gained the best and worst of their creators: vanity, selfishness, cruelty, need to dominate vs. nobility, courage, compassion, honor.  They proved complex and paradoxical, even as the Chandarath themselves were.


Soon, the Orin were everywhere, serving in any capacity that pleased their masters.  They became the darlings of the Chandarath, to the displeasure of the older races.  Orin gladiators were highly prized, but they paid dearly in the battle-rings for being favored by their creators.  Alon D'ar did what he could to mitigate these hostilities amongst gladiators.  Zaharanar was largely responsible for Shaping the Orin, and this was the turning point that made Alon D'ar fear the true nature of Zaharanar’s aspirations.


Like the Sarojin, the Orin established their own areas of control on the Chandarath world.  They were the last race created by the Chandarath before the Catastrophe.

THE ORIN ON THE FLOATING WORLD


 A larger number of Orin were left alive on the Floating World than the other races.  They were a mix of gardeners, craftsmen, herdsmen, and retired gladiators. This gave them little advantage, as they were also less well suited to recovering from the disaster.  Over half of them died within the first few years, before struggling back from the brink, both literally and figuratively.


Gradually, they spread across their expansive tier of land, claiming all of it.  Early on, there was a major rift between two factions of Orin.  One faction remained in the hilly, forested regions while the other faction took possession of the wide, open grasslands.


The first faction are known only as the Orin.  The second faction became known as the Kemarr, to set themselves clearly apart from the other Orin.


THE ORIN OF THE ORIN TERRITORIES


There is no other overall name of these people or their territory because they have not established any form of unity amongst themselves.  Instead, they remain at odds with one another in clans and feudally-based areas of control.


An Orin is either known as belonging to a particular bloodline (usually considered nobility), or belonging to a particular Keep, such as Hollow Grange.  There are dozens such Keeps, belonging to any Lord sufficiently strong to hold onto it.  Usually one Keep has dominion over at least one and up to a dozen or so surrounding towns or villages.  An extremely powerful Lord might control several Keeps.


“Noble” blood is not based upon anything more than some ancestor’s ability to set himself up in power, but they have come to place absolute authority in it.  The Lord of the Keep makes the laws for his domain, and his warrior enforce them.  There is no other recourse of appeal for someone wrongly accused, save to flee that domain and pray another Keep will take them in.

Orin societies are divided into the nobility, an intermediate level of merchants, and the peasants.  It is generally the peasants who do all the work, while the merchants travel and trade goods.  

The nobles do little else but live well, fight, and scheme.  Their primary goal is to conquer territory, thereby expanding their base of power.  With territory a limited commodity upon the Floating World, the Orin value it above everything else.  War and battle are a common occurrence in the Orin Territories, preventing them from achieving anything of significant value or advancing as a culture.

When the Lords of the Keeps aren’t busy fighting with one another, they spend their time making and breaking alliances with other Lords, according to how it works to their advantage.  At the time Jarik is born, no one Lord has become sufficiently powerful to set himself up as King, something that has happened only a few times in the past.  These Kings usually have a short life span.

To be “a king in Orin” means something that won’t last long, as in, “You swindler, you sold me boots no better than a king in Orin.”


It’s difficult to change social position within this structure.  A talented or lucky peasant might be able to become a merchant.  A merchant might be able to buy or marry his way into nobility.  But no one of peasant birth is accepted into the ranks of nobility, with very rare exception.


Orin merchants trade in a wide variety of goods, from raw materials to finished items, and a large amount of agricultural produce.

THE KEMARR


Only twenty or so years after the Catastrophe, as the Orin struggled for survival,  a division occurred between a group of ex-gladiators who were seeking to control the destiny of the survivors of their race.


Some of the ex-gladiators were men and some were women.  The women intended to continue training their daughters as warriors.  The men objected, saying there was a shortage of women and they were needed for breeding.  Offended by this attitude, the women-warriors gathered up the families who sided with them and attempted to leave peaceably.  They were forced to fight their way free and retreated far into the grasslands.


There they established themselves as nomads, under the leadership of a Matron, the oldest and most respected of the women-warriors, chosen by free vote.  Not wishing to be associated in any way with the Orin they left behind, they called themselves the Kemarr after this first Matron, KEMARRIANA.


All the lands of the Kemarr are called The Kemarr or the Kemarran Highlands.  Over time, the tribe of the Kemarr has resolved itself into three class divisions: the Windsingers, the Moonclaws, and the Guildsmen. 


The Windsingers of the Kemarr are the shamans and magic-users.  Only a woman may be granted this rank.  When a girl shows special talent for using the Wyrd, and does not seek to be a warrior, she is trained to be a Windsinger, using the Wyrd to ensure the health and safety of the grasslands and the tribe.  The Windsingers are the only Kemarrans who can create the Tattoos of the Wyrd which gives the bearer a magical power. 


The Windsingers are entrusted with the safety and protection of the Matron.


The Moonclaws are the warrior-women, raised expressly for the purpose of defending the tribe and its borders from the Orin or other enemies.  The most elite amongst the Moonclaws are the Daggers of Virtue.

Only the finest and most worthy Kemarran warrior-women are allowed to join the Daggers.  She must vow to remain chaste, untouched by a man, for as long as she lives.  To become a Dagger is the highest status, short of Matron, to which a woman can aspire.  

All Daggers consider themselves to be sisters in everything but blood.  No greater crime exists than the killing of one Dagger by another Dagger.  The punishment is death.


The Guildsmen are the men of the Kemarr, who are allowed to be herdsmen and craftsmen.  Men are highly valued in Kemarran society, within their specific roles.  Kemarriana was clever enough at the beginning of her stewardship to deliberately seek out men who wished to be artists, craftsmen, or herdsmen, rather than warriors.  She offered them full support for their chosen specialty, plus the comforts and pleasures of Kemarran women, if they would swear to leave the arts of battle and combat to the warrior-women.


Consequently, the Kemarrans have done well as traders, bringing to Whitewater Gorge all manner of leatherworking, pottery, textiles, glassmaking, woodcarving, jewelry, plus wool, butter, cheese and meat from their well-fed herds of sheep/goats.  The Guildsmen have established numerous Guilds for their areas of responsibility, and there are many levels of rank and status within these, up to the position of Guildmaster.

A warrior-woman who is not a Dagger is free to take a husband and have children as she chooses, though a certain term of service is required of her regardless, either before she marries, or between bearing children.  It’s not unusual for the father to raise the children for a year at a time as his wife serves her warrior duty.


A son who isn’t happy with this way of life may ask for a battle inheritance.  He will be given weapons, gear and some money, made to swear a vow never to fight a Kemarran, and allowed to seek his way beyond the Kemarr.   Should he regret his choice, he can be readmitted as a Kemarran, though he must work hard to prove he is worthy  of it.  If he should ever break this vow, and take up arms against a Kemarran, he is immediately outlawed and a blood-price is put on his head.  The Kemarrans do not forgive this crime, and will not rest until he is dead.

Disputes which cannot be resolved locally, or which involve the good of the entire Kemarr are brought to the Matron for her judgment.  The chosen Matron holds her stewardship for ten years, then a new vote is taken and the same or another Matron is chosen for the next term.  Every Kemarran adult in good standing, male and female, has the right of vote.


The Matron appoints both women and men to be her advisors, choosing the woman usually from senior warriors in the Daggers of Virtue, and the men from senior masters in the various herding and craft guilds.


The most sacred meeting place of the Kemarr is the Dragon’s Maw.  It floats off the edge of the world connected by bridges, surrounded by and opening onto a nothingness which they called the Void.  The inhabitants of the Floating World don’t understand what the Void is, but they know nothing that falls in will ever return.  It was filled with the power of the Wyrd.  To the Kemarrans’ delight, they found dragonets nesting here, flying into and out of the Void at will.


They hired M’Ton and Sarojin stoneworkers to create a temple around this hole, dubbing it the Dragon’s Maw.  This is where the Kemarrans meet to select a new Matron, to debate a serious matter, celebrate a special festivity, to initiate their young women with a test of courage, or to pass sentence on a criminal.  The Kemarrans have three levels of punishment: reparations, exile or death.  A death sentence is carried out by forcing the criminal to leap into the Void.


The Moonclaws are charged with protecting it, but it belongs to the Kemarr as a whole.  Windsingers spend much of their apprenticeship here, learning to tap into the Wyrd.

Another important usage of the Dragon’s Maw is to attempt to create a bond with a dragonet.  The Kemarrans discovered this could happen by accident when a dragonet bonded with a young Moonclaw during her Initiation.  The bonding can only be done by the dragonet and there is no way to predict why or how it will happen.  Once the bonding takes place, the dragonet is known as a Familiar.  It remains with the Kemarran, gives her magical protection, communicates with her, and dies when she dies.  

The Kemarrans have long wondered what the Familiar gains from such a bonding.  They have no way of knowing the Chandarath created dragonets ages ago as special gifts for their gladiators, hence the dragonets are especially attracted to the Moonclaws.


Other races and genders have tried to attract a Familiar at other places where dragonets nest (the Kemarrans don’t allow outsiders to use the Dragon’s Maw).  A few have succeeded, but it is unusual.  The Kemarrans are disturbed to see that less and less bondings have taken place over the last century or so.  Once, it was common to see a Kemarran with a Familiar.  Now it is such a rare happening that any woman who gains a Familiar is immediately guaranteed a high level of status.

RELATIONSHIPS BETWEEN THE RACES

THE SAROJIN AND THE DAGANI

They’ve been at peace since the beginning, forming a useful alliance of trade and protection.  The Dagani will protect any Sarojin within their borders.  The Sarojin handle taking the fish, plants and other goods of the Dagani to other parts of the world for trade, saving the Dagani from having to travel.  Though not a part of any agreement, the Sarojin also feel they are doing the Dagani a favor by writing down the poems, songs and tales they hear when visiting the Dagani and keeping these records in their libraries, just in case the stubborn Dagani should ever change their minds and want a record of their history.

THE SAROJIN AND THE ELZAR

The Sarojin are the only race the M’Ton Elzar have any interest in dealing with, having worked with them in the days immediately after the Catastrophe.  There is a mutual respect between these two groups.  However, the P’Gok and K’Tik have no more interest in the Sarojin than in any other race, and the Sarojin generally steer clear of them.

THE SAROJIN AND THE ORIN

Though the Sarojin don’t specifically remember that they were the elder race and the Orin were the last-born, there remains an old dislike and mistrust between these two races.  The Sarojin are mostly buffered from the raids of the Orin by the Dagani, but remain understandably wary of the Orin.  The Orin vary in their feelings.  Orin merchants generally enjoying doing business with the Sarojin, though some mistrust them.  Orin scholars pay dearly to study with Sarojin teachers, but the Sarojin are very cautious about what knowledge they will share with the Orin.  Orin warriors are generally  contemptuous toward the Sarojin and their penchant for burying their scaly noses in scrolls, but have the common sense to be careful when dealing with a Sarojin mage or warrior.

THE SAROJIN AND THE KEMARR

They have formed friendly trading alliances based on careful mutual respect.  The Kemarrans recognize what the Sarojin have to offer, and particularly make their scholars or wandering mages welcome.  The Sarojin are fascinated (and a touch frustrated) by the Kemarrans’ ability to bond with the dragonets.  There is a hint of underlying caution on the part of the Sarojin, who still see the Kemarrans as Orin, in spite of their rift with the other Orin.

THE DAGANI AND THE ELZAR

The Dagani has no use for and no interest in the Elzar.  The feeling is mutual. 

THE DAGANI AND THE ORIN

The Orin are not above raiding Dagan territories from time to time, but they’ve developed a healthy respect for the battle prowess of the Dagani and think twice before embarking on such raids.  Though neither side remembers fighting in the battle-rings of the Chandarath, remnants of the ancient hostilities remain, and there has never been a treaty or established peace between the Orin and the Dagani.  Each is ready to believe the worst of the other.

THE DAGANI AND THE KEMARR

Because of the distances, they do not often interact, but the Dagani are far friendlier to the Kemarr who have never attempted to raid them or seize territory from them.  The Kemarr mostly know of the Dagani through the goods brought by the Sarojin.  They have no special ties, nor any distinct animosity.  Each race respects the battle abilities of the other.

THE ORIN AND THE KEMARR

As centuries passed and the population increased, so did the petty wars and clashes over territory.  The Kemarr frequently have to defend their territory from Orin raids.  There is lasting animosity between these societies, though now and again the Kemarr will consider an alliance with an Orin Lord.  These usually don’t work out very well.  Both sides of the warrior camp are generally contemptuous of the other.  Kemarran and Orin traders manage to get along pretty well, since both speak the language of business.  It isn’t all that unusual for an Orin peasant with special skills to defect to the Kemarrans, seeking a better life.  The Kemarrans are cautious about such newcomers, who must prove they are worthy of being accepted, for they have also often proven to be Orin spies.

THE ORIN AND THE ELZAR

The Orin mistrust and fear the Elzar, about whom they know almost nothing except as shadowy monsters of legend.  The Elzar have no interest at all in the Orin.

THE KEMARR AND THE ELZAR

The Kemarr of the past had dealings with the M’Ton, and remember them as mighty, but mysterious beings.  But no Kemarran has had reason to seek them out in recent times.  The Kemarrans stay away from the other Elzar, having discovered they are not friendly.  The M’Ton remember the Kemarr only through their memory crystals and would be moderately friendly to them, if the Kemarr ever bothered to come to them again.  As always, the other Elzar have no interest in “flesh beings”.

PRIMARY CHARACTERS: GOOD

JARIK: Orin, the young hero, leader of the quest party

TAHIR: Dagani, driven by a blood-curse to avenge his twin brother’s death

TYLONEE: Kemarran Dagger of Virtue, convicted of murder and made an Outcast

YIL: Tylonee’s dragonet Familiar

SUNDEEP: Sarojin mage betrayed by his powerful mentor

PRIMARY CHARACTERS: EVIL

ZAHARANAR: ancient Chandarath geomancer

DRINDITHAR: Ethereal ghost of a Chandarath who serves Zaharanar

SILVERSCALE: Sarojin mage who serves Drindithar and betrayed SunDeep

LEYALLA: Kemarran Moonclaw who serves SilverScale and framed her sister, Tylonee

SECONDARY CHARACTERS: used in cinematics & text

LORD GRANDAR: arrogant Orin warlord of the Keep at Hollow Grange

NEFREET: Wise Woman of Hollow Grange

MATRON OF THE KEMARR: older Dagger of Virtue who leads the Kemarr

JADETHROAT:  young Sarojin mage who loves SunDeep

MAHIR: Tahir’s dead twin brother, now a ghost (see under TAHIR)

SECONDARY CHARACTERS: text only

(can be encountered more than once)

M’TON GATEWAY GUARDIAN: rock elemental who guards the gate

RIFFIN, DAGANI STORYTELLER: easily encountered in Whitewater Gorge, full of info

BRIN, WEAPONS-MAKER: male Orin, lives in Whitewater Gorge

HIGHCREST: Sarojin scholar in Whitewater Gorge

BRAMBLEFOOT: Sarojin trader in La’Shon

JARIK, the Young Hero 

(pronounced JARE ik)

Gender/Race:

Male, Orin (human)

Character Summary:

 Though untrained, this boy from a poor village has the skills of a true warrior and the courage to match.  Jarik grows from boy to man to something else entirely, discovering he carries not one, but two morph-shapes of extinct races within himself.  Ultimately, he discovers he has lived before: many lives as many heroes, all with one soul -- that of Alon D'ar, last hero of the Chandarath. 

Backstory:

Jarik was born into a feudal society prey to numerous small wars and clashes over the limited territory of the Orin.  Possibly he was the offspring of a love match between two warring clans, one that could never be allowed.  Whatever the case, he was abandoned at the doorstep of a peasant couple and never knew his real parents.  His good peasant parents could only watch with wonder as their adopted son grew into a skilled warrior.  Sadly, they were already very old when they took him in and both have since died.  Jarik is on his own, with nothing to lose and nothing to hold him to his small village.

As the son of peasants, Jarik was turned away by the Lord of the village for battle training with the other young men of nobler blood.  Jarik watched them from a distance and taught himself, but the slight has left him hungry to prove himself.

He is unaware of being the reborn soul of Alon D'ar.  But it affects him in ways he cannot realize.  He has a natural affinity for using the Wyrd and spells come easily to him.  Though he is still very young, he has a maturity that is far beyond his years.  The mistakes of his previous lives have shaped him in this one, even without Jarik knowing this is so.  Though he cannot remember those past lives at first, a more profound innate knowledge is at work, guiding him to avoid those mistakes again.

Deep inside, he is driven by the need of Alon D'ar’s soul -- the need to achieve redemption.  All Jarik understands is that something is driving him and he must find a way to satisfy whatever that is, no matter where it leads him.

Artists’ Notes:

He is young, eager and restless, yet he carries himself with confidence.  He is proud, but not arrogant; ready for battle, yet cool-headed; open, but not entirely naive.  

ALON D'AR, the Eternal Blade

pronounced: ah LON dar  (run together as one word)

Gender/Race:

Male, Chandarath (extinct race)

Character Summary:

His soul is ancient and undying.  Century after century, he has been reborn, seeking a redemption he has been denied.  His native form is that of the Chandarath, but his power allowed him to morph into other lifeforms to suit his needs.  A fraction of that morphing power is passed on to Jarik.

Backstory:

Alon D'ar was the greatest warrior and a Master Shaper of the Chandarath.  He had mastered “the weaving of the Wyrd”.  By manipulating the very life essence of his planet, Alon D'ar could assume virtually any form he needed or desired.  His title for having achieved such greatness was the Eternal Blade.

He watched as others of his kind twisted the Wyrd to their own selfish ends.  Chief amongst them was Zaharanar, who convinced more and more of the Chandarath to subvert their hold on the Wyrd and channel it to him.  Alon D'ar warned his people against this, but Zaharanar played upon their lust for power and deceived them into giving that power to him.

Too late, Alon D'ar realized the full depth of the disaster about to befall them.  Calling upon all the Wyrd at his command, Alon D'ar threw himself into final battle with Zaharanar.  Their titanic clash was more than the Wyrd could absorb and the backlash more than either Alon D'ar or Zaharanar could contain.  It literally tore their world apart.

After the catastrophe, the soul of Alon D'ar survived, still woven into the torn tapestry of the Wyrd.  After centuries of lying dormant, the soul of Alon D'ar regathered enough energy to be reborn as one of the beings living on a piece of Floating World.  His soul was driven by one goal -- to redeem the crime of his race and redeem himself in the process.  Perhaps someday, to heal the world itself.

His first attempts failed.  His soul would lie dormant for yet more centuries, until the time was right and he would be reborn once more.  Each time, redemption eluded him.  He was unable to remember his previous lives, and each time fell prey to a fatal flaw of character.  

His last four rebirths were as follows:

· CHARAK: Dagani Hero: lived approx. 1200 years ago, suffered from excessive pride.  His pride led to his downfall, the loss of everything he loved, and to a lonely death.

· ZONRA: Kemarran Hero: lived approx. 900 years ago, hero of high renown, but it was said she lacked compassion.  She was a strong, but hard woman. One day she obtained a necklace of crystals.  When she touched it, a profound change came over her.  She wept for days, then laid down in her own tomb and died.

· DROMMAR 9-FINGERS: Orin Hero: lived approx. 600 years ago, was unbeatable, but he was reckless and over-quick to pass judgment.  This created numerous blood-feuds which led to his death.

· WHIPTAIL:  Sarojin Hero: lived approx. 300 years ago, flawed by a suspicious nature.  He died alone in battle against the Darkfell, when he might have lived had he trusted others.

His current rebirth is as Jarik, a young male Orin.

Artists’ Notes:

Tall, commanding, magnificent.  The old Alon D'ar would have held himself with aloof pride; after many lives seeking redemption, the new Alon D'ar has a noble, but more humble stance.  He no longer seeks to put himself above other living beings.  His movements are fluid, powerful, commanding.

He has numerous “vanes” which flare out gracefully from his body.   They ripple in tune to the unseen Wyrd that flows through them.  These “vanes” are the means by which Alon D'ar channels and uses the power of the Wyrd.  When he’s at rest, the vanes can relax and undulate slowly.  The more he draws upon the Wyrd, the more his vanes flare out and the more quickly they ripple.  The edges of the vanes dissolve into energy when Alon D'ar is in full battle mode.

Unlike the power he had as the first Eternal Blade, the current version of Alon D'ar can only morph back into the shape of Jarik and a Juggernaut (another extinct species created by the Chandarath to be gladiators).  The Juggernaut was a form Alon D'ar often adopted for combat.

TAHIR

Pronounced: tah HEER
Gender/Race:

Male, Dagani

Character Summary:

A heavily-muscled man of the swamp people who has considerable battle skills, but also some magic skills.  He enjoys a good fight or a boisterous good time. He hasn’t travelled much and has a Dagani’s innate suspicion of things outside the land of Dagan, but once he gives his loyalty it is unswerving.  His skin is designed for the humid, warm environment of the swamps, so he’s not very fond of colder regions.

Backstory:

Tahir and his identical twin brother, MAHIR, grew up the center of attention amongst their people.  Twins are extremely rare in the Dagan race, and are considered a special gift from the Wyrd.  They were pampered, praised and given everything they wanted.  Fortunately, to keep them from becoming spoiled, they were also expected to train hard and become adept warriors and magic-users who would serve their people.

Tahir and Mahir had a powerful psychic bond, almost two beings with one soul.  When Mahir was killed, the loss took a profound toll upon Tahir, who is now burdened with the Dagani blood-curse.  He must exact judgment on his brother’s killer, or Tahir’s soul will also wither and die.  He is haunted by Mahir’s ghost.  Perhaps Tahir is even just a little bit mad.  It’s hard to tell with a Dagani.

With his special upbringing, Tahir is too sure of himself, too reckless and quick to pass judgment.  He sees things in hard black and white terms: it’s wrong or it’s right.  He’s not good with shades of gray.  He’s stubborn about his beliefs, another typical Dagani trait.  But the loss of his brother has shaken up Tahir’s certainty about life, and forced him to reconsider things he had previously taken for granted.

He’s not a loner.  Every day of his life, he was with his brother and they were in turn surrounded by adoring members of his clan.  He seeks the comfort of company, even that of outsiders when the need calls for it.  Mahir was the natural leader of the two, so Tahir is content to follow Jarik’s lead in Mahir’s place.

Artists’ Notes:

Strong, a bit cocky and sure of himself.  Outgoing and flamboyant in his movements.  Was raised to think he was the center of the universe.  Full of energy, drive and passion.  Quick to react; slow to think.

TYLONEE

Pronounced: ty LON ee

Gender/Race:

Female, Orin (the Kemarr tribe of the Kemarran Highlands)

Character Summary:

A seemingly cold, reserved woman who is extremely skilled in combat.  She has a dragonet Familiar called YIL.  It serves as her magical protector, but is not a pet.  Having bonded with Yil, Tylonee can now understand his language.  No one else but a highly trained Sarojin mage has that ability.

Backstory:

Tylonee is several years older than her sister, Leyalla.  Young warrior-women of the Kemarr are encouraged to be independent at a young age, but Tylonee has always remained extremely protective of and devoted to her sister.  This has made her blind to the resentment it created in Leyalla, who has not been able to achieve the “perfection” of her older sister.  Tylonee chose to believe that Leyalla was simply flighty and would soon settle down.

Within Kemarran society, Tylonee was raised to be a warrior-protector for the Moonclaw tribe, a responsibility she took very seriously.  She excelled in everything she was taught.  When she turned 15, she was taken along with the other girls-of-age to her initiation at the Dragon’s Maw and took her turn going through the dragon’s jaws to face the Bottomless Void.  This was when Yil first appeared and bonded with her.  Gaining a Familiar earned Tylonee high status.  She was quickly inducted into the Daggers of Virtue, who devote their lives to the warrior’s path and a life of celibacy, untouched by any man.

She has served as a Dagger of Virtue for many years, thinking of nothing but honor, duty, and the welfare of her sister.  She is not given to expressing her emotions, thinking that to show them is a display of weakness.  

After she is made Outcast and cut off from her tribe, Tylonee’s world is shattered.  She has given up everything that was life itself to her. She feels the Mark of Shame upon her face with every breath she takes, but honor and love will not let her betray her sister, no matter how painful the consequences.  She has no purpose or direction except what she finds in service to Jarik’s quest.  Tylonee would be lost without Jarik’s trust in her.

Artists’ Notes:

Having trained as a warrior all her life, Tylonee’s movements are tightly controlled, saving energy for when it’s really needed.  She doesn’t waste a single motion.  She has tremendous grace, balance and agility.

YIL

Gender/Race:

Female, dragonet

Character Summary:

The dragonets are creatures of the Wyrd, fully in tune with it and able to use it as defensive magic. Those who chose to bond with another intelligent being are known as Familiars.  

Backstory:

The Dragonets were created long ago by the Chandarath as mere amusements, after the last of the true dragons had died out.  They gave them as special gifts to their favorite gladiators.

Yil pops in and out of existence from whatever pocket of the Wyrd these creatures call home.  She flies, hovers or floats close to Tylonee when in the physical world.  They are bonded by a tie even stronger than that between mother and child, or lovers.  Yil chose Tylonee because the warrior-woman has a special gift for the Wyrd, something the dragonets can sense. Yil’s  Wyrd is now enmeshed with hers.  If Tylonee dies, Yil will die.

Yil would not hesitate to give her life to protect Tylonee.  The dragonet’s intelligence is somewhere between that of a person and that of highly intelligent animal.  She has a language of sorts in the sounds she makes, though it deals more with emotion than abstract thought.  Yil easily knows what Tylonee is feeling, no matter how hard the warrior-woman tries to hide it, and Yil acts as the outward expression of those feelings, echoing them in the sounds she makes.

Artists’ Notes:

Yil should be as expressive as we can make her, given her size, though much of her expression will be through sound.  Her wings act in a way not far removed from the vanes of the Chandarath, in that she uses them to both absorb and emanate the power of the Wyrd.   

SUNDEEP

Gender/Race:

Male, Sarojin

Character Summary:

SunDeep is a respected mage of intermediate status.  He knows a great deal about the Wyrd and how it works.  He was also given basic combat training, so he would be able to protect himself in his travels.  SunDeep has come far in learning to “weave the Wyrd” for making spells.  He is 96, early middle-age for a Sarojin.

Backstory:

He has no family as we would understand it.  Sarojin are raised within egg clutches and view every other Sarojin as related.  At an early age, he showed a strong aptitude for learning and was apprenticed to a Mage.   It was a strictly disciplined life dedicated to learning languages, reading dusty scrolls, and mastering spells.  As was required, at the end of his 20-year apprenticeship he travelled for several years to learn the ways of other races and cultures.  

Upon completing his “Wanderings”, he returned to Palash to enter his next stage of magehood.  He continued to study the arcane knowledge of the Sarojin for the next 35 years before narrowing his interest to what little could be found about the Chandarath, who fascinated him.  He dreamt of what the Sarojin could accomplish if they could only rediscover the Wyrd-mastery of that extinct race.

His labors in this arena brought him to the attention of a famous mage, SilverScale.  SunDeep was much in awe of SilverScale, and was deeply flattered to have him as his mentor.  SilverScale took SunDeep’s unquenchable thirst for knowledge and cunningly reshaped it to a feeling of superiority to other beings.  He nurtured SunDeep’s pride into full-blown arrogance so as to keep SunDeep apart from others and devoted only to SilverScale’s purpose.

After SunDeep is betrayed by his mentor, he realizes how far he has fallen from his ideals.  He is ashamed of what he became, crushed by the betrayal of one he revered.  He can only blame himself for stupidity and lack of character.  He will never again feel he is superior to someone else after having been such a fool.  It makes him eager to share what he knows so that he might repair the damage he has inadvertently done.  He has a good heart, but in spite of his travels, has not connected on a personal level with other beings.  Joining Jarik’s quest is his chance to change that, to truly learn about others for the first time, and to redeem himself, even at the cost of his own life. 

Artists’ Notes:

SunDeep is either very still, or moves with very quick, lizard-like motions.  At first, he holds himself with snotty arrogance.  Later, he is humble, even deferential.  When first seen, his skin is a brilliant blue.  After his imprisonment, his skin is dull gray.

ZAHARANAR

Pronounced: zah HA rah nar

Gender/Race:

Male, Chandarath

Character Summary:

The only, living Chandarath in his original corporeal form.  He is a fierce enemy who has almost total control of the immense power of the Wyrd.  

Backstory:

When his world was whole, Zaharanar was a Supreme Master of the Wyrd.  His power to weave, create and shape exceeded anyone else of his kind.  He aspired to nothing less than total control of every iota of the planet’s Wyrd.  Zaharanar wanted to be nothing less than a god.

He knew better than to show this side of himself.  Instead, he cunningly led his people to believe they were superior beings.  He played to their weaknesses, vanity, fears and desires, creating a movement of followers who were willing to channel their control of the Wyrd to Zaharanar, who claimed he would make them all better, more wonderful, more powerful...whatever it was they sought after.  He granted just enough of their wishes to lure them on and build his power base.

The only Chandarath who was his match was Alon D'ar.  Zaharanar was contemptuous of the warrior because Alon D'ar enjoyed morphing into many shapes, allowing him to learn more about those life forms.  Taking on an inferior life form was beneath Zaharanar.  Sensing that Alon D'ar wasn’t fooled by his charismatic appeal, Zaharanar knew he would have to destroy this enemy.

Their enmity grew, spilling over to the rest of the Chandarath, creating a serious rift of factions.  As Alon D'ar’s influence grew, Zaharanar accelerated his plans.  He gathered up the power of all his followers, drawing it into himself in his magnificent palace in Karunesh.  There he fought with Alon D'ar for ultimate control of the Wyrd.  Instead, they destroyed one another, their race and their world.

To save himself, Zaharanar took refuge in a Cocoon of Stasis.  He slept for eons.  His once splendid Chandarath body had been left hideous and deformed as a result of his battle with Alon D'ar.  While Alon D'ar lived his many lives, Zaharanar laid in dreamless sleep, unaware of how the world had changed, until Drindithar finally succeeded in setting him free. 

Artists’ Notes:

His original form is devolved and hideous, expressing the ugliness of the being inside.  He still has the basic vanes and shapes of a Chandarath.  He exudes raw, unstoppable power with every move.

DRINDITHAR

Pronounced: DRIN dih thar

Gender/Race:

Male, Ethereal (ghost of a Chandarath)

Character Summary:

One of the ghostly spirits that are remnants of the extinct Chandarath.  He has great power over the Wyrd and can cast deadly spells.  He has no physical form and cannot engage in physical combat.  

Backstory:

Drindithar was one of those who was closely allied with Zaharanar when both were living beings.  When Alon D'ar issued his warnings, Drindithar ridiculed him and worked against him.  In the final battle, Drindithar channelled his control of the Wyrd to Zaharanar to defeat Alon D'ar, and was thus very much a part of causing the final catastrophe.

In the ages that followed the break-up of the world, the more powerful of the Chandarath were slowly able to reintegrate their awareness into ghostly remnants of what they were.  Unlike Alon D'ar, they disdained being reborn as lesser beings, and chose instead to become Judges, protectors of the Balance (what is left of it).   Drindithar and several others focused their attention upon this piece of Floating World because it contained the ruins of one of their most sacred cities -- Karunesh, the very place from which Zaharanar launched his final attack on Alon D'ar.

Only Drindithar, through his previous psychic bond with his evil master, knows that Zaharanar slept in a cocoon of Stasis deep within these ruins.  When Zaharanar finally awoke, it was Drindithar who freed him, and was there to serve him again, in the desperate hope that Zaharanar will use the Wyrd to weave him a new body and return him to corporeal life as a Chandarath.

Just as SilverScale believes Drindithar’s false promises, so does Drindithar believe the false promises of Zaharanar.

Artists’ Notes:

Initially, at least, Drindithar should be easy to tell apart from the other Ethereals, but not in a way that screams “evil”.  His form is translucent, floating above the ground, fading in and out to make appearances (or in a flurry of magical effects if we can’t do fades).  Only magic spells, magical objects or magically-enhanced weapons can affect him.  Ordinary weapons pass through him without effect.

SILVERSCALE

Gender/Race:

Male, Sarojin

Character Summary:

 A powerful and highly respected mage of prime age, about 140.  He is considered the undisputed expert on what little is known of the Chandarath.   SilverScale has a strong mastery of the Wyrd which he uses primarily to cast magic.

Backstory:

He followed the usual path of a Sarojin mage:  apprenticed to another mage for 20 years, years of “Wanderings”, additional years of study, followed by more travel.  He moved steadily up the ranks of Sarojin mages, gathering fame and status.  As with SunDeep, SilverScale became obsessed with regaining the lost knowledge of the Chandarath.  He dedicated himself to that study at the expense of all else.

Being a secretive type, SilverScale kept much of what he learned to himself.  He wanted more than mere knowledge.  He wanted power.  He wanted to become the Supreme Mage of all time, to use mastery of the Wyrd to cheat death itself, to become immortal...just as Zaharanar before him sought to do.

In his travels, he managed to communicate with Drindithar, an Ethereal who was only too happy to fuel SilverScale’s desires.  Drindithar fed the Sarojin mage tidbits of knowledge, enough to lead him along without giving him too much.  In this way, Drindithar made SilverScale his tool, while pretending that only SilverScale was worthy of the secrets of the Chandarath.  Now SilverScale will do anything Drindithar asks of him.  

SilverScale had no scruples about using SunDeep.  At first, he was merely flattered by the younger mage’s reverence.  Soon, however, SilverScale realized SunDeep was too intelligent, too eager to pursue truth.  SunDeep was already beginning to suspect his master knew more than he was telling.  That was when SilverScale knew he must kill SunDeep.   A dead student was better than a potential rival.

SilverScale has no idea that Zaharanar has arisen.  He knows where the entrance to Karunesh lies, but doesn’t have the power to enter it.  Drindithar promises that some day he will, another of the false promises that keeps SilverScale in the Ethereal’s dark service.

Artists’ Notes:

He looks much like any other Sarojin, though with more ornate trappings.  He has brick-red skin with silvery highlights.  He goes from still to rapid movements in the same lizard-like fashion as SunDeep.
LEYALLA

Pronounced: ley YAHL lah

Gender/Race:

Female, Orin (of the tribes of the Kemarr in the Kemarran Highlands)

Character Summary:

She is a skilled warrior-woman of the Kemarran Moonclaws, but has not yet been able to join the Daggers of Virtue, nor was she able to bond with a Familiar.  

Backstory:

Being the younger sister of the highly respected, oh-so-perfect Tylonee has been a dreadful trial for Leyalla.  She was raised with the same expectations, but somehow lacked whatever set Tylonee apart.  When Leyalla faced her own Initiation at the Dragon’s Maw, she went with a haughty certainty that she would also attract a Familiar.  When it didn’t happen, Leyalla’s resentment of her sister deepened to a black hatred.  Tylonee’s soothing words and calm support did nothing to help this.

Leyalla is as completely different from her sister as she could possibly be.  She is wild, mercurial, undisciplined, emotional and unpredictable.  She hides her true feelings about Tylonee behind a mask of false affection, waiting for the right moment to bring her sister down.  Her malice is shallow, her motives frivolous, but it has made her dangerous. 

She pretends to share her sister’s dedication to honor and the tribe.  The truth is, Leyalla cares about no one but herself.  She is a spoiled brat who has grown into a venomous young woman.  She feels cheated, but refuses to see how she is responsible for her own failings.  Because of that, Leyalla feels she is entitled to whatever she wants, and that any means she uses to get it is justified.

This made her an easy mark for SilverScale.  He showed her marvels and convinced Leyalla to serve him in exchange for more power to come.  Leyalla knows a little about Drindithar, but nothing about Zaharanar or the Chandarath.

Another Dagger of Virtue discovered Leyalla’s scheming with SilverScale and threatened to tell Tylonee.  In a moment of panic, Leyalla killed her.  Then she allowed Tylonee to take the blame for her, knowing full well the price of such a crime was death.  She is inwardly furious that Tylonee escaped her fate and is being aided by Jarik.  She is happy to help SilverScale in his attempts to destroy them.

Artists’ Notes:

Like Tylonee, she is fluid, strong, agile, skilled.  But her movements should be wilder, more flamboyant, driven by unfocused energy that makes her less effective in combat.
GRANDAR

Gender/Race:

Male, Orin

Character Summary:

Large, burly, muscular warrior and Lord of the Keep in the village of Hollow Grange.

Backstory:

Grandar did not so much inherit as seize the Keep in Hollow Grange from his ailing uncle (thereafter his deceased uncle), making himself Lord of this village and several other villages which answer to it.  As such, he isn’t much of a Lord, having small wealth and minor power.  This rankles him and he intends, by force of arms, to increase his territory.  Meanwhile, he shifts his politics and alliances as it suits him.

He is an arrogant man, accustomed to the privileges of rank and power.  He’d be wealthier if he didn’t waste so much of his Keep’s Treasury on weapons, armor, wine, food and wenches for his men.  He lives for battle and spends much of his time in combat training.  In Grandar’s mind, war is the same as manhood.

His subjects either fear or hate him.  He strikes out easily in anger.  He takes what he wants with little regard for the welfare of commoners.  He has never been taught to understand the suffering of others.

Though he will pretend interest in an alliance with the Kemarrans, he would never for a minute seriously consider a woman to be his equal in anything.

Artists’ Notes:

Big mean looking brute.  Tends to use raw strength rather than technique.

NEFREET

Gender/Race:

Female, Orin

Character Summary:

Wise Woman of the village in Hollow Grange.  She is gifted with ability to make prophecy by drawing upon the Wyrd.

Backstory:

When Grandar took power, Nefreet prophesied he would die without honor, far from the lands he knows.  She has been allowed to live because in spite of Grandar’s bluster he is afraid of her.  Her control of the Wyrd is far greater than anyone else in the realm of his Keep.

She knows the secrets of the Keep, including the existence of the hidden treasury cave on the other side of the river.

Nefreet has paid little attention to Jarik in the past.  It is only when he appears bearing the Sigil on his hand that she finally realizes there is something unusual about him.  

She doesn’t know what the Sigil is, having never heard of the Chandarath.  But she has spoken several times in her youth with a Sarojin mage on his Wanderings, who happened to be SilverScale.  He saw her talent with the Wyrd and taught her a few things in passing.  Nefreet knows what she does about the Ethereals because she secretly watched SilverScale communicate with one at the Hill of the Oak.

Artists’ Notes:

Woman in her 70’s.  Carries herself with pride though somewhat bowed with age.

JADETHROAT

Gender/Race:

Female, Sarojin

Character Summary:

This young Sarojin has been a student of SunDeep’s for a long time and cares deeply about him.  She is about 20 years younger than him.

Backstory:

JadeThroat has shown potential to be an accomplished scholar and mage.  She caught SunDeep’s attention a few decades ago, and he honored her with his patronage.  She has studied closely with him, watching with growing dismay and pain as SilverScale changed SunDeep, twisting him into someone prideful, haughty and arrogant.  Deep in her heart, she knows this isn’t the true SunDeep and has never given up on him.

Though nothing has been acknowledged between them, JadeThroat loves SunDeep and would do anything for him.

Artists’ Notes:

In keeping with her name, JadeThroat should have predominantly green coloring.  This will also set her apart from SunDeep and SilverScale.

NOTES ON SEQUEL POTENTIAL

Implanted in this document are the following concepts that should be kept in mind for sequels:

· There are many pieces of Floating World which would follow similar rules to this, but which could contain different types of terrain and other kinds of Chandarath ruins.

· The Chandarath created many kinds of races based on any kind of animal imaginable.  Other Floating Worlds would be likely to have Orin and Sarojin, but they may have evolved along different paths as a culture or society.   Races based on mice, insects, birds, dolphins, cats, dogs, raccoons, bears, camels, rhinos, lions, elephants, anything at all are open to use.

· Alon D'ar’s ultimate goal is to reunite his world.  The final game in a long series could involve the epic voyages of Alon D'ar to all the Floating Worlds he can reach in order to find a way to reweave the torn Wyrd into its previous planetary form.

GEOGRAPHY OF THE FLOATING WORLD


As the Wyrd was shredded in the conflict between Alon D'ar and Zaharanar, it sought to reweave itself into a new whole.  With massive chunks of the world thrown into orbit around the planet’s core, it was impossible to maintain unity between them.


The Wyrd was thus divided amongst the various Floating Worlds, but each piece of Wyrd attempted to reweave itself along the lines of the original world.  That is why each tier of the Floating World has such cohesive, distinctive areas of terrain, fashioned after what had once existed.  

One significant difference is that the inhabitants will not be familiar with the idea of an ocean or any extremely large body of water.  All their sources of water come from the vitally important River that winds through every territory.  No one race dares to dam or lay claim to ownership of the River.

The river is fed by the Frost Mountains, surges through Whitewater Gorge, then gradually slows and winds its way through the Kemarr, until at last it winds around and drops off in a monumental waterfall to the tier below, where it becomes slow and warm as it spreads into the swamps of Dagan and the waterways of Palash.

Within this new fabric of existence, the power of the Wyrd has sustained a working atmosphere and generated a system of weather.  


Unlike a real world, the weather of the Floating World is fairly weak and benign.  There are no earthquakes, tornadoes, hurricanes, or massive storms, simply because the system cannot accommodate energy on that scale.  There is wind, rain, mist, clouds, and other mild weather phenomena, but that is all.  

There is little seasonal change; a mild shift from cooler weather to warmer weather.  The only snow, with rare exception, happens upon the uppermost tier.  There is limited volcanic activity, but that is under the control of the P’Gok Elzar who instinctively understand that letting it get out of control would destroy their world.


Weather tends to be the most turbulent at the uppermost tier, growing less turbulent and more calm with each lower tier.


The current inhabitants of the Floating World know nothing else, and think of the structure of their world in its various tiers as entirely normal.  Extremely ancient legends that might make reference to a round world are mystifying to them.

DAY, NIGHT, SHADOW AND TIME-KEEPING


One of the most dramatic changes the denizens of the Floating World has to come to terms with was an entirely new sense of time.  They no longer had the stately march of night and day, of months or years characterized by living on a sphere.  This chunk of world rotates very slowly as it continues to orbit the sun in the path once occupied by the planet, but because of its much smaller size, it completes one rotation roughly 4 times during what would have once been considered a day.


Ages later, none of the inhabitants understands the true meaning of a “night”.  Echoes of ancient associations tie it to the kind of frightening darkness found in caves, tunnels and the Twisting Deeps.


Instead, each of the tiers experiences a different sense of a “day”.


On the top tier, there is only perpetual daylight, with some limited shadow cast by the Frost Peaks.  This doesn’t disturb the M’Ton, whose sense of time is vastly different from the other races to begin with.


On the Second Tier, they know a kind of perpetual daylight, broken slightly by the passing of the great shadow cast by the central column that supports the top tier.  Here and on the Third Tier, they count the fourth passing of the Shadow as one day.


In the Orin Territories and the Kemarr, the “day” is broken into First Light, First Shadow, Second Light, Second Shadow, Third Light, Third Shadow, Fourth Light and Fourth Shadow.   Each Light and Shadow is further broken into hours.  The most common sleeping time is during the Fourth Shadow, rising sometime during First Light.


A common phrase would be: “I’ll meet you at third hour of Second Light.”


The Third Tier has a deeper and more complex Shadow-time, because they also have shadows cast from the tiers above them.


On the bottommost tier, hidden Karunesh is nearly always in shadow.


It was left to the Sarojin scholars to come up with a new calendar and formulae to count the passage of time.  They were the only ones capable of the mathematics and astronomical observations that were needed.  The Floating World has a small amount of tilt which creates procession in observing the stars (difficult to do without a true night), and the scholars in the Council of Time-Keepers use this to determine months and years that approximate those of their lost sphere.


All the races (even the M’Ton, when it suits them) use the Sarojin calendars and sundials for marking time and count on the Sarojin Time-Keepers to denote the start of a new year.  It is marked with a ceremony in which the Time-keepers travel to all parts of the world where they are welcomed and perform a ritual to formally declare the birth of the new year.

THE TIERS, TERRAIN AND TERRITORIES

UPPERMOST TIER

Frost Mountains

· Ice, snow, glaciers 

· inhabited only by the K’Tik Elzar

SECOND TIER

Orin Territory

· Field and forest

· Inhabited by groups of Orin

The Kemarran Highlands

· broken, hilly country with plateaus and floating “islands”

· Inhabited by the Kemarr

Whitewater Gorge

· Deep, rocky river canyons and waterfalls

· Inhabited by a mix of races, mainly Sarojin, Orin and Kemarran  

THIRD TIER

Dagan

· Warm, humid lagoons, pools, swamps

· Inhabited by the Dagani

Palash

· Warm, humid jungle, rain forest

· Inhabited by the Sarojin

FOURTH AND LOWEST TIER

Karunesh

· Very warm, lush, perpetually shadowed area with ruins

· No living inhabitants; only the Ethereals “walk” here

TWISTING DEEPS

Underground labyrinth of tunnels that spans all the tiers

· Range from rock to ice to lava

· Inhabited by the Elzar

Oo’Pang Tulmus

· section of the Twisting Deeps 

· inhabited only the M’Ton Elzar

THE RIN SA’: SAFE HAVENS

Whitewater Gorge, Orin Territories, The Kemarr, Dagan, Palash


UPPERMOST TIER

THE FROST MOUNTAINS

TERRAIN


Towering mountains heavily covered with snow, with glaciers upon their flanks which are riddled with ice caves and ice tunnels created by the K’Tik.

The mountains are surrounded by flatter terrain of ice and snow.  It is inhospitable, given to blizzards and snowstorms.  Nothing lives or grows here.


Only the K’Tik Elzar can survive in the Frost Mountains for any length of time.  They are jealous of this territory and defend it ferociously against outsiders.


Beneath the Frost Mountains there are pools of magma.  These provide just enough heat to continuously melt ice to feed the great River which makes all life possible on the Floating World.  The ice-cold water rushes down towering cataracts where it divides, some rushing into the river canyons of Whitewater Gorge, while the rest thunders down further magnificent waterfalls to feed the lagoons and swamps of Dagan.

TEMPLE OF THE ICE KRAKEN

A monumental building sculpted of ice where the K’Tik carry out some unfathomable ritual involving an ice monster.  The “monster” is an ice sculpture imbued with deadly spells.

OO’PANG TULMUS

TERRAIN


This is a section of the Twisting Deeps which the M’Ton have claimed as theirs alone.


They have carved, cut and reshaped it to suit their strange needs.

THE TEMPLE OF THE STONEMASTERS


The most prominent building is the Temple of the Stonemasters.  It is built of monumental stone blocks, assembled by the Wyrd-driven power of the M’Ton.  Inside, the space is large and mostly empty.  Displays of raw Wyrd create strange effects.


GLETHDARANG 


This is the inhospitable region of the Twisting Deeps which belongs to the lava elementals, the P'Gok.  It contains rivers and falls of lava, and is almost unbearably hot to anyone but the P'Gok.

SECOND TIER

THE ORIN TERRITORIES

TERRAIN


The area claimed by the many Orin Lords is a mix of fields and forest.  The land has rolling hills, covered with oak, Cyprus and a variety of other foliage.  Much of the forest has been cleared for agriculture and herding.  Hedges, wood and stone fences mark boundaries.  


At least one grove is considered sacred and has been left untouched.  The Hill of the Oak lies inside this grove. 


There are scattered rock formations and caves, including entrances to the Twisting Deeps.  A range of mountains blocks direct passage to Whitewater Gorge, requiring a longer trip to reach it.


The outside edge of the land is bounded by steep cliffs and Pillars of Wyrd.


The only entrance to the Kemarr is guarded by a gate known as Drommar’s Door.

HOLLOW GRANGE


A small stone Keep dominates the otherwise unremarkable village.  It is the domain of a less powerful Lord, currently Lord Grandar.  It is surrounded by merchant homes, peasant huts, enclosures for sheep, hedges, and fields.  A pleasant stream runs through the village.


Beneath the Keep is a secret passageway that goes underground, leading to a cave.  The Lords of the Hollow Grange use this secret cave as a Treasury.

THE HILL OF THE OAK


What seems to be an ordinary, low hill is crowned by a massive oak tree about 600 years old.  It is situated inside a large grove of oak trees.


Beneath this hill lies THE TOMB OF DROMMAR 9-FINGERS, an ancient Orin hero.

SECOND TIER

THE KEMARR & KEMARRAN HIGHLANDS

TERRAIN


Hills, plateaus and floating pieces of the world connected by bridges characterize the Kemarran Highlands, known also as The Kemarr.


Because the people are nomadic and keep the lands open for their herds, there are no hedges or fences, though there are established pathways and roads.  There are no permanent settlements, except at the Dragon’s Maw.  At most, the Kemarr have moveable tents set on wheels and pitch their campsites as they please.


One side of the Kemarran  Highlands shares a border with the Orin Territories, but the only access is by the Kemarr Gate. The edge of the Kemarr is bounded by cliffs and the Pillars of Wyrd.  Across the meandering river, the towering wall leading to the uppermost tier blocks the way.


There are entrances which lead to the Twisting Deeps.  Because of the flow of the river, it is not possible to enter Whitewater Gorge from the Kemarr via the river.  The river does not become calm enough to allow boats until it is well clear of Whitewater Gorge.

THE DRAGON’S MAW


Within a natural bowl-shaped pit out on the edge of the world, lies the most sacred meeting place of the Kemarr.  In the center is a hole in the earth which extends all the way through the second tier, opening to empty space below, called the Void.


Well over a thousand years ago, the Kemarrans had stonework erected around the hole.  Stone barriers protect anything from accidentally falling in.  Carvings and decorations of dragons are the common theme.  A dragon’s head with a huge gaping mouth is carved of stone at the edge of the hole.  A stone tongue extends from the dragon’s jaws and ends over the center of the hole.  Because of this, the hole and the temple have come to be known as the Dragon’s Maw.


Dragonets fly in and out of the hole as they please.

THE TOMB OF ZONRA


Hidden inside a walled maze is the tomb of the ancient Kemarran hero, Zonra.


What was once a simple stone sarcophagus above ground is now entirely grown over with large, jagged, impenetrable crystals that cover every inch of it.  No known spell or ordinary force can affect these crystals.

SECOND TIER

WHITEWATER GORGE

TERRAIN


As the icy waters plunged from the uppermost tier to the tier below, they were divided into two main directions.   Half the waters swerved sharply toward the Orin Territories and carved a deep, narrow gorge from solid rock.


The Gorge takes its name from the lethally swift, foaming white water of the river as it roars through the bottom of the gorge on its way to the Kemarr.  Nothing can navigate this part of the river, and no one who has fallen into the tumultuous waters of the gorge has been found alive.


Early on, the M’Ton worked their magic here, creating endless tunnels, passageways, stone bridges, magnificent towers, and a labyrinth of empty rooms built into the cliffs.  Once the M’Ton lost interest and abandoned it, the Sarojin were quick to establish it as a neutral trading ground, the primary and most vital meeting place for all the races to trade and barter, buy and sell.


No one runs Whitewater Gorge.  It is open to any race at any time.  The merchants and traders have gradually built up an expected code of behavior, but violators must be dealt with either by their own race’s laws, or (if that fails) by the offended party hiring a mercenary or bounty hunter to deal with it.


There is such a vast complex of empty rooms, no one can charge for using them, because there are too many available.  Wyrd-stones light the tunnels and rooms.


There is also a labyrinth of tunnels connecting Whitewater Gorge to the Twisting Deeps, the Gateways of the Elzar, and to every other part of the Floating World, stopping just outside of Karunesh.

TRADING AREA

Fountains of the pure, cold water grace the trading area and refresh weary travellers.  Trading areas are simple, open spaces, usually inside the cliff dwellings, where merchants can lay out their wares in any way they choose: on small stands, spread on blankets, leaning against stone walls.  There are stone benches to sit upon.

THIRD TIER

DAGAN

TERRAIN


The territory of the Dagani is swamps, lagoons, pools interspersed with some dry land.  The water ranges from deep pools to shallow greenish water.  Occasionally there are land bridges to connect dry areas.


 It is a warm and humid environment with Mangroves, ferns and lush plants.  It is ideal for fishing and aquatic farming.


There are scattered colonies of Dagani who live in simple, raised platform villages, either on or near the water.


There are rings of massive stones, left behind by the M’Ton ages ago.  Their purpose is unknown.


There are caves which connect to the Twisting Deeps.


One border of Dagan is the towering cliffs covered with hundreds of magnificent waterfalls from the uppermost tier.  The largest border is that it shares with Palash.  The edges of Dagan are protected by Pillars of Wyrd.

THE TOMB OF CHARAK


This ring of stones looks much like all the others, with the notable exception that the Chandarath sigils of Alon D'ar’s name are carved here, one large sigil each on a standing stone.  In the center, is the crypt of the ancient Dagani hero, Charak.  It should look like a natural formation of stones, covered with vines, surrounded by shallow water filled with nasty, biting invisible creatures.


Only after the Hammer of the M’Ton has been used is the true shape of the crypt be revealed from beneath its disguise.

THE PEDESTAL OF FATE


An ancient temple in the swamps made of stone, much overgrown with vines, covered with ferns and shaded by huge trees.  Steps lead to courtyard, dominated by a gigantic, weirdly carved stone head.

GOMIRA, Tahir’s village


It was  thriving raised platform village and aquatic farm, before the Changelings destroyed it.


THIRD TIER

PALASH

TERRAIN


Two ends of the River feed the waterways of Palash: the waters which pass through Dagan from the uppermost tier; and the water which plummets from the second tier at the far end of the Kemarr.


The vegetation thickens to a jungle consisting largely of mangrove, dense bushes and vines.  It is warm and humid, the same environment the Sarojin choose for their cities before the Catastrophe.


There are unique and intricately carved artifacts and stelae,  large stone ruins covered in vines, stone fences, groves of concentrated Wyrd which the Sarojin consider sacred.


Palash also has caves which connect to the Twisting Deeps.


Waterways wend around isolated land masses connected with land bridges.


It has one border, that which connects with Dagan.  The outer edges of Palash is protected by Pillars of Wyrd.


The Sarojin, though an old and complex race, feel no need for large, concentrated cities.  They prefer living outside, in touch with the natural world, perhaps with nothing more than a canopy over their heads.  However, their precious scrolls are kept carefully tended in stone libraries or caves.

THE SPIRE OF SUSPICION


This is the tomb of the legendary Sarojin hero, WhipTail.  Unlike the other tombs, it is well known and easy to find by the tall, ornate spire which rises above WhipTail’s tomb.  Smaller pyramidal markers indicate the pathway to it.


The four sigils of Alon D'ar’s name are carved into the head of the tomb.  WhipTail’s mummy can be seen, but is protected by a powerful spell.


The Spire has become too dangerous to visit because Drindithar has set the Darkfell to keep anyone from getting to it.

LA’SHON


This pleasant clearing in the jungle is a favorite meeting place of the Sarojin.  It is nearly always in use by scholars, traders or Sarojin who want a place to meet.  There are ornate stelae marking out the area.

FOURTH AND LOWEST TIER

KARUNESH: THE MYSTIC RUINS

TERRAIN


This tiny piece of land attached to the bottom of the Floating World is all that remains of the once awesome, sacred city of Karunesh.  Originally, it was a city of beautiful, intricate buildings that were half solid and half woven directly of the Wyrd.  There were lush, brightly flowered gardens and endless fountains.


Now only shattered ruins remain.  Debris and collapsed pieces of buildings lie in jumbled heaps, cast in perpetual shadow from the tiers above it.


The vegetation is still thick and it is very warm, due to proximity to both the lava tunnels and the hot core of the planet far below (though it cannot be seen).


There are no Pillars of Wyrd here.  None are needed.  The ruins themselves block access to the edge of this piece of land, nor has any living being come here in thousands of years.


It can only be reached by coming through a magical gateway made of solid Wyrd, accessible from the lowest reaches of the P’Gok lava tunnels.


Most of what remains is a large courtyard and entrance, leading to a maze of ruins, to an intact arena where Zaharanar now creates his web of Wyrd.

TWISTING DEEPS

TERRAIN


The underground region known as the Twisting Deeps spans all tiers and areas of the Floating World.


It consists of caverns, caves and tunnels created primarily by the M’Ton in the first centuries after the Floating World was created.  The M’Ton are not fond of travelling above ground, and created the labyrinth of tunnels so they could go anywhere they wanted while remaining within the ground.

Wyrd-crystals created by the M’Ton provide light in the Twisting Deeps.


The P’Gok and K’Tik added their own lava and ice tunnels to those created by the M’Ton, but those are confined to the central region of the Twisting Deeps.  The 3 Gateways of the Elzar lie in a large cavern within this central region, separated by waterfalls. The gateways lead to the three territories of the Elzar.


The tunnels of the M’Ton are the only way to access Oo’Pang Tulmus. They are blocked by magical doors and no one can enter unless Right of Passage is granted by a M’Ton.


The tunnels of the P’Gok mainly go downwards toward Karunesh. They are filled with river, falls and flows of lava.


The tunnels of the K’Tik lead upward to the Frost Mountains and are made of ice,  making them especially difficult for surface races to use.


There are many natural formations in the caverns and tunnels: stalagmites, stalactites, Interior pools, springs, rock fountains, crystals, icicles, lava flows, etc.


Those sections of the Twisting Deeps used by the surface races often contain items they’ve put there for storage, such as chests and barrels.  


In some of the tunnels, there are prison cells.  There were not originally created by the M’Ton to imprison other beings, but others have since done so.

THE RIN SA’ (SAFE HAVENS)


Ages ago, the Sarojin mages discovered the RIN SA’ , “translocation points” (or more precisely in the Sarojin tongue, “points of power”) which existed in the Floating World.  These were locations where the power of the Wyrd was so concentrated, they could be used to instantaneously travel from one Rin Sa’ to another.


Realizing both the potential and danger of the Rin Sa’, the Sarojin took control of them, turning them into Safe Havens where travellers and traders and other peaceful folk could find sanctuary.  But no one can use the translocation points without the consent of the Sarojin.


Naturally, any Sarojin may use them freely, as Sarojin mages and scholars have done for centuries during their required Wanderings.  Someone travelling with a Sarojin thus gains access to the translocation points (with one exception--Rin Sa’Zar which is controlled by the M’Ton).  


Also, special tokens given out by the Sarojin may be used for special or limited types of travel, such as one passage from the Kemarr to Whitewater Gorge.

The Safe Havens are:

Whitewater Gorge = Rin Sa’Dur

Dagan= Rin Sa’Mir

Palash = Rin Sa’Shar

Orin Territories = Rin Sa’Bal

The Kemarr  = Rin Sa’Kor

Oo’Pang Tulmus = Rin Sa’Zar

Twisting Deeps = Rin Sa'Gurn

How they connect: 

· Whitewater Gorge: Rin Sa’Dur in Whitewater Gorge is the central and controlling locus for all the translocation points, and it thus the most heavily used.  One can travel to any other Rin Sa’ and back from this Safe Haven.

· Dagan: Rin Sa’Mir jumps to Whitewater Gorge and The Kemarr

· Palash: Rin Sa’Shar jumps to Whitewater Gorge and Orin Territories

· Orin Territories: Rin Sa’Bal jumps to Whitewater Gorge and Palash

· The Kemarr: Rin Sa’Kor jumps to Whitewater Gorge and Dagan

· Oo’Pang Tulmus: Rin Sa’Zar jumps to any other Rin Sa’, but it is a one-way, one-time passage.  The Elzar do not allow anyone else (even Sarojin) to enter by this Rin Sa’.  Although the Sarojin originally opened this Rin Sa’, they have ceded control of it to the Elzar to maintain goodwill with them.

CREATURES AND BEASTS


A number of naturally evolved beasts survive on the floating world, most notably the sheep/goats that are a vital source of leather, wool, meat and milk products, while the fish and aquatic plants of Dagan are equally important to their way of life.


No large beasts survived the Catastrophe.  There are no cattle or horses.


Many more creatures and beasts created by the Chandarath survived, for some reason, perhaps because they are imbued with more of the Wyrd.  Some, like the dragonets, are extremely magical in nature.  Others, such as the turtlebacks, are simply dangerous.


None of these creatures possesses a high intelligence.  Even the “demons” have only a rudimentary bestial cunning.  The dragonets have the highest intelligence, having their form of limited speech and an empathic nature.


An exception to the above are the Darkfell, who were once foolish Sarojin mages, devolved to a baser form.


Nearly everything that is dangerous to the Orin, Kemarr, Dagani or Sarojin are Chandarath-created lifeforms, designed for use in the battle-rings.  They are, from small to large:

· Ankle Biters & Ankle Stingers

· Turtlebacks

· Kangafoot

· Big Mouth

· Swamp monsters

· Gargoyles/demons

· Kraken

ANKLE BITERS & ANKLE STINGERS

One of these small, aggressive creatures is no great threat, but they breed quickly and travel in large packs.


As with most small-sized, pack predators, they look for something alone, weak, sick or old to go after.  They will turn and run from anything that is too strong or that fights back too well.


They win by overwhelming their prey with sheer numbers.


The Ankle Biters and Stingers are a major plague in the Kemarran Highlands, where they can easily hide in the vegetation and prey upon the Kemarran’s herds.  That’s one of the reason Kemarrans warn travellers not to stray off the roads and paths.

TURTLEBACKS


When squatting upon the ground, a Turtleback can easily be mistaken for a rock or large tortoise.  But unlike the tortoise from which they were transmuted, the Turtlebacks can attack quite suddenly and without warning, using large, lethal claws.


They lie in wait for anything that comes close, then attack.


They are especially aggressive, bad-tempered predators.


Turtlebacks are a serious threat throughout the Orin Territories and the Kemarran Highlands.


Their eggs are known to the Kemarrans to have special healing qualities.

KANGAFOOT

An all-around unpleasant creature, just smart enough and large enough to be very dangerous to the surface races.  They attack as animals and do not use weapons.

They often lurk in the Twisting Deeps, but are equally willing to search for prey on the surface.  Variations of them can even be found in the ice tunnels and lava tunnels of the Elzar.  They cannot harm the Elzar, so the Elzar simply ignore them.

This makes them perfect fodder to become Changelings under SilverScale’s control.  While they are Changelings, they are capable of using weapons, the same as the being they are impersonating.  Once this spell is removed, they revert to what they were.  They also do not gain intelligent speech while transmuted.

SWAMP MONSTERS


An aquatic monster specifically created by the Chandarath to provide entertaining battles with the Dagani.


It is large and powerful, making it a serious threat to a Dagani or the other surface races.   They lurk in the swamps of Dagan, attacking anything that gets too close to their fiercely held territories.  The Dagani have tried to wipe them out, without success so far.  A Dagani mother uses the threat of these monsters to keep youngster from wandering too far from home.  And with good reason.


They are bestial in intelligence and do not use weapons.   


The Swamp Monsters have also been used as Changelings by SilverScale.  As with the Kangafoot, the Swamp Monster Changelings can use weapons while transmuted into the other race, but they have no intelligent speech.

GARGOYLES/DEMONS


One step up in intelligence from the Kangafoot and Swamp Monsters, the demons are less numerous, but more dangerous than the others.  They aren’t smart enough to use language or weapons.  They’re deadly enough as they are.


They are not true fliers, as the dragonets are.   Their larger, heavier size prevents that.  Instead, they climb to the heights they need, then use natural wind and some control over the Wyrd to glide down upon their victims.


Demons roost in cliff faces, or high in trees. 


They also proved to be useful as Changelings, the second-most dangerous of the four creatures transmuted by SilverScale.  As with the other Changelings, they gain the use of weapons, but cannot speak.

KRAKEN

There are not many of these odd-looking predators.  Which is a good thing because they are extremely large, packed with deadly teeth, and quite hard to kill.  They live in caves and venture into Kemarran and Orin lands to snatch herd animals.  They’re partial to snacking on people, as well.  They are what a lone herdsman fears the most.

THE DARKFELL


300 hundred years ago, a handful of Sarojin mages came to believe they had reached a superior level of control over the Wyrd.  Ignoring warnings of danger, they aspired to make something greater of themselves than mere Sarojin.


Tragically, they were wrong.  The Wyrd of the Floating World is not the Wyrd that once imbued the entire world of the Chandarath.  The attempt to transmute themselves into a higher form resulted in the exact opposite.


They became devolved, base creatures named the Darkfell by other Sarojin.  They look somewhat like Sarojin, but have lethal claws, deformed shapes and more primitive features harkening back to the original lizards from which the Sarojin were created.


Most of their intelligence has been lost, yet enough remains to make them particularly dangerous.  This is made worse by their ability to still intuitively use the Wyrd for certain rudimentary spells.


They fight like animals, but they can also use weapons like a Sarojin.

They no longer speak as Sarojin do, but they can scratch out primitive symbols in vague memory of the knowledge they once had.

The Darkfell might have been only a temporary danger, but one of their number was a female mage.  The entire group hid themselves in deep regions of the jungle, where they bred many more generations of Darkfell.  WhipTail attempted to eliminate all the Darkfell, but it was an impossible task.

The Darkfell have an unreasoning, unyielding hatred for the Sarojin and any other intelligent race.  They recognize and will somewhat cooperate with Chandarath-created monsters.  They easily bow their will to Drindithar, for even the ghost of Chandarath is enough to trigger feelings of service to a greater master.


The Darkfell are the most dangerous of all the creatures SilverScale uses as Changelings.  Even if the spell is broken, they retain their ability to use weapons.

ZOMBIES

One other type of monster has been set loose in the Floating World, created by the blight of twisted Wyrd spreading outward in response to Zaharanar’s machinations -- the walking dead of the Orin.

Both Orin and Kemarran dead are rising to plague the living.

The Dagani are not being disturbed by their dead because they “bury” their dead in deep lagoons where an underwater beetle quickly devours them, leaving nothing left that can walk again.

The Sarojin have escaped the curse of zombies by the protective spells of Wyrd which they perform over a dead Sarojin as he or she is being mummified.

But the Orin and Kemarran routinely bury their dead with little real preparation and with no knowledge of these spells of protection.

Touched by Zaharanar’s twisting of the Wyrd, the unthinking zombies are driven by one purpose -- to kill the living.


They can also serve SilverScale as Changelings, once enough of them have risen.


